Before your first game of Breaking Away

Read this

Introduction

Breaking Away is a fairly simple game but it does use some concepts that may be unfamiliar to people who do not play board games very often. This quick-start guide aims to take you through the first few turns to get you started and help you on your way.

Preparing the game

Check the components

The first thing to do is check all the components are there. There should be a rules booklet, a board, a bag of cyclists, an envelope full of Movement Log sheets, some round sticky labels (usually found in the envelope with the log sheets) and a card of Sprint Points card sheet.

The Sprint Point Cards

Find a pair of scissors, and cut up the sprint point cards. Put these in to three separate piles, one for each sprint stage (the cards are colour coded).

The sticky labels

Next, retrieve the sticky labels from the envelope, and find a pen. The colours of these labels vary depending on what I had to hand 

when packing up the game, but usually the colours are red, yellow, blue and green.

The stickers are used to identify each cyclist within a team. Each team has 4 cyclists, and there are four colours of labels. Do not make the mistake of putting the red labels on the red cyclists, the blue labels on the blue cyclists and so on. Read the next paragraph before applying the stickers.

Grab your pen and number all the red stickers 1, all the yellow stickers 2, and the green stickers 3. You can number the blue stickers 4 if you like, but unless you are using a yellow ink pen or similar, it probably won’t show up. It does not matter – by a process of elimination, with 4 cyclists on each team, and with numbers 1 to 3 taken, the cyclist with the blue sticker in each team must be the number 4 cyclist.

OK, now take one cyclist in each of the different colours (black, white, yellow, green, blue, red) and to each of these cyclists, place a red sticker either side of the rear wheel (or the front wheel, if you prefer).

Repeat as above (but with a different set of cyclists, obviously) and apply the yellow stickers. 

Do the same for the green and the blue stickers until every cyclist has two stickers on the back wheel and is therefore numbered.
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The movement sheets

Fish out one movement sheet for each player. In our example game we are going to assume we have three players: Red (Sonja), Yellow (Beryl) and Black (Bart). 

Hand out the movement sheets to each player. Sonja should now proceed to write Red in the section of the sheet marked “Team Colour” while Beryl should write Yellow and Bart Black.

The players may also find it helpful to mark the sticker colours next to each cyclist column (e.g. Cyclist 1 = red, Cyclist 2 = Yellow, Cyclist 3 = Green and Cyclist 4 = Blue).
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Red’s initial starting values

Filling in the movement sheets

Here is your first decision of the game. Each player has to allocate points to his or her cyclists. 

It might be helpful to think of these points values as cards, except the numbers are written down on a sheet rather than held on cards in the hand. So, in effect, what you are doing here is allocating a hand of cards to each cyclist; during the course of the game, on each turn you will play one "card" for each cyclist, move the cyclist the indicated number of spaces on the card (no more and no fewer) and then, at the end of the turn, each cyclist will get a “card” back in to his hand. 

Now, you see in the above example that Cyclist number 1 has 4 columns in his section while the other three cyclists have only three columns?

That’s because with cyclist number 1 (supposedly your best cyclist) you have the option to divide your starting point allocation between three or four movement factors (i.e. “cards”). 

In the above example, the red player has opted to split the 30 point starting allocation for cyclist number 1 among only three movement factors, instead of four. She is gambling on making a fast start and scoring points in the first sprint stage.

Note how she puts an X in the fourth column (the one headed IV) to indicate cyclist one does not have a fourth movement factor available in this race.

As indicated in the rules and on the Movement Log sheet, cyclist 1 has 30 points to allocate among three or four movement factors; cyclist 2 has 25 points spread among three movement factors while cyclists 3 and 4 have 20 and 16 points respectively.

Note that at the beginning of the game, no movement factor may exceed 15. Later on in the game cyclists may get replacement values that exceed 15 (though this is not very likely in a three player game unless each player is controlling two teams).

Beryl’s selection

Beryl allocates her points as follows:

Cyclist 1
15
10
3
2

Cyclist 2
14
10
1


Cyclist 3
9
7
4


Cyclist 4
10
3
3


Beryl has opted to go for four movement factors on her best cyclist. This will increase her range of options on each turn but means her best cyclist will get off to a slower start (probably).

Bart’s selection

Bart’s allocation is as follows:

Cyclist 1
15
6
5
4

Cyclist 2
14
8
3


Cyclist 3
12
6
2


Cyclist 4
9
6
1


He too has gone for greater variety on cyclist 1.

To fully understand the rest of these instructions it is probably best to get the board, the cyclists and movement sheets out and work through it for real.
Place the cyclists on the start line

Decide by some random method (most colourful shirt, oldest player, pulling cyclists out of a bag) who will go first and line up the number one cyclists from each team on the Start line. 

In our example, Bart is going to go first, then Beryl, then Sonja.

First turn

Number 1 cyclists

Bart looks at the movement options available for his number 1 cyclist: 15, 6, 5 or 4.

He chooses 4 by crossing out the number 4 on his movement sheet, and then copying the unused numbers (for number one cyclist only) down on to the next row of his Movement Log sheet. 
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Bart now moves his number one cyclist forward four squares, placing him on the inside of the track.

Beryl looks at her movement options for her cyclist number one: 15, 10, 3, 2.

She had intended blasting out a 15 on turn one, but now she notices she can move to square number 3 and sit behind Bart’s cyclist. This is called ‘slipstreaming’ and there is a bonus for this when it comes to getting a replacement movement factor for her cyclist at the end of the turn. So, she chooses to move 3.

She updates her Movement Log sheet accordingly.
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Now Sonja gets to move. Her number one cyclist has the following movement factors available: 15, 14, 1.

She chooses to move 14 squares and updates her Movement Log sheet.
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Sonja’s number 1 cyclist is breaking away! (See the Breaking Away rule in the rules if you like, though it is not necessary to do so at the moment). However, the first turn is not over yet and someone may yet cover her break.

Number 2 cyclists

Bart needs to move his number 2 cyclist. This cyclist can move either 14, 8 or 3. 

Bart thinks about moving 14 to cover the break by Sonja’s number one cyclist (let’s call this cyclist R1, for Red 1) but decides someone else can do that job. He has a plan!

He chooses to move only 3 squares, so crosses off the number three from column III of his number 2 cyclist and copies the unused numbers down to the next row.
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Because Y1 (Yellow 1) is already on square three, Bart places his cyclist (B2 –Black 2) to the outside of Y1, indicating that his B2 cyclist will move after Y1 on the next turn.

Beryl’s number 2 can move 14, 10 or 1. She chooses to move 1, and updates her movement log sheet accordingly. 

Sonja then surprises the other two by moving her number 2 cyclist 15 squares

Number 3 cyclists

Bart’s number 3 can move 12, 6 or 2 and chooses 2. He now has cyclists strung out on squares 4, 3 and 2. Beryl is pleased, because Bart’s B3 has filled in the gap between squares 3 and 1 (she has Y2 sitting on square one, not slipstreaming anybody till B3 came along).

It’s Beryl’s turn now, with her number 3 cyclist. She has the option of moving 9, 7 or 4 squares, and none of these options thrills her so she decides to take it slow at the beginning of the race and moves 4. 

She moves her Y3 cyclist to square 4, to the outside of B1.

Sonja’s third cyclist can move 13, 4 or 3. She joins the crowd on square 3. 

Number 4 cyclists

Bart can choose 9, 6 or 1. That number 1 square at the back of the pack looks inviting so he moves there. 

Beryl’s number 4 cyclist can move 10, 3 or 3. She elects to use up one of her threes and so moves to square 3.

Sonja’s final cyclist can move 12, 3 or 1. She too decides that moving 1 is a good move.

End turn position 
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Above is where each cyclist is on the track. Now let’s look at the movement sheets.

The movement sheets

The movement factors for cyclists are as follows, with a ? indicating that the cyclist is waiting for a new movement factor to be allocated.

Bart

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15, 6, 5, ?
14, 8, ?
12, 6, ?
9, 6, ?

Beryl

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15,10, ?, 2
14, 10, ?
9, 7, ?
10, 3, ?

Sonja

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15, ?, 1
?, 6, 4
13, 4, ?
12, 3, ?

The replacement movement factors

OK, this is the bit where everyone has to shut up and let someone halfway decent at adding up work out the replacement movement factors that each cyclist is going to get.

The race leader

We always start at the head of the field, with the race leader, which in this case is R2 (red 2).

To calculate the new movement factor for R2 we have to refer to the Breaking Away rule on page 4 of the rules, to see whether the cyclist has “broken away”.

First thing to check is whether the cyclist is alone on the square at the front of the field. He is, so he may be eligible for the “breaking away” replacement value.

Second thing is to check whether the cyclist has just taken the lead this turn. If “yes”, then the breaking away rule applies, but if “no” – i.e. the cyclist was alone at the head of the field on the previous turn, then the normal replacement value rules apply.

In this case, R2 was not leading the field last time and so is “breaking away”. The replacement value for R2 is therefore equivalent to the size of R2's lead over the second placed cyclist, which in this case is just 1 square. So, R2 gets a replacement value of 1, and Sonja updates her movement log accordingly. 
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New value highlighted in white on black.

The other cyclists

Calculating the new movement values for the other cyclists is fairly simple and works like this:

Count the number of cyclists on the squares ahead of the cyclist, starting with the square immediately in front. Stop counting when you get to an empty square. Add 3.

So, for the second placed rider (R1), there is one cyclist in front of R1 on square 15 but then we hit an empty square so we stop counting at one, and add three, to get a new movement factor of 4. 

R1’s movement choices therefore change from

Cyclist 1

15, ?, 1

to 

Cyclist 1

15, 4, 1

.

Moving all the way back to square 4, we come to the next lot of cyclists. Poor old B1 and Y3 have no one in front of them, so they both replenish with a 3.

So, B1’s new movement factors change from 15, 6, 5, ? to 15, 6, 5, 3, while Y3’s movement factors update from 9, 7, ? to 9,7,3.

On square 3 we have cyclists Y1, B2, R3 and Y4. They have 2 cyclists ahead of them on square 4 (that’s B1 and Y3) but then an empty square, so we stop counting at 2 and add 3 to get 5. All four cyclists replenish with a 5.

On square 2 we have B3. He has 4 cyclists on square 3, then 2 more on square 4 (makes 6 in all) but then he hits an empty square, so we stop counting and add 3 to the 6 we’d already counted, to make 9.

Finally, on square 1 we have cyclists Y2, B4 and R4 . They have 1 cyclist ahead of them on square 2, four more on square 3 (which makes 5 cyclists), two more on square 4 (which makes 7 cyclists) but then they hit an empty square. So, we stop counting at 7, add 3 to the number to get 10, and that’s the replacement movement factors for both Y2 and B4.

Here’s a diagram with the replacement movement factors calculated and shown in white on black.
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Here’s what everyone’s movement log sheets are now showing.

Bart

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15, 6, 5, 3
14, 8, 5
12, 6, 9
9, 6, 10

Beryl

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15,10, 5, 2
14, 10, 10
9, 7, 3
10, 3, 5

Sonja

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15, 4, 1
1, 6, 4
13, 4, 5
12, 3, 10

Second turn

Is much the same as the first one except that now the order of movement is determined by the race positions of the cyclists. 

We start with the leading cyclist and move down the field. If two or more cyclists share the same square, then the one that arrived first always moves off first (which is why we always place newly arrived cyclists to the outside of the cyclist already on the square).

So, let’s look at the leader’s options. Red 2 has exhausted himself on turn one and only has a choice of 1, 6 or 4. Sonja decides that R2 deserves a rest, and moves him one square to square 16.

Red 1is in much better shape, with choices of moving 15, 4 or 1. Sonja chooses to move 15 to square 29; now, that really is breaking away!

Here’s everybody’s moves this turn with the selection they made indicated by strikethrough text.

Bart

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15, 6, 5, 3
14, 8, 5
12, 6, 9
9, 6, 10

Beryl

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15,10, 5, 2
14, 10, 10
9, 7, 3
10, 3, 5

Sonja

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15, 4, 1
1, 6, 4
13, 4, 5
12, 3, 10

 At the end of the turn, the positions and replacement values look like this:
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Note that because R1 has taken the lead this turn the replacement factor is equal to R1’s lead over the second placed rider, i.e. 13. 

Next turn R1 may choose to play that 13 and scream past the first sprint line (he has to go past the sprit line to earn points) but if he does so, no matter how far in the lead he is, the breaking away rule will not be used to calculate the replacement movement value; it is only used on the first turn that a cyclist takes the (exclusive) lead.

If a cyclist loses the lead and then regains it, then the breaking away move applies again, but only for the turn the cyclist regains the lead. 

In all probability, R1 – which will have a choice of 14, 4 or 1 as his movement choices at the beginning of turn 3 – will probably only move 1 or 4 spaces on turn 3, safe in the knowledge that no one can catch up with him just yet.

Note that if R1 does move 4 spaces to square 33 (the sprint line), he does not get the sprint points. You need to pass the sprint line to win points.

At the beginning of turn 3, the movement log sheets should have the following values:

Bart

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15, 6, 5, 6
14, 8, 3
12, 3, 9
9, 6, 10

Beryl

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

15,10, 3, 2
14, 10, 3
9, 7, 6
10, 10, 5

Sonja

Cyclist 1
Cyclist 2
Cyclist 3
Cyclist 4

13, 4, 1
6, 4, 3
13, 6, 5
12, 3, 3

You’re on your own from here

Hopefully, that has given you an idea of how to play the game. It may look like R1 has it won already, but trust me, the rest of the field will work together to haul him back eventually. 

If you have any queries about the rules, contact me on john@fbgames.co.uk .

Good luck!

John

