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Ah well. It wouldn’t be the Daymar Rally without a few troublemakers and shots fired, righte Maybe.
But believe me when | say that this ramble about racing and criminal gangs and drug runners is
going somewhere — in fact, it's going straight to Kudre Ore. And that's the problem.

My honest hope is that the new DRC (that's the Daymar Rally Commission, publicly headed by veteran spacefarer and racing
enthusiast Cor5air) really IS making the change for the reasons they've stated — new excitement for the Rally’s biggest year yet,
alongside an acknowledgement of the hard work and enterprising spirit of Stanton’s mining freelancers. The problem is, they
couldn’t have chosen a worse representative of that spirit. As anyone who's been around Port Olisar long enough, and you'll find
out why. Kudre Ore isn't just a freelance mining operation. It's one of the biggest smuggling and drug trade hubs in the Stanton
System. In particular, it's known as one of the best places to pick up a profitable supply of Altruciatoxin or WiDoW, alongside

a haul of Gold, Beryl, or Tungsten. You can only imagine which of those is the most profitable. Go ahead, imagine. I’ll wait.

From Daymar, this trail continues to the Green Imperial Housing Exchange in orbit around Yela - the one and only Grim HEX.
Let me be clear on this: | don't have a problem with Grim HEX on its own — especially with the ongoing rumors that Luca Brunt’s
finally close to getting the race circuit there back up and running, which can only mean even more racing attention in the
future. That is, IF the connections I'm making aren't hinting at corruption and intrigue worming their way back into the DRC.

Let me introduce you to one of the players I'm more concerned about in this whole arrangement. Wallace Klim is a twice-
removed expat who fled the oppressive regime of the UEE, only to then be driven out of the miners’ collective at Levski
in the Nyx system, where he set up a production and distribution network for his drug of choice, which just happens to
be WiDoW. Klim set up shop on Grim HEX once even the lawless miners were fed up enough to shut him down, and he’s
been extending his influence ever since. He's a major player in just about every aspect of the WiDoW trade, and drug
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| remain hopeful, though, that this isn’t the first hint of trouble for the new era of the Daymar Rally - it would be a shame for an
event that has grown in spectacle and popularity so quickly, and which has been received so well, to collapse under the same
kind of under-the-table dealing that corrupted it in the first place. | remain hopeful that the Daymar Rally Commission, and all the
teams involved, remain above this kind of intrigue, and avoid the temptation for the Daymar Rally to let some of the rot and grime
of its reputation leak into its core. But how long can it last2 Only time will tell. Hopefully I'll be at Kudre Ore to help victorious rally
drivers celebrate their accomplishment this year. And if | am, | hope the DRC celebrates with clean hands and a clean conscience.

At least, as clean as the filthiest race in the verse CAN be.

Billy Hyde

*For the full history of the Daymar Rally,
please read rule book version 1-4.
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HELP IS ON THE WAY

Your choice of support craft and crew is integral
to completing the Daymar Rally. Not only are
they a source for refuelling restock and repair,
they are your eyes and ears when traversing
difficult terrain. In the pitch black of night, your
support craft can lead you through difficulty
terrain and get you out of canyons when you are
unable to see the way.

Support craft can supply you with anything you
may need, fuel, ammo, repair, oxygen and even
a spare vehicle.

Not all space craft can be used, a legal list

is available during registration - The MISC
Freelancer, MISC Starfarer and Drake Cutlass
are very popular choices. Support Craft
cannot interfere with other racers. This includes
ramming, crashing into or blocking the path of
other race vehicles.

Any attempt by a support craft to interfere with
the progress of another race team will result in
immediate disqualification. NOTE: While support
craft CANNOT interfere with opposing racers,
they can however be utilized to flip, move or
otherwise assist their own team'’s vehicle in the
event it becomes lodged or overturned.

Support Craft are permitted to carry
replacement vehicles for any vehicle destroyed
or otherwise rendered inoperable during the
course of the race. Support Craft or Team Drivers
must notify an official that they are switching
over vehicles by entering this information into
their team Google sheet.

All crew may ride in a support craft, as long as
one team member is driving the race vehicle.

Choose wisely.

Suppor’r vehlcles and crew may NEVER Fre on onythlng .ever

Support craft may not block or nudge an opponent

A support craft must be a legally listed space craft

-

Only one load of repair, refuel and stim spares may be taken | 25
Teams may take more than one spare vehicle but after race start, no spares can be added
Support craft cannot load extra vehicles while refueling once the race has started
Support pilots may give directions and instruction

Support pilots may drive race vehicle if team driver is eliminated

A support pilot may check in at a checkpoint or finish line if they are driving the race vehicle

The support co-pilot (or chosen team member) is in charge of communication.
Regular information must be supplied to ATMO staff. E.g. Distance, casualties or piracy.

Ground vehicles may be refuelled and repaired by support craft
One support craft per race team, no substitutes
Your support craft can leave you to refuel at a designated refuelling station

Support craft will start the race at an altitude of 1KM to avoid camera, security and official craft

All support crew must be in the server party group
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START LINE

The start line takes place on any of the |ondin]g
pads at Shubin Mining Facility SCD-T.

Support craft stay at an altitude of T000m
above Shubin before the start gun is fired.

EAGER FLATS

CHECKPOINT 1

CHECKPOINT 1

Located at Eager Flats Emergency
Shelter and surrounded by a player
enforced 500m armistice zone.

To check in the driver must cross the
threshold of both airlock doors.

CHECKPOINT 2

Checkpoint Talon is located approximately
104.5km from Eager and surrounded by a
player enforced 500m armistice zone.

Your team will need to search for a Starfarer in
this area. Check in by entering the car?o bay and
exiting through the lower level docking collar airlock.

CHECKPOINT 3

Checkpoint Echelon is an abandoned
Reclaimer called ‘The Betty’ and half
way between Eager and Kudre Ore.

Check in by entering the Reclaimer via
the rear elevator and reach the bridge
before using any exit to continue.

CHECKPOINT 4

Checkpoint Hasgaha is located approximately
104.5km away from Kudre Ore and surrounded
by a player enforced 500m armistice zone.

Your team will need to search for a Starfarer in
this area. Check in by entering the corgl;o bay an
exiting through the lower level docking collar airlock.

FINISH LINE

418km from Eager Flats stands Kudre Ore which
has replaced \%/olf Point as the finish line for the
Daymar Rally. Like Talon and Hasgaha a player
enforced 500m’armistice zone protects Kudre Ore.

To check in and comﬁlete your race, the driver must
cross the threshold of both airlock doors.

*Course route and rules may change during development.
Race duration by Ursa Rover is approximately 10 hours.
Checkpoint locations are approximate.

Terrain position is not accurate. This will be updated in 5.1.












*One digital prize per winning team, per division. -
*One trophy per 1st place team, per division.
*One jacket per st place team member, per division.
*One jersey per 2nd & 3rd place team member, per division.
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Ground vehlcles may only be restocked, refuelled or repalred \ua‘the team support craft
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JI_\.RetETa—ime'r called ‘The Betty’ is located half way between Eager and the finish line

You will need your support craft to locate the Reclaimer, no way point will be available

When you reach ‘The Betty’ you will need to check in by traversing to the bridge and
exit using any way you see fit

Checkpoints Talon and Hasgaha will also need to be located

*Do you have a question
about the rules?

X " . Let us know via Guilded.
To check in at a Starfarer you must enter via the cargo ramp and exit through the —

bottom level airlock



