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Norman’s artwork has since been consumed by the desert, but the legend remains: It's no coincidence
that the Daymar Rally with a mad dash for Eager Flats. Ever since, the short span has been known

as the place where an aspiring driver tests his or her mettle against brutal sun, relentless terrain, and
limited oxygen. If you can’t make it through “Hell’s Half-Hour”, you may as well stay home.

The first years of the Daymar Rally were, not surprisingly, private affairs. A group called “the Daymar
Seven” are credited with the first successful run of the official route, in 2917. It wasn’t so much of a race as
a tour, though - the group wanted to take in the massive art installations close-up, and then added Wolf
Point as an added goal, when they learned the site of the historical prank was also relatively nearby.
After a few years in relative obscurity, breathtaking shots from those first few trips started to circulate, and
it had become something of an event in the span of five years. Even if it wasn’t competitive yet, though,
those early ‘Daymar Rally’ experiences were still dangerous - smugglers and outlaws were still taking
their chances against Shubin’s security, so the whole thing was live-fire before it was even a race.

said, “I don't care what you call the thing. Just get me out of here.” The quote and later

“won the next two Daymar Rallies in a row, and three out of the first five.
- Jenny herself made big news when she finally deigned to returnto.the

~ everything from corruption in the rally commission, to

~ had gone from an escape route for smugglers and thieves

The first real competition year was 2922, when Nils Lawrence, one of the original “Seven”, met with
‘other racing enthusiasts and put together a four-team promotional event -- with the winners gaining
fhe- honour of naming the trophy. However, when the first-place team finally arrived after the

~ gruelling, poorly-organised mess, driver Jenny McKay famously spit in the trophy cup and

accounts of the 2922 run solidified the Rally’s reputation as a nightmare of rocks,
dust, and guns -- but in the end it paid off. 11 teams signed up to race the followmg
year, competing for a racmg trophy that remains nome|ess to this day.

From there on, the Daymar Rally roared. McKay's mechanic, anny,R,ot‘h, e

route in 2929, after years of denouncing the race as an “amateur.
hour” whenever she had a chance. To everyone's delight, her
triumph was spoiled and her spotlight completely stolen by the
Stranger, whose dramatic and fatal victory made headlmes
across the, UEE. :

No race is wﬂhout controversy, though. The late 20 sand
early 30's were the heyday of the big Rally teams like Ars
Celerltos Clockwork Innovations, MANTIS racing, and
Golden Arrow. They were pushing the limits of rover, buggy,
and bike tech - and stabbing each other in the back to

gain any kind of advantage. Then came 2935, The Race
With No Winner. The blame for the disaster fell on

corporate espionage. In less than two decades, the race

to a whimsical tour of art installations, then to the inspiring
sacrifice of the Stranger, and finally the dark depths of the
worst kind of sportsmanship. The Daymar Rally was born filthy,

and it died filthy.

Ordid ite

A lot of things have changed, over the last decade or so. In 2949, the
Daymar Rally will return after a hiatus of fourteen years, under new
management, with new rules and racing classes. Competition promises to be
fierce, and the field is literally wide open. Now is your chance.

Put the hammer down and burn your way through Hell’s Half Hour. Turn left at Eager Flats,
and power up your weapons. Tighten your aim and pour on the speed - it's
your turn to spit in Racing’s only nameless trophy cup . . .

. and win the Filthiest Race in the Verse.

I'll see you out there,

Billy Hyde



why so early?

When | began writing the rules for the Daymar Rally, 3.0 had recently dropped
and the development roadmap was released. Looking at the release schedule
for the year, it became clear that in 2019 we could potentially hold the rally with

most of the mechanics required to complete an endurance race of this scale.

Throughout 2018 we have taken some hits with features like repair, refuel and
server meshing all being pushed back to the first quarter of 2019.
This, however, has not changed our ability to hold a complete race minus these

crucial mechanics that will make the Daymar Rally ‘the filthiest race in the verse'.

The teams that have attended our practice runs have taught us many tricks-using current
builds of Star Citizen that band-aid the missing mechanicsforthe first rally on the 27th of
January 2949 (2019). Avoiding repair altogether and relying on spare vehicles has been
integral so far in a support pilot’s role. Refuelling currently doesn’t affect the distance a

ground vehicle travels or the speeds that support craft travel to stay with it's driver.

We caught a lucky break when 3.2 dropped, limiting the massive amount of rocks that littered
Daymar’s surface. The shear amount of rocks that were once only for the most daring drivers
have now been reduced significantly to allow for an easier path to Eager Flats and beyond. But
for every lucky break and up-tick in performance came additional challenges like the above-
mentioned loss of repair and refuel in the time-line as well as other challenges. One major

change impacting the drivers and support was the loss of ground base navigational markers.

There are still two major roadblocks that challenge organisers and that is the way in which

wheels easily fall off a Rover or Cyclone, and the population of our current servers.

The upcoming 3.3 patch is introducing ‘Scramble Races’ to the verse and it

looks like we may see changes to wheel loss with this implementation.

Rovers are also gaining the use of all six wheels instead of just four. This may

make the Rover one of the more popular division choices for drivers.

At the time of writing this Server Meshing had been completely removed from the 2018
roadmap and only a lobby refactor in patch 3.5 added in preparation for server meshing which

is no longer listed. Therefore, we will not see large population servers for the first Daymar Rally.

Once again the Daymar Rally team is prepared and our intermediary
plan for 2019 is to hold a server per division. Each server will have

a Daymar Rally organizer for teams and staff to join on.

All-in-all Star Citizen alpha is still in a state where we can run all divisions in a full course
race. We have held practice events every month for the past six months leading up to January

race day. We have seen every bug imaginable and are well prepared for the worst.

Organizers are seasoned and are confident in a successful first

implementation of the Daymar Rally into the universe of Star Citizen.
See you on Daymar.

- Corbaire






divisions

No matter which division you choose, these basic rules will guide you on your journey to
victory.

When Star Citizen is full featured each division is run staggered 1 hour apart on race day. The
Bike Division starts the day off, followed by the buggy divison and lastly the rover division rolls
out of the blocks. Each team is comprised of a maximum of two race drivers and two support
crew members.

Each division has pros and cons to vehicle choice but all vehicles share these same guidelines.

Two drivers maximum per race vehicle

No live fire before checkpoint one

Live fire ON after checkpoint one outside the 200m armistice zone

Race vehicles can fire on opponent support craft - this includes hand weapons
Drivers can alternate during the race

If both drivers die during the race your rally is over

Race vehicle class/variant/manufacturer can change during race

Spare vehicles allowed to the maximum capacity of support craft

Only one vehicle may race per division at a time

Repairs may be made during the race

Spare parts may be carried by vehicle or passenger

At least one crew member must enter a checkpoint to complete a check or finish the
race

If all race vehicles are destroyed a driver may continue on foot
If a team member dies, he or she is permanently removed from the race
All drivers must be in the server party group

Drivers can carry supplies eg. OxyPen.
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SPECIFICATIONS

Length: 6.0m Beam: 4.0m
Height: 2.5m Mass: 3,022kg

Cargo Capacity: 1 SCM Speed: -m/s
Min Crew: 1 Max Crew: 2

Radar: V Computers: V

Power Plant: V Coolers: V
Shield Generators: V Fuel Intakes: V
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support craft

Your choice of support craft and crew is integral

to completing the Daymar Rally. Not only are
they a source for refueling, 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, medical attention,
oxygen and even a spare vehicle.

Your support craft can be any spacecraft - The
MISC Freelancer, RSI Constellation 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 a
replacement vehicle 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 the ‘Officials Channel” in
Discord.

Only two crew may man a support craft, and all
support craft will be inspected before the race

by officials.

Choose wisely.

* Two personnel maximum per support craft

Support vehicles and crew may NEVER fire on anything....ever

Support craft may not block or nudge an opponent

A support craft may be any type of space craft

Only one load of repair, refuel and stim spares may be taken

Teams may take more than one spare vehicle

Support pilots may give directions and instruction

Support pilots may not drive ground vehicle

A support pilot may not be used to check in at a checkpoint or finish line -
drivers only

Ground vehicles may be refueled and repaired by support craft

One support craft per race team, no substitutes

Your support craft can leave you to refuel at a designated refueling station

Support craft will start the race at an altitude designated by offiicals to
seperate you from the camera, security and official craft

e All support crew must be in the server party group
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START LINE
Shubin Mining Facility SCD-1
The start line takes place 100 meters within the vicinity of Shubin Mining

Facility SCD-1. This facility gives racers access to landing pads and vehicle
garages for preparation.

When Daymar Rally organizers scouted for potential locations, the Daymar

Shubin Facility was chosen due to the amount of daylight it receives and

0 it's proximity to checkpoint one. | doubt many teams could wait any longer

. to open fire on their opposition and get the upper hand in this 5 hour

L

endurance test.
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CHECKPOINT ONE
— Eager Flats Emergency Shelter

¥
= [ A 30-60 minute journey will bring you to Eager Flats. One team member
! @" |  from your race vehicle (support craft not included) must enter the outpost
a "™ and cross the threshold of both airlock doors to continue.

- =
P = ¥
, v Weapons are now active for ground vehicles, you may use any method

necessary to stop your opponent. A ground vehicle may fire upon a support
craft, it may turn the tide in removing an opponent from the race.

133.5km

CHECKPOINT TWO
‘The Betty’

Half way between checkpoint one and two will be a ‘leader chaser’
mechanic. At the beginning of the rally you will be tasked with retrieving a
unique item that will be hidden on ‘The Betty’. Only one team member may
enter to search for their item which will be hidden in a random location. The
Reclaimer will be located 113.5 kms from the Finish Line and your support
craft will be needed to locate ‘The Betty” in the area. Make an error here
and it could cost you the lead.

FINISH LINE
Wolf Point Emergency Shelter

To reach Wolf Point you will need to cross three canyon fields and a long
ride in the filthiest, rockiest conditions known to Stanton. This will test your
team'’s patience, 4.5 hours is a long journey for any driver in this terrain. Just
wait until the sun drops below the horizon, you may never be seen again.

*Race duration by Ursa Rover is approximately 5 hours.
One driver of the vehicle from each division must enter the Wolf Point

Outpost to be the crowned the champion of the Daymar Rally.

This does not include time lost for refuel and repair.









security forces

A big question around the operation of the Daymar Rally we often receive is “how will you prevent
griefinge”

Part of this question is answered in the server population section of the rule book but the solid answer to
this question is easy.

Currently there are two scenarios:

1. Before server meshing hits, we are currently loading into servers that are capped at 50 or with any
luck 100 by January 2949.

To prevent griefers, Daymar Rally organisers will simply party lock the server. This means all pilots,
support crew, staff and spectators will be invited to party and join a server together. Filling a server
and locking out any griefers.

2. When server meshing is in game before or after January 2949 , Frontier17 is the chosen
organisation for all security requirements. This professional security force has been our eye in the sky
for the better part of a year and has yet to lose a team to pirates.

All teams will need to make sure they are included on the party list to pass security, otherwise you may
be left wondering why you just exploded...

officials

Daymar Rally officials will be located
at regular intervals throughout the
course on land and in the sky.

Each outpost will have a designated
team tracker to account for every
vehicle that started and to make
sure no one entered illegally.

There will be regular patrols from
Frontier17 along the course route who
will have officials flying with them.
Officials will also be located at the
head of the pack for each division.

If you find you need to report an incident,
you can join the security/officials channel
in Discord to report an incident or ruling.

spectating

All spectators can tune in to
twitch.tv/daymarrally or you can
sign up at daymarrally.com to
become a live spectator.

Similar to the party list for server invites, live
viewers will need to be on the ‘spectator
list’” to gain entry to the race server. List
what division you wish to watch via the
website and be available on race day

and security will let you through.

Head on over to Eager Flats where our
luxury viewing platform and bars will be
stationed to watch the teams pass the
first checkpoint. Once all teams have
passed through you will be taken to

the finish line to catch all the action.




Every division winner will receive a shiny new

(]
t h e s p o I I s ship donated by community sponsors and Star

Citizen organizations. Each ship will come with

championship — enerdesiclbomerialyios;

A list of the prizes is available to view on

reWO rd S the Daymar Rally YouTube Channel

with an explanation by Cor5aire.

This is a broadcast event and interviews with
the winning teams will take place immediately
after the conclusion of each division.

THE “TROPHY WITH NO NAME"
AEGIS VULCAN

CHAMPIONSHIP JACKET
(per team member)

MR HASGAHA POSTER

DAYMAR RALLY T-SHIRT

(per team member)

DIVISION VEHICLE

DAYMAR RALLY T-SHIRT

(per team member)

DAYMAR RALLY PATCH
(per team member)

DAYMAR RALLY PATCH
(per team member)
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preparation

Three Divisions - rover, buggy or bike

One ground vehicle and one support craft per team

Maximum two drivers and two support crew

Make sure you know what your unique item is to retrieve from ‘The Betty’
Support ships cannot fire

Support may carry one load of additional vehicles & supplies

Ground and support vehicles will be inspected by security

on your marks

The start line is located at Shubin Mining Facility SCD-1, Daymar

The start line will be indicated by two Tumbril Nova Tonks

Each division will race separately but on the same course

Navigation markers may be limited or unavailable. Use your support craft to help navigate

officials and security

Daymar Rally officials will be located at every checkpoint, outpost and station

Officials will be counting teams as they pass each checkpoint to make sure no one is skipping the track way points
If you need to report an incident, connect to the Discord security channel

Any officials ruling is final

All support stations and checkpoints are protected by a 200m armistice zone imposed by event security

the ride of your life

After the start cannons are fired no vehicle may fire upon another until the team has reached checkpoint one (Eager Flats)
One ground vehicle team member must enter the outpost at checkpoint one to continue

Once checkpoint one is reached, weapons for ground vehicles are now live

If any team member fires on any other team between the start line and checkpoint one the team is disqualified

After the first checkpoint, ground vehicles may fire upon other ground vehicles and support craft

Support craft MAY NOT fire any weapons

Support stations are scattered evenly between checkpoint one and the finish line

Only support craft may use support stations to restock, refuel and repair

Ground vehicles may only be restocked, refueled or repaired via the team support craft

If your vehicle is destroyed you can replace it at the same location with a backup. An official will need to be called to officiate

If you die, your race is over

reclaim the lead

A Reclaimer called ‘The Betty’ will be located half way between checkpoint one and the finish line

Before the race begins each team will be notified on what unique item they need to retrieve from ‘The Betty’
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 locate your unique item hidden on the Reclaimer

Return the unique item to the finish line to be able to complete the rally

A support station also accompanies ‘The Betty’

TL:DR quick guide.

Is there a rule you can’t find or don’t have
time? We have compiled all the intricate
rules into one easy to read section.

*Do you have a question
about the rules?

Let us know via Discord,
Spectrum or Twitter.




