I have been working on a set of rules for Race Day that would change the game a great deal. Instead of each driver having “special abilities” I took all of the special abilities and put them on cards. I use a deck of 60 cards.
At the start of the game each player would be dealt 5 cards. Cards can be played either at the start of the race (example +3 pole position), start of a player’s turn (double move rolls), or anytime in response to an in-game situation (re-rolls). Cards can also be played as “counters” to cancel another player’s cards.

At the start of a turn a player may choose to either play a card or discard. At the end of his turn the player may then draw another card.

I also added a “Yellow Flag – Lucky Dog Rule” card that allows players to force a caution (roll bar padding out the window?). This is especially useful should you find yourself a lap down or getting lapped.

When the “Yellow Flag” card comes out cars may move immediately to the pit for free (normal pit rules still apply). Those that don’t pit are lined up at the start finish line in the order they were in when the caution came out. If a caution comes out on the last lap an extra “green flag” lap is played.
I reset all of the driver’s abilities to 4/4/4. I am sure you could keep individual driver values (for collectibility) but I don’t think it is really necessary.

So far in limited 10-lap play testing the system seems to be working out well. I am still trying to figure out how many of what cards should be included in a 60-card deck. I added more movement specific cards and less body/engine cards.
I like the fact that everyone gets a chance at the special abilities and it seems to add another dimension of strategy to the game. I can forward you a copy of the cards I have created. You will have to print out a couple copies of each page. I printed mine on card stock and put them in sleeves. We have been testing this for three weeks in our group.
