ACTION: TRANSPORT PASSENGERS

This action may be taken as often as he likes by each player. A player can use each
of hislocomotives only once per turn to transport passengers from one connected
station to his own station.

It must be checked if the locomotive can reach the connected station. It is counted
how many terrain tiles are between the players's own station and the connected sta-
tion that the player wantsto reach.

For thisthe player showsthe continuousrail line that connects his own station with
the other station and countstheterrain tiles.

Inorder to transport passengers the number of terrain tileswheretherail line passes
through needsto beless or equal to the number of thelocomotivethat isused. When
therail line passes oneterrain tile more than once it must be also counted twice.
Sothetotal distance between the two stationsis measured.

After that the player can transport as many passengers from the destination station
to his own station as the number of the locomotive shows. The transported passen-
gers are taken away next from the terrain tile of the destination station and is put in
front of the player. When there aren't enough passengers the player can only trans-
port the available number of passengers.

sengers can only be tranported once from one destination station by one loco-
motive per turn.
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END OF THE GAME

During theturns of the playersthefollowing conc
ty at any time:

4} oneor moreplayers have connected their stationto al stationsin play
4} thereareno discsin the »Bank«
4} thereare no »complex« dicein the »Dice Bank«

4} thereare two, one or zero dice (»simple« or »complex) in the »Dice Bank«
Inall casesthe course of the game changes:

During histurn every player can only choose between two actionsin any order::
4} buy locomotives

4} transport passengers

Just once more 5 passenger discs are placed for each station next to their terraintile
(see »Lack of Passengers). Until the end of the game thereis now no Lack of Pas-
sengers possible and needn't be checked.

The game endswhen

a) there aren't any passengers next to theterrain tiles

b) the players aren't able to transport passengers

The winner is the player who has carried the most passengers. Ties are broken in

favour of highest number of connected stations, then highest number of locomoti-
veinplayershand.

pany card of thy Inen« arenot usedinagameo
ce 2. Please ate the shares and the company card fromthe rest of
thegamerrma'lal before you start Railroad Dice 2.
Owner of the game »Railroad Dice - The First Rail s« can use this material toget-
her with the grey stationsto create a game variant for a new game experience.

PREPARATION

1.All 6terrain tiles are put next to each other in the middle of thetable. Itisimpor-
tant that at least four squares of each terrain tile are adjacent to another tile. For
the first game of "Railroad Dice 2" the terrain tile starting position depicted in
illustration 2 is recommended.

2. Each player gets one directorcard and one station of the same colour.

3. Depending on the number of playersall players get an equal number of grey
stations. These stations are neutral that means they don't belong to anybody:

4} 2players: everbody receives4 grey stations

4} 3players: everybody receives 2 grey stations

4} 4players: everybody receives 1 grey station

4. Playersare given astarting income of 10.000 passengers/units (= 2 brown discs).

5. The player who ownsthe most railway gamesisthe starting player and startsthe
game.

6. Playerstaketu clockwise rotation starting with the starting player. All
players placether own station (see colour of thedirectorcard) ononesquareof

the six different terraintiles. It must be mentioned that only one station can be

placed on each terrain tile. After that all playersputthegwsamnsmop!m is — |

isalso donein Now iti
station on each terraintile.

than one

Stations are placed with the following restrictions:

-4 Itmust not be placed on asquare at the edge of the map
4} 1t must not be placed on water squares

-4¥ There must be at |east 2 squares between two stations (because of this restric-
tion it can occur that not all grey stations can be put into play. They don't take
partin the game thistime)

7. For each station on aterrain tile 5 passenger discs/monetary units (= 1 brown
disc) are put next to each terrain tile. It isimportant to identify to which terrain
tilediscs belong to.

8.30 sl'(mple and 20 complex railroad dice are kept to one side forming a »Dice
Bank«.

9. All locomotivecards are disposed in ascending order from 2to 6 and are forming
the »Locomotive Bank«. If two players play Railroad Dice 2 the »Locomotive
Bank«isreduced by fivelocomotivecards, one of each 2, 3, 4, 5and 6 istaken out
of thegame.

10. 80 small and 40 big passenger dlscﬂmonaay unltsarekeptto onesideforming
the »Bank«. Money e«:hange i




Illustration 2:
For each station 5.000 passengers are placed, next to the relevant terrain tile.
THE FORMAT

During the game every player triesto connect his own station with other stations
(grey/neutral and coloured stations). Using the tracks on the railroad dice players
build a continous rail line from their own station to another. There are passengers
waiting for transport next to each terrain tile. Players try to transport these waiting
passengers from one station to their own station so they can get income. The player
with the most income wins the game.
GAMEPLAY

Players take turn in clockwise rotation starting with the starting player. A full
round (oneturn per player) isregarded being agame Year.

During histurn aplayer may takefive actionsin any order:

4} Roll Dice(1x) 4 Laytrack 4} Transport passengers

4 Buy L ocomotives 4} New passengers

Players can take actions several times in their turn except the action Roll Dice
which isallowed once per turn.

During the turns the following conditions must be checked for validity at any time:
4% Lack of passengers
4 End of game

If aplayer passes on the action »Roll Dice« he can put 5 passenger discs/monetary
units next to each station (see Lack of Passengers)

Dicewhich are not used in one's turn must be put back into the »Dice Banks.

Itis possible that there are less dice than needed in the »Dice Bank«". Thm the
player cantake only as many dice as possible.

ACTION:LAYTRACK -

Thisaction may betaken asoftenasheli
action »Roll Dicexto do the action »Lay Tr
of the dice can be placed on squares on the
tionswithin the action »Lay Track« rdamgtosmpieorwnua(w

Lay trackswith »simple«dice

In order to lay simple railway tracks the player takes a »simplex die that shows a
piece of atrack or a»?«-symbol on the upper face and places it on one square of a
terraintile (»>< isa»wild« and can be used for any kind of railway track (curve or
straight railway track). Just turn the die on the upper face of your choice).

Trackscan be placed only next to the players own station or at theend of an existing

rail linethat starts at the players' station. It isimportant to check if the squareisrea-

chable by acontinuousrail line.

»Smple«railway tracksarelaid with thefollowing restrictions:

4% Track endings mustn't be placed at the edge of the map so that they run directly
out of the map

4% Track endingsmustn't be placed next to »complex« diceif they don't connect to
therailway track on the »complex« die

Should the track be laid in amountain square additional payment of one monetary
unit (=1 orange disc) isrequired.

Should the track be laid on awater square additional payment of 2 monetary units
(=2 orangediscs) isrequired.

Expanding rai'lway trackswith »complex«dice

In order to expand existing railway tracks with »complex« dice the player usesa
»complex« die with arailway track or a»?«-symbol on the upper face. A »simple«
dieistaken away fromthe square of theterraintileand isreplaced by the »complex«
die (»?« isa»wild« and can be for any kind of railway track. Just turn the die
on the upper face of your choice). Through this exchange the player gets the »sim-
plexdieand can useit again in histurn. It is not allowed to turn the upper face of
thosedice.

Itisonly possibleto exchangerailway tracksthat are adjacant to the player’sown
station or that extend an existing rail line starting at the player’s own station.
Itisimportant to check if the squareis reached by acontinuousrail line.

When exchanging from »simple« to »complex« dice all existing railway tracks
must be preserved. Whenever adieis ex , whose track is actually not con-
nected to the starting station of the player (thishappenswhen atrack endingisalre-
ady laid connecting to a simple track, but no complex connection has been done)
the connection is only permitted if the connection is made available through the
exchangeitself.

»Complex« railway tracks arelaid with the following restrictions:

4} Track endings mustn't be placed at the edge of the map so that they run directly
out of the map

4 Track endingsmustn't be placed next to "complex" diceif they don't connect to
therailway track on the »complex« die

ACTION:BUY LOCOMOTIVES

This action may be taken as often as he likes by each player. In order to transport
passengers the players need locomotives. They are bought at the »Locomotives

Bank« in ascending order of their numbers. As soon asthelast locomotive 2 is sold

it is possible to buy locomotives 3. When the last locomotive 3 is sold, everybody

can buy locomotives 4. Itisjust the same way with locomotives 5 and 6.

‘When somebody has bought the first locomotive 4 all locomotives 2 are destroyed
because of the general technical progress. All locomotives 2 are taken out of the
gameand can't be used anymore.

Payment for the purchase of locomotives:
4} locomotive 2: 5 monetary units 4% locomotive 5: 20 monetary units
4} locomotive3: 10 monetary units ¥ locomotive 6: 25 monetary units

4 locomotive 4: 15 monetary units




