TransAmerica

A Quick Rail Building Game by Franz-Benno Delonge

2 to 6 players from 8 years Ca. 30 minutes

Material

1 Gameboard, 85 Rails, 35 Region Cards in 5 colours, 6 Start Markers to mark the rail networks, 6 locomotives as points markers, I Start Player card and these rules.

Preparation
The board is placed in the middle of the table.

I rail is placed as a barrier between the red zone 0 and the 1 of the point track. The barrier marks the end of the game.

The remaining 84 rails are placed within easy reach beside the board.

Each player chooses a colour, places his start marker in front of him and puts his locomotive as a point marker on the locomotive shed at the right of the point track.

With 2 or 3 players remove the 10 region cards with shaded edges (2 x value 0 per colour), and put these into the box: they are not used.

All region cards are mixed and are spread on the board facedown. Each player chooses 5 cards blind, one of each colour (region), and looks at them without showing the others. The remaining cards are placed to one side, without anybody looking at them.

Choose a start player. They lay the start player card before them.

Game Aim
The aim is to connect all five of one’s cities with rails.

As soon as a player does this the round finishes. The other players score points relative to the winner.

Whoever has the most points after each player has been the start player, wins.

 

Game Round
The start player begins, with the other players following clockwise.

Beginning with the start player each player places their start marker on an any unoccupied crossing point. This can be also a city. The start marker is the starting point for each players’ rail network.

From then on, rails are built:

Building Rules

A player builds either one or two pieces of track, either over one or two unoccupied sections each comprising a single track, or over one unoccupied section of double track (acting as river bridges or mountain tunnels).

• Each player may expand track only if it can be traced to their start marker. Note that once track is laid it is owned in common by all of the players.

• Each player must add at least one rail to his network.

• A player can therefore connect together different rail networks, and from then use the larger network, provided he can trace a route back to his start marker.

• One can branch off at each place on one’s own network.

• If a player chooses to build two rails in a turn, then she may build each rail in different places of her own network.

End of a Game Round
After one player has connected his five cities, the round finishes. The player shows everybody his 5 region cards.

Exception:

If at the end of the round one or more players has only to build one piece of track (necessarily over even terrain) to connect their five cities, they may do this before the positions are scored.

Extremely rare:

The round also ends if all 84 rails have been built.

Scoring the Round
The players who have not yet connected all of their cities together lose points for each incomplete section of their network:

Minus 1 point for each required rail over a single line (even terrain)

Minus 2 points for each required rail over a double line (river or mountain).

Comments:

• The most economical routes to connect a player’s five cities are chosen.

• For each minus point, a player’s locomotive is moved to the left on the points track, i.e., towards the barrier.

• Locomotives of different players may occupy the same space of the points track, and do not block movement along it.

Preparing for the next Round
• All rails are taken off the board.

• Each player takes back his start marker.

• The 35 (or 25) region cards are re-shuffled as before.

• The start player card is passed to the left.

• Everyone is again dealt 5 region cards (one per region), and the new start player begins the round by placing his start marker on any city.

At the beginning of the 3rd Round
At the beginning of the 3rd round check to see how many points the weakest player(s) has (the locomotive(s) most left on the point track). If they have at least 4 or more points, the barrier is moved to the right so that there is exactly two spaces between the barrier and the weakest locomotive(s) on the point track.

Game End

The game ends after several rounds, as soon as at least one player crosses over the barrier with his locomotive. Having scored everybody’s position for that round, the player with the most points wins. If more than one player has the most points, these players share the victory.
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