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Object of the game:

By matching the tiles end-to-end, players
build a continuous network of Rivers, Roads
and Rails. Each player tries to use up all of
his or her tiles.

Game preparation:

Play on a large table or on the floor.
Shuffle the tiles well and place them face
down in the game box. Each player draws
10 tiles and places them face up for all to
see. The youngest player may begin.

You must match a river to a river, a road to
a road, a rail to a rail so that an imaginary
boat, car and train could travel from tile to
tile following a logical path. On some tiles a
railroad ends at a train station; on others, a
river may end at a harbor. It does not
matter if the buildings, vehicles and scenery
are sometimes upside down; but no card can
be played in such a way that it will then be
impossible for a continuing card to be
played.

If you are the first player, draw one tile from
the box and place it face up in the center of
the playing area. This is the starting tile.
Now draw one more tile and add it to the
10 you already have. You now have 11 tiles.
Choose one that matches it to the first tile
on the table. You now have 10 tiles again
and the turn passes to the next player.

If you cannot match any of your tiles to the
tiles on the table, your turn is over. Do not
draw any more tiles.

As long as there are tiles left to draw, each
player will have at least 10 tiles.
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The game is over when one player plays his
or her last tile. That player wins.

Note: It may happen that when all the tiles
have been drawn, no player can make
another match. In that case, the player with
the fewest tiles wins.

Game Variation 1

Foursies, 2 players

This is a game for two players. Each player
tries to claim a whole row of tiles by
completing a set of 4 tiles on his or her side
of the center.

Object of the game
Each player tries to collect the most tiles.

Game preparation

Remove all tiles that have turning rivers,
roads, or rails and replace them in the box.
Only straight tiles are used in this game.

Shuffle the remaining tiles. Deal out 7 tiles
face up in a column. These become the
center column. Position these 7 tiles so that
the rivers, roads and rails run horizontally.
Take a tile from the box and place it face
down at the top of the column. This marks
the center column during the game. The
players choose sides, as each may play on
one side of the column only.

Deal 3 tiles face up to each player.

Game play
The younger player may begin.

On each turn draw a tile (you now have 4)
and match one tile to the tiles on your side
of the column. If none matches you lose
your turn, but you must play a tile if a
match can be made. Each player is tries to
build a set of four tiles on his or her side of
the center column.

Each time you add a fourth tile to your side

of the row (not counting the center tile), say
“Foursies!” and claim all the cards in that
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tiles on the other player’s side! Place the
tiles face down in your “Foursies” pile and
replace the center tile you just claimed with
a tile from the deck. The turn passes to the
other player.

When all the tiles have been drawn from the
deck no more tiles can be added to the
center column. Play continues as long as
either player can make a match.

End of the game

Count any remaining unplayed tiles and
remove the same number from your
Foursies pile. Count your tiles, or simply
compare your stacks of tiles. The player with
the most tiles wins.

Game variation 2
Roadblock, 2 - 4 players

Players take turns adding tiles inside a 6 x 6
square. Each time a tile ends at the center,
the edge, or another pathway, a roadblock is
created.

Object of the game

Each player tries to play as many tiles as
possible before all the ways are blocked.

Game preparation

Pick four tiles which show the rivers, roads
and rails turning a corner. These will
become the four corners of the square. Place
5 tiles face down between each of the corner
tiles. This lines up the 4 corners properly.
Make sure the corner tiles curve around the
outside corners of the square. Put all extra
tiles back into the box, leaving only the 4
corner tiles face up on the table.

Shuffle the tiles and deal 10 face up to each
player.

Game play

The youngest may go first. Play continues in
clockwise direction.

On each turn you may play one matching
tile. If none will match you must draw tiles
(up to 3) until you draw one that does. If,
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You must play a tile if there is a match. No  The player with the fewest tiles at the end
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As more and more tiles are played toward
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player who is ahead usually tries to create
roadblocks to end the game, while players
who are behind will try to keep the ways
open.

If all the tiles in the deck have been drawn,
play continues in turn as long as any player
has a possible match.

End of the game
The game ends when:
1. There are no more possible matches.
2. When there are 2 players, each player
draws 3 tiles, 2 turns in a row, without
being able to play.
3. When there are 3 or more players, all %
players, one after the other, draw 3 tiles Otto Maier Verlag
without being able to play. Ravensburg





