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Arnaud
Note
S'il y a de la place "Playing rules" ou "Rules of the game"

Arnaud
Texte surligné 
Remplacer "Gare de" par "Gare" > Gare Saint-Lazare


Setup

2 to 4 players - 15 min - +6 yr

2 "start/arrival” tiles and 4 “straight line" tiles are set up as follows:
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Each of the "line number" tiles is placed face down.
Also, a pile is made with the “section” tiles and placed on the side of the table, face down.

The order of the “straight line" tiles displayed here is just given as an example and may be changed. Only the “start/arrival” tiles must be placed
at each end.

How to play a round

Each player draws a “line number" tile (without revealing it),
which corresponds to his assigned line. If there are less than four
players, one or more “line number” tiles will remain undrawn. In
this case, they will be put aside, face down. The line numbers are

kept secret throughout the round.

The youngest player goes first. Then, in turns, clockwise, each
player takes a “section" tile and places it so that the colours of
the lines fit together.
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The players who have drawn the yellow and blue lines must
assemble “section” tiles in order to form a route that ends at
one of the three "points of arrival" of the tile located at the other
end. Conversely, players who have drawn the green and red lines
must reach one of three “ends” of the tile at the other end.

If a player manages to reach the tile at the other end, he will
have to finish his journey in the corresponding colour of the
finishing point (here, red for line 1, green for line 4), or in the
colour of his choice if he reaches point (M).

Winning the game
The winner of the game is the first to get a total of at least 10
points in as many rounds as necessary.

A round ends when one or more players finish their journey
or when the pile of “section" tiles is exhausted. At the end of
each turn, the player, if any, who has managed to complete his
journey receives 5 points minus 1 point for each line change.

In the example on the back of this notice, the player with
the blue line left the starting point of line 2, combined 8
sections of his line with the drawn tiles, then changed onto
the red line and eventually reached point (1).

He thus scores 5 points minus 1 line change,
that is, 4 points.

A point is also awarded to the player who built the longest line
of the same colour (without any line changes) from his starting
point.

In our example, the blue line player also managed to make the
longest line from his starting point and therefore scores 1 extra
point.

As a reminder, the winner is the first to obtain a total of at least
10 points, in as many rounds an necessary.



Arnaud
Texte surligné 
Remplacer "these rules"

Arnaud
Texte surligné 
Remplacer par "get"

Arnaud
Texte surligné 
Supprimer virgule

Arnaud
Texte surligné 
Remplacer par
Example game on the other side




