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Explore the American West with 3 pen and cards as your equipment. To succeed in
your expeditions, <a|l the rislr\i‘ cards and give the ones you like to frigger the most
: advan’rageom effects.
.: You'lL also need to match characters with their faverite fools and franspertation to
| open doors to new vegions. Can you become the best explorer?

- GOAL OF THE GAME -
Throughout the game, you earn 78 game cards 4 player aids
points by completing all the
iF=
legs ,\J in the regions on your _
Roadmap, or by completing the
tracks on the Reward Chart
before others. These points

are recorded in the medals (E
on the Reward Chart.

4 erasable
markers

Each new region you discover
will also earn you points at the
end of the game.

The player with the most points
will be declared the
winner.

4 personal boards 1 common board
Roadmap Reward Chart




- SET UP -

i, Place the Reward Chart in the center of the playing
area.

&, Form a nugget tokens pool, and give 3 nuggets to each - = o)
player. Rk Rk F :

OO R ok )
ockokkRoRRokoR ok e
8. The last player to have visited an abandoned mine ina EEREXTETELR =

rusty wagon oozing coal residue gets the Caller token. <& & alf ¥ £
This is the player who will start the game. You can also
determine this by the method of your choice.

4}, Shuffle all the cards into a deck. Each player builds
their starting hand by drawing cards that they can see
at any time without ever showing them to the other
players. The first player draws 4 cards, the second
draws 5, the third draws 6 and the fourth draws 7.

5. Each player draws 1 last card and places it face up in
front of them, creating their play area.

@&, Each player takes a Roadmap and a marker. Notice the
player symbol (3, @ , @ or & ) on each Roadmap.

7o On each Roadmap there are 2 red flags % . Each player
ticks off one of them to be the starting point of their
expedition.

The line of your player symbol is
called your track.

On the Reward Chart, each player checks the first empty box in the area "
corresponding to that flag ({—}(the @ area) on their track. Thereafter, it
will be the same each time a player ticks a ‘?’on their Roadmap.




. GAME TURN .

Each turn consists of 3 phases described below. The turns follow these 3 phases until the end
of the game is reached (Endgame, p.13).
L CALL The player with the Caller token calls a card from the opponent of their choice.

The Caller asks for 1 card from the player of their choice, specifying its color and value.
-.aThe Caller cannot ask for a card already placed in their play area. The designated
player has then 3 possibilities according to the cards in their hand:

« The player has the requested card. "‘} They give it to the Caller.

» The player does not have the They give the Caller a card of their
requested card, but has a card of the choice having the same suit or the
same suit or the same value. same value as the one requested.

» The player has no cards of the a They announce it to the Caller who
requested suit or value. randomly draws a card from their hand.

i T T N s imee O

Joe asks Achilles to give him the

Whatever the card received, the Caller checks if it is
Orange 2 (the trapper’s mule).

already in their playing area:

ff’

Achifles does not have it
in his ’hand, buit he does have ‘H'te
Green 2 (the banker's diligence), and
the Orange | (the trapper’s bear trap).

« The Caller does

They put it in their play
not have the card ‘-é area.
in their play area.

e TR They discard it face up He chooes to give the diligence fo Joe.
« The Caller has the oo e _
next to the deck and
card in their play _% e Joe alveady has the stagecoach in
take 1 gOld Huggetas front of him, so he discards the one

area. compensation.

. Achi[jes gives him and takes | 3°H

nugge’r 3s compensation.

Whether the card was placed in the Caller’s play area or in the discard pile, everyone now
performs one of the card’s two actions, as explained on the next page.



H. ACTIONS Each player chooses 1 of the 2 actions on the given card.

All players simultaneously choose one of the twoactionsonthe  Ti,, c5d veceived by the
given card (p. 6 and 7). The action chosen by a player will often ey gives the choice m
allow them to trigger other actions (such as playing other cards), between these 2 actions. Each one
from which only them will benefit. Thus, it is possible to link choo \ ];I':m chooses the st action to
several actions together, independently of the other players. P take | nugget.

g p y play . A AR ity D »f)
action o play the pioneer from her
Each F\Q}’ﬁr can do \ acfion hand b)l aylng 3 ﬂu&se‘l’s.

I"y 3 plg L 4
availgble on the Payer benefits . is <ard will 3llow Audrey,
among the 7 avallable only them, and her alone, to choose | of

Any other crd Played

card given Yo the Cajler. 8 her 2 actions (p.7).

HL. END OF TURN When all players have finished their actions, there are 3 things left to do:
A/ DISCOVERY OF A NEW REGION

For each complete suit (the 1, 2 and 3 of a color) placed
in its play area, each player must proceed as follows :

A Audre)l succeeded to o
play the 3 blue cards o
(the pionecr, her cart ,-‘

and her fork). She
s Hﬂes: 3 cards B - they discard these 3 cards then, on their Roadmap, they tick

and discovers | regon.  the flag ’KP (&, &, & ouT) of any region adjacent to
B. Achilies has @ region of which flag ¥ is already marked.

only 2 cavds leftin - _ On the Reward Chart, they mark on their track ( X, @ , @ or @ )
H'f hand, he the first empty box in the checked ? area on their track.
completes his hand to : —
3 by draw'mg \ card. ’Z reg]oﬂs o\ E.[’l,"\ﬁf Sl‘e_.o
VﬂoL-uﬂ'tall‘ﬂ are nof acbateﬂ’f-

(G No orie "lQS scoved any

peints in their 7th 1Ty, Joe B/ MINIMUM NUMBER OF CARDS
passes the Caller foken o Each player draws until they have at least 3 cards in hand.
Audrey, sitting to bis \eft. At any time, if the deck is empty, shuffle the discard pile to replenish it.

€/ END OF GAME CHECK

On the Reward Chart, we check if at least one player has scored points in the 7th (E of their
track :

- If so, it’s game over and points are scored. Go to page 13.
- Otherwise, the Caller passes their token to the player on their left and a new turn starts.



iS¢ e when you
A suit is '-o\mP\e’{ W
have p\ayed a|L 3 cavds that

Coynpofe lt
(r‘j. the \, the 2 and the 3

CARD SUIT TN

Each of the 6 suits can
be identified by its
symbol and its color :

: the gold digger, her

Red %
donkey, her pickaxe

Green g : the banker, his
diligence, the key to his safe

&> : the cowgirl, her

horse, her lasso

Purple [ : the barman, his
saloon wagoon, his bottle

Blue ” : the pioneer, her
cart, her fork

&3 : the trapper, his
mule, his trap

- THE CARDS

The cards contain several
pieces of information which

are described below.

CARD VALUE

8: the character
8: their means of transportation

1 : their tool
paR oF Actions @ 0 &

This icon sums up the 2 choices
of actions offered by the card. °

All the cards of the same family
always have the same action
duo.

These duos of actions are
distributed as follows in the
families :
Red, Green : Nugget @®

, Purple : Card &)
Blue, : Check &

CHOICE BETWEEN THE TWO ACTIONS

Each time a card is played (either by all players when it is
given to the Caller, or by the player who just put it), one OR
the other of the actions represented at the bottom of
this card is performed. Each player chooses freely,
and for themself only, the action they wish to
perform. (List of actions opposite)




- THE ACTION PAIRS OF THE CARDS -

The icons é, ! [b and %) are found primarily on the cards,
but also on your Roadmap and on the Reward Chart.

Whatever their location, each one gives you
the choice between 2 actions :

J & mmila
NU&EE Put down a card from your hand

that is not already in your play area
| by paying 1to 3 nuggets depending
on its value (top left).

R
-

Discard 2 cards of the same suit to

Draw the first 3 cards from the top of place any card from your hand that
the deck and add them to your hand. 5 is not already in your play area.

Check off a leg Ij from a region on Check a leg rj on your railroad
your Roadmap. It must be connected that is related to a checked J b

toa '_) or ¢

already checked. At each junction choose a switch,
making the other inaccessible.



Each region of your Roadmap is composed of ]
flags ¥, legs /), and paths connecting them, —~—
When you check a [J, it must be connected to Your Roadmap is composed
a J ora "‘3 already checked. of a multitude of regions
Each time you check one U containing an icon, you differentiated by their
immediately benefit from its effect (p. 10 and 11). flag and color.

Ifitisa or icon, don’t forget that they always give you the
choice between 2 actions (p. 6 et 7).

It is forbidden to check off any D of a region before you have discovered it.

(

Discovering a region consists in checking the ‘;3 of a region adjacent to

a region of which the "‘:} is already checked (mountains are impassable).

You can discover a region in 2 ways:
- by discarding a complete suit at the end of a turn (p. 5).
- by checking 1 Discovery ‘%} icon (on your Roadmap railroad,

g oron the & track of the Reward Chart).

r

Each Track Sheet has a player icon: A , (5] & or S .
Your icon to the left of each area of the Reward Chart identifies your track.

(

By using the nght action of a Check card @, you can check one
of the railroads / ] to benefit from its effect.

Always check from left to right, choose wisely a junction at each switch
because the other one will not be accessible anymore. When you reach the

end, you get the points of the @



The mountain areas (in white), are always
impassable. Two regions separated by a
mountain are therefore not adjacent.

Towns give you a different start to each
game. Choose which red flag to check

to start your game.

Forests offer a good compromise
between the value of their i{' and the

& o G - [~
actions available in their /_

Deserts are often larger areas with
high value

Lakes U provide a lot of actions, but
there are few points to be earned by

completing these regions.

Each time you complete all the
boxes in a region (? +d), you
earn the points of its

“# The Railroad offers actions that
speed up your exploration to get
out of tricky situations.

Mark them on your * track on

l the Reward Chart.




Whenever you find
this \J icon in the
rules it refers to any
stepinyourRoadmap:

- The empty . ] in your Roadmap
do not bring you any direct benefit
but are necessary to complete
certain regions.

—
|
J

- By checking a R_} with a or
@ icon, you can choose one of the
two actions linked to these icons, as
described on page 7.

- Finally, by checking one L J

containingany of theicons described
below, benefit from its effect.

On the Reward Chart, check a box on your Tipi the # and
é track and apply the effect of the icon above it, |

if applicable.

- THE ICONS OF THE ROADMAP

Play for free 1 card from your hand
that is not already in your play area.
Don'’t forget to perform one of the 2
actions of the card you just put down

(p. 7).

On the Reward Chart, check a box on
your Saloon . track.

By checking the last box, you can possibly
score some ¥ points (p. 11).

On the Reward Chart, check a box on
your Wanted /g track and apply

WANTED the effect of the icon above it, if

applicable.

By checking the last box, you can possibly score some

¥ points (p. 11).

Dont for,
. >f9et fo take 3dvantage
f the effects of the i%n;gt;x;

Track,

The first box checked is always the center one. Afterwards, choose any box adjacent to a

box you have already checked.

By checking the boxes at each end % (p. 11).




AND THE REWARD CHART -

Discover a  region
by checking its

¥, ©.- e ?3)

as described on page 5.

On the left side of each Secflor‘.‘_
of the Reward Chart, your -FYQCF s
ndica d 'bzy ur P\az_(fr \Con

Each time you check a (I}, score the corresponding points on your (3 track on the Reward
Chart. When a player scores points on his 7th Q, it triggers the end of the game (p. 13).
You can check off (X} in two ways:

1/ On your 2/ On the Reward Chart:

Roadmap: By checking one of the two boxes at the ends of your é track, the

By [c_:hecking the = =
T RJ s redion, last of your .or |4, track, or from a (‘:} area (‘}é, "(E}or “d

or the one furthest and if there is at least one left unchecked, earn the points for
to the right of your the highest value F\ii left unchecked, then check it.

railroad, you gain If more than one player can mark
its (13 points. checked on the the same JX¢ in the same round,

Check off this )eward Table is no longex they all win the points. If all the
and then score PH anyone, unless X3 on a track have been marked,
: : accessible fo anyons, there are no more ., 4

its points on your ancther playex can check it e S
Reward Chart Q i the same Tum. e ls

track (p. 12).




- THE REWARD CHART -

The Reward Chart is divided into zones with one track per player.
When you check a box in one of your tracks, observe these points:
- use your player icon (3, @® , €, & ) to locate your track.

- check from left to right (except on your é track, p. 10).

- apply the effect of the icon above the checked box, if any.

- don’t forget to earn the possible (XE points at the end of the track.

§

Each time you check a new flag {'E} on your Roadmap, also check a box
on your track in the area of the checked ‘{:} (@, @, ‘iﬁou X

(

If you are the first to check the last box of a V‘j' zone ("6;3, ‘iﬁor ),
check the (I} as well and earn its points. If more than one player can
mark the same in the same turn, they all win the points (p. 11).

Each time you earn the points of one , mark them on your (E track.

f

f 5
Each time you check a @ on your Roadmap, check a
box on your Tipi é track, starting from the center one (p. 10).
Note: don’t forget the bonuses by checking the boxes on your gﬁ track.

(
Each time you check a ~ or E on your Roadmap,
check a box on the corresponding track.
Note: don’t forget the Q bonus by checking the 2nd box of your /E track.

If you check one of the two boxes at the end of the ¢ track, or the last one on the . or
/E track, score the highest available (XE value, then check it (p. 11).



. ENDGAME .

In phase IIL. C/ (p. 5), if a player has scored points in
their 7th &, the game ends. Instead of passing the
Caller token, the points are counted.

Start by adding up the points shown at the top of
the last checked box of each of your ‘K.'(—} tracks.

—-_—
&\, scores 11 points | <
(4+3+143), &
and @@ scores 15 | -
(0+10+4+1),

1
Continue with the sum of your &, here.
N, scores 39 ok T ' L
(7+6+4+8+9+2+3), i

and @) scores 34 [EP"
(3+I+4+6+5+IS). = g

Finally, add up the 2 previous results and write
down the final scores here.

To continue our example, N scores 50 (11+39), and
@ 49 points (15+34).

The player with the hﬂlest point total wins the game. In case of a tie, the

player with the most on their (E track wins. If there is still a tie, the
player with the most gold nuggets wins, and if there is still a tie, it’s time fory
another game to break the tie!

13



EXAMPLE OF A GAME TURN ‘*ﬂ-
|. Ca|L: Joe is the Caller and asks Tom to give him the Orange 2 (the trapper’s mule). L
., ﬁ doesn’t have it in his hand, but he has the Green 2 (the banker’s diligence), and the Orqnge 1

e (the trapper’s bear trap). We chooses to give the diligence. Joe alveady has the diligence in front
g of him, he discards the one Tom gives him and takes | gold nugget in compensation. (SN @

Il. Actions: everyene, including Joe, chooses 1 action from the 2 on the given card. The diligence action™§
(R gives the choice between the 2 actions reminded at the bottom of the card ﬁ: fake
| nugget or pay the cost of 4 card in nuggets to play it.
— Joe decides to take 1 SOH nu 3ef
FQ)“ \ nugge‘l‘ to play his Orange 1. The & ion ind‘ncsﬁes that he can
;;;__' , in his regions or on his vailroad. e chooses
& to check g 1% On the Reward Chart, he Cl'\eclts the last box on the
BV vight of his &) track and wins the 9 points of the Q e checks it
oﬁ' and scores its points on his (B frack.

- Aud't‘e)’ decides 1o Pay i3 nugge’rs to Play her Blue 2 (the pioneex’s cart) in  order
Sty AL - f fo check 1/ ) She checks the last D of the lake area to the west, a @) ;
B
L3 T{ ,#' 7 & as she does 5o, sl'\e checks off the @ notes the 3 Fomts :E on her track on the
".' 20)~ _‘/U - Reward Chart, and plays \ card of her choice. She plays her Blue 3, to Checli thT
e gy again. She  checks /\j on  her railvead and  chooses & -
JV5 one of the 2 actions of this icon; she draws 3 cards. ‘

Bt . End of Turn: A. Audrey 3§ has managed to place the 3 blue cavds. (ﬂ'\e pioneer,
her cart and her fork). She discards them and among the accessible areas V/, she <= %
checks off the central desert ©Z (the forest O 1o the north is inaccessible, being '
over 3 mountain), and the ne)d space on her & track on the Reward Chart. éﬁ’x X '
B. Tom has only one card left in his hand, he draws 2 to complete his hand to 3.

C. Nobody having scored any points in his 7th (E the game continues, so Joe

passes the Caller Yoken to Audrey who is sitting on his left.




FREQUENTLY ASKED QUESTIONS

* IS THERE A RELATIONSHIP BETWEEN THE COLORS
OF THE CARDS AND THE COLORS OF THE REGIONS?
None. When you discover a new region,
you don’t need to match the color of the 3
discarded cards with the color of the new
region.

* 1 JUST DISCARDED THE CARD I RECEIVED BECAUSE
IT 18 ALREADY IN MY PLAY AREA. SHOULD WE
STHLL CHOOSE ONE OF ITS ACTIONS?

Yes, all players choose 1 action. But before
that, as the Caller, you get a gold nugget as
compensation.

‘ 1 WOULD LIKE TO PLAY A CARD ALREADY IN
MY PLAY AREA. CAN I PO THIS TO BENEFIT FROM

ONE OF ITS ACTIONS AND DISCARD IT?
Nice try, but no, you can't.

CREDITS

Joachim Thome
Emir Durmisevic
Pierre Steenebruggen

Pierre Steenebruggen. Joachim Thoéme
Maxime Sarthou, Stéphane Vachon,

Pierre Steenebruggen

‘ CAN 1 DISCOVER A NEW REGION BY
DISCARDING MY THREE CARDS OF A SUIT BEFORE
DOING MY NEXT ACTION, FOR EXAMPLE TO
MARK A LEG IN THIS NEW REGION?
No, you should only discard the 3 cards that |
allow you to discover a new region at the
end of your turn, during phase IIL
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: . CARD ICONS -

Draw 3 cards.

ORS

Discard 2 cards of

%gs

NUGGET

=%
Take 1 nugget. Check 1/ ] of

your regions.

O)R OR

Play a card from

- At the end of each turn;
draw until you have at
least 3 cards in hand.

- When you receive a
card that is already in
your play area, discard
it and earn a nugget as
compensation. Everyone
then chooses 1 of the 2
actions on the card.

- Perform the actions of
all the cards you place in
your play area.

Check 1 U of
your railroad.

the same color to
place a card (your

your hand by
paying its value
in nuggets.

Check the V{}

of any region

adjacent to

a discovered

Check 1 box region. Also

check off on

your track the next box in the
corresponding Ye} zone.

Play 1 card n

from your of your

hand. w ANTED /—E track.

Check 1 box of
your é track.
The first one in

Each time you check
off a @, score it
on your (B’ track on
the center, the the Reward Chart.

others adjacent.
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