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Don‘t want to read the manual?

Watch the how-to-play video and  
be ready to go in 5 minutes!



OBJECTIVE AND SUMMARY
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The aim of your game is to prove yourselves as a team over 15 rounds in the orga-
nization of rail operations and master all upcoming challenges. Along the way, you 
may cause a maximum of 7 passenger complaints. The team is jointly responsible 
for the satisfaction of the passengers. 

In order to be successful, pick up all passengers who appear as quickly as possi-
ble at their respective departure stations and transport them punctually to their 
desired destinations. Each player controls a train that can move up to 8 spaces in 
each round. He may transport as many passengers as he wants at the same time. 
Passengers can also change trains if both trains meet in the same station.

The game ends after 15 rounds. If fewer than 8 complaints are received, you win 
the game. If 8 or more complaints arise by the end of the game, the game is over 
and you lose the game. 

The task may sound simple at first, but you will find out very soon that not only 
the passengers but also the traffic conditions will challenge you.

You can play the game in several variants. For the first game play, I recommend 
the beginner variant (“Einsteiger”). Experienced players can read at the end of 
the instructions how they can enrich their game play with the frequent traveler 
variants (“Vielfahrer”).



CHIEF OF OPERATIONS

At the beginning of the game, designate the player with the most recent train ride 
to be the chief of operations for the first round and give him the signaling disk. The 
chief of operations is responsible for moderating the round according to the over-
view on the signaling disk. In case there is no agreement on a procedure among the 
players, e.g. in the operations briefing (phase 3), the chief of operations has the last 
word on how passengers are transported in this round. Furthermore, you start the 
rail operations phase (phase 4) on his signal and he keeps an eye on the hourglass. 
If necessary, he can also call to order players who are too dominant towards others 
and threaten to usurp the game. He is free to use the signaling disk at any time. 
At the end of each round, the next player in clockwise order becomes the chief of 
operations for the next round.

You  w i l l  need  the  fo l low ing  mate r i a l 
fo r  successfu l  ra i l  ope ra t ions :
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Game Board

6  d i ce

4  locomot i ves 

1  warn ing  marke r

4  t ra in  p la tes 

8  angry  passenger  ch ips

75  passenger  ca rds 

1  round  marke r

8  spec ia l  passenger  ca rds

8  cubes  (o range)

1  cubes  (b lue)

25  even t  ca rds

1  s igna l i ng  d i sk

1  hourg lass



Lay out the game board on the table and make sure you leave some space all 
around. Shuffle the passenger cards well and put them in a face-down pile next to 
the game board. Do the same with the event cards. Place the green wooden cylin-
der as a round marker on the round space „1“.  
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SETUP AND PREPARATION



Now choose 2 of the 6 dice for your game. 
Which dice you take depends on the number of players:

You only use one of the two dice at a time. In round 8 you swap the die as indicated 
in the table above. Please also have the hourglass, the angry passengers, the oran-
ge voucher cubes and the warning marker ready.
Each player now chooses a wooden locomotive and the train plate of the same co-
lor. Please use the beginners‘ page of the train plate (“Einsteiger”), unless you want 
to play the frequent traveler variant (“Vielfahrer”, for advanced players). Everyone 
places their train plate on the table in front of them. Each player now places his 
locomotive on one of the red stations on the map. This is the starting space for the 
first round.

In the game for 2 players, the passenger cards with this symbol are removed at 
the beginning of the game. Please put these cards back into the box

You can also play this game as a single player. Choose whether you want to control 
2, 3 or 4 trains. The more trains you control, the more difficult the game becomes. 
Please follow the other rules according to the number of trains (= players) you choo-
se and set yourself a time limit of 1 minute instead of 30 seconds in phase 4.

2 Players 3 Players 4 Players

Rounds 
1-7

Rounds 
8-14

Rounds 
1-7

Rounds 
8-14

Rounds 
1-7

Rounds 
8-14

light green green light blue blue orange red
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3-4

GAME PLAY FOR 1 AND 2 PLAYERS



The game is played over 15 rounds. Each round consists of 5 phases:

 
The phases in detail:

 

At the beginning of each round new passengers arrive on the game board. One 
player rolls the die once to determine the number of new passengers (= cards) that 
you draw from the pile. 
Place the passenger cards face up around the map, as close as possible to their 
departure stations on the respective cards. Passenger cards may not cover any 
stations or tracks. New passengers have now entered the game and are waiting to 
be picked up.

1 NEW PASSENGERS ARRIVE
Roll die to find out how many

DRAW EVENT CARD (STARTING IN ROUND 3)
Draw card, read out loud and follow the instructions

OPERATIONS BRIEFING
Coordinate within the group: Who is picking up which passenger? 
Would it make sense for a passenger to change trains?

RAIL OPERATIONS (30 SECONDS)
Turn hourglass, move trains on the board simultaneously, passengers 
board, deboard or change trains. Try to win vouchers for the team

COMPLAINT MANAGEMENT
- Move passengers to the next car
- Use vouchers
- Passengers who got moved out of the train from the last car leave 
the game and add an angry face to the complaint-O-meter
- Move round marker

6

2

3

4

5

1 NEW PASSENGERS ARRIVE

GAME PLAY

ACTIONPHASE



One player draws an event card from the pile and reads it out loud. The event card may 
have positive or negative consequences for your rail operations in this round. All instruc-
tions from the card must be followed immediately or during the round. Leave the card face 
up on the table until the end of the round. You only need to start drawing event cards from 
round 3.

Players can now discuss and plan rail operations for this round: Who is picking up which 
passengers, who needs to change trains? You should carefully analyze who is closest to a 
new passenger and his destination. All new passengers have to be picked up in the same 
round they appear. In case a passenger remains on the board at the end of the round, he 
will complain unless you have a voucher (see complaint management for details).

Now you start the rail operations phase when the chief of operations turns the hourglass. 
Within the next 30 seconds all players conduct their moves simultaneously on the board. 
This includes the following steps:
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RAIL OPERATIONS

OPERATIONS BRIEFING

DRAW EVENT CARD



Every train can move as many spaces as indicated on the train plate. For beginners („Einstei-
ger“) these are 8 spaces, for frequent travelers („Vielfahrer“) these are 7 or 6 spaces. Black, 
white and red spaces on the game board are counted equally. You may only move along the 
lines. To get from Rostock to Berlin, for example, you will need 4 spaces on the direct way. A 
movement can be paused once or several times per round to conduct other actions (board/
alight/change). A train may move for-ward and backward once or several times per round. If 
you do not use the maximum of spaces in one round you may not take any leftover moves 
to the next round.

Once a train reaches a station with a waiting passenger, you may pause the movement to 
let the passenger board the train. This is done by picking up the passenger card and putting 
it below the train plate while the locomotive is in the station. The passenger card is placed 
below the car of the train plate that matches the travel time (number of rounds) indicated 
on the card. 

Example: A passenger with the travel time “3 rounds” will be put below car 3, a passenger 
with travel time “2 rounds” below car 2.
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PASSENGER BOARDING

MOVE TRAIN



PASSENGER ALIGHTS

VOUCHERS
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A passenger may change trains when both the current train and the connecting 
train are in the same station. This means both locomotives need to be on the same 
space. The transfer is completed when the passenger card has been moved from 
train plate of the current train to the connecting train. Please keep in mind to place 
the card below the car with the same number as in the current train. Only after 
transfer is completed may both trains continue their movements. 

In order to successfully take a passenger to his destination the locomotive has to 
reach the related station space. Now the player may discard the passenger card 
from his train plate and place it upside down next to himself on the table. The pass-
enger has now reached his destination and has left the game in a satisfied mood.

ATTENTION: All players make their moves simultaneously at the same time. All 
actions need to be finished before the time is up (30 seconds). Actions that have 
not been completed expire and may not be finished. Please note that you may only 
pick up and discard passenger cards if your locomotive is located on the pick up or 
destination station. It is not allowed to move along a certain route and only 
pick up and discard cards later after you have finished all moves.

If a passenger reaches his destination earlier than expected, the player can earn a 
voucher (orange cube) for the team. A passenger reaches his destination early if the 
passenger card is located in car 2, 3, 4 or 5 at the moment the locomotive reaches 
the desired destination. In order to get the voucher, the player needs to take an oran-
ge cube and place it in the orange voucher circle („Gutscheine“) on the game board 
IMMEDIATELY after discarding the passenger card. This action must be completed 
within the time limit. The voucher circle may only contain as many vouchers as play-
ers participate in the game. In case a player wins a voucher and the voucher circle 
already holds the maximum number of vouchers no further voucher can be added to 
the circle. Vouchers can be used in phase 5.

PASSENGER CHANGES TRAINS



COMPLAINT MANAGEMENT

MOVE PASSENGERS WITHIN TRAIN

After the rail operations phase the round closes with the complaint management:

All passengers on the trains are checking their watches whether they are still on time. They 
have travelled another round and expect to have come closer to their destinations. However, 
they want to stay on board only as many rounds as indicated on the bottom of the passenger 
card. Now please move every passenger card in the direction of the arrows into the next car 
with a lower number.

Example: The passenger in car 3 will be moved into car 2, the passenger in car 2 into car 
1 accordingly. Passengers in car 1 will be moved out of the train and are now late (see next 
step).
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DELAYS AT THE DEPARTURE STATION

DELAYS AT THE DESTINATION STATION

occur if a passenger card is still lying on the board at the end of the operations phase. These 
passengers are upset because their trains are late. They leave the game and complain. Place 
an (additional) angry passenger chip onto the complaint-O-meter thus increasing the com-
plaints by one.

You can prevent a complaint on the complaint-O-meter by using a voucher. If you have a 
voucher in the voucher circle, take one and place it on the delayed passenger card in order to 
keep the passenger in the game and avoid the complaint. If you have multiple vouchers you 
can use these for several delayed passengers. Please note that if you pick up a delayed pass-
enger in the following round, he will board a car with a lower number than he would without 
the delay. The number of vouchers on the passenger card are subtracted from the indicated 
number of rounds („Fahrzeit“) to identify the appropriate car to board. Example: If the travel 
time on the passenger card is 3 rounds and there is one voucher on the passenger card, the 
passenger boards car 2 instead of car 3.

occur if passengers have been moved from car 1 out of the train after the operations phase. 
These passengers will not reach their destinations on time and are therefore upset and com-
plain. Take these passenger cards out of the game and place an (additional) angry passenger 
chip onto the complaint-O-meter for each complaining passenger. If a passenger is moved 
out of the train due to an event card, place an angry passenger chip onto the complaint-O-
meter immediately. This pas-senger may no longer be transported.
You may use vouchers to eliminate a complaint from the complaint-O-meter or to prevent an 
additional complaint. In order to do so you need to have as many vouchers in the voucher 
circle as players participate in the game, i.e. the permitted maximum. Take all vouchers from 
the circle and put them back into the pile and eliminate the complaint. 

As soon as the complaint-O-meter is filled with 8 angry passengers the team has immediate-
ly lost the game. This can happen anytime during the game or at the end of round 15. 

After phase 5 you have completed the round. Move the round marker forward into the next 
space and start the new round with phase 1.

1 1



ROUND 15

END OF GAME

No new passengers come into play in the last round. You can only transport passengers that 
are already on the trains and take them to their destinations. You draw an event card and 
then continue playing with the operations briefing and rail operations phases. As part of the 
complaint management, the final settlement of the complaints takes place.
 
For each passenger who is still waiting at his departure station, the value of the complaint-O-
meter is increased by one point. For every 2 passengers who remain in the trains at the end 
of the rail operations in round 15, the value of the complaint-O-meter increases by one point. 
If at the end of the round all players manage to finish the game in a red train station, you can 
remove a remaining passenger card from the board or a train without complaint.

The game ends after round 15 has been played. If there are 7 or fewer complaints on the com-
plaint-o-meter you win the game. Are there on the other hand now - or at an earlier stage - 8 
complaints or more, the game is over and you unfortunately lost.
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TRAIN CHARACTERS

Enrich your game with one or more variants

Each of the four trains can move up to 8 spaces per round (“Einsteiger”). In the 
advanced variant for frequent travelers (“Vielfahrer”), a train drives up to 7 spaces 
per round and has an additional special ability that can be used in the rounds.

                

The red train travels up to 6 spaces per round, but is able to advance faster on the 
red express routes. This is done by skipping the white spaces when counting the 
spaces moved. So, for exam-ple, does the express travel the route from Cologne to 
Frankfurt, this counts as 1 space for him, whereas the other trains require 3 spaces. 
However, white spaces are counted when entering an express route on a white 
space.

Example Würzburg – Stuttgart:

The Express needs two spaces  
from Würzburg to Mannheim just  
like all other trains.

FREQUENT TRAVELER VARIANTS
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The blue train has the ability to split himself into two parts in rounds 3, 6, 9, 12. At the 
beginning of these rounds place the blue wooden cube on the same space with the 
blue locomotive. The player thus has two train parts, each of which has 7 spaces to 
move in this round. Each part of the train is allowed to travel in a different direction 
and to have passengers board and alight. If both parts of the train travel the same 
route, both consume their potential range of spaces. At the end of the round, the blue 
wooden cube is removed from the game board. All passengers who have been picked 
up by this part of the train should be brought to their destination by the end of the 
round. If there is still a passenger in this part of the train at the end of the round, he is 
eliminated from the game and the complaint value increases by one point.
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Good on-board entertainment is important for the well-being – and especially the 
patience – of the passengers. The green train has special entertainment capabilities, 
which make the stay particularly pleasant for the passengers. Therefore, at the end of 
each round, the player may choose to leave one passenger of his choice in the same 
car instead of pushing him to the next car. In case the player always chooses the 
same passenger throughout the game, he may potentially stay on the train without 
complaining until the end of the game.

The yellow train has special abilities that are used when new passengers arrive. The 
yellow train brings along the privilege of an additional passenger selection. For exam-
ple, if the passenger die shows a 3, the players may now draw 4 new passenger 
cards instead of the usual 3. They can pick 3 out of the 4 passengers and bring them 
into the game while the fourth card is put back under the pile. The same procedure 
applies if 2 new passengers according to the die are to join the game. Here 3 cards 
can be drawn, 2 of which are chosen etc. Please note that when using the “Special 
passengers” variant in combination with this ability, any special passengers may not 
be sorted out.
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Example of a train split in Fulda: One part of the train (locomotive) carries a pass-
enger to Hannover and then travels via Bremen towards Düsseldorf. The other part 
(cube) brings a passenger to Leipzig. Because the blue cube is removed from the 
board again after the round, he cannot let the passenger in Leipzig board the train.

As a further variant, the 8 cards with special passengers can be shuffled into the 
pile of passenger cards. These cards contain passengers with special requirements 
that are described on the cards. In case a special passenger does not get to his 
destination on time, this leads to a lot of trouble and 2 points on the complaint-O-
meter per special passenger.

SPECIAL PASSENGERS



THANK YOU

I thank everyone who contributed to the successful realization of this game!


