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Beep! Beep! Bus is a game about the development of public transport in a city that is
expanding quickly. The citizens are busy travelling up and down between their houses, the
office and, most importantly: the pub. Your task as a player will be to develop a busline
which takes as many passengers as possible to the place they want to be. You do this by
expanding your busline, by developing new suburbs, by luring new potential passengers
to the city and by investing in more and more buses. But you can also try to ride just a bit
earlier than other companies and steal their passengers away.

Sometimes, something unexpected happens: time comes to a stand-still, and all of a
sudden the demand for transportation is completely different... but you cannot let this
happen too often, as the time-space continuum will rupture and the universe will collapse,
thus ending the game.
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(2 City map in four pieces

(P Action board in four pieces

(7 Sticks in five colours

(P Action stones in five colours (21 of each)

(P Scoring markers in five colours (1 of each)

(? Cardboard buildings (houses, offices and pubs)
(? 15 Dutch passengers

(P 5 glass clock stones

(> Wooden time indicator (neutral coloured stick)
(P Start-bus with plastic foot
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Setting up: page 3

LLMIMS

The first buildings: page 3

4

The first lines: page 4
Choosing actions: page 4

NN

Performing actions: page 5

The maximum number of buses: page 5
Line expansion: page 6

Buying a bus: page 8

New passengers: page 8

New buildings: page 9

The clock: page 9

Vrrooomm...: page 10

Starting player, the next round: page 12
End of the game: page 12

Rule for five players: page 13
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Put the city map and the action board on the table. The four
parts of the action board form a line of seven actions. Place
the parts so that the sticks match. Each player chooses a colour
and gets the 21 action stones and the line markers (sticks) in
that colour. When playing with three, use the colours for which
the most sticks are provided. The round markers, which will
count the score, are put on the island marked zero. Put the
glass clockstones on the indicated places near the clock: if
playing with three players, use four stones, otherwise use five.
The wooden time-indicator is placed so that it indicates the
house on the clock. Each player puts one of his action stones
in the parking lot on the action board. Put four passengers in
the city centre, one on each crossing with a purple dot.

Draw lots as to who will be the starting player: take an action
stone from each player, mix them randomly and take one out
without looking. This player will be the first starting player. Give
the action stones back to the players. The starting player gets
the “start-bus” and starts the game.

////////
P—

//////////////// //////// / //// //// // I///// //// ///////////////// // ///
A

/////
AR I 2200204,

LAY A A 700

i i

London

//I///I////////////I////////////////////////////////////////I////////////////////////////////////////I//////////////////////////////I//////////M//II// L o it

Before the game really starts, a number of buildings has to be
erected first. There are three kinds of buildings: offices (com-
puters), pubs (beer) and houses.

The starting player may first choose two zone A-locations (white
squares) on the board, and puts a building on both of them. He
can freely choose the types of buildings he puts down. The zone
B, C and D locations cannot be used until later in the game.

Then the other players, moving clockwise, may erect two build-
ings; only the A-locations are available. No more than one build-
ing can be built on any of the locations.
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/
é Now, all players put down a stick of their own colour in one of A round consists of two parts. First, all players choose actions.

the streets on the city board. The starting player plays first, Then, the actions are performed one by one.

followed by the other players in clockwise order. It is allowed to
put a stick in a street that already contains one. These sticks
indicate the first buslines.

The actions are shown on the action board. Each player has to
choose a minimum of two actions each round. The maximum
number of actions he or she can choose is limited only by the
The last player who played a stick (i.e. the player to the right number of action stones.

of the starting player) may now expand his busline by playing a
second stick at one of the ends of the first one.
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The starting player starts. He places one of his action stones
on one of the seven actions. Then the next player, in clockwise
Then, in counterclockwise order, all other players play a second order, places one action stone. Play proceeds in this way until
stick. The starting player is thus the last to play his (or her) sec- everyone has chosen at least two actions.

ond stick. The rules on expanding your busline, which will be
explained later on, must be followed when playing the second
stick. This means that it is not always allowed to put this stick
in a street that already contains one.

The actions buying a bus, clock and starting player can only be
chosen by one player each turn. No player can put an action
stone on such an action once it has been chosen by another
player.
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When all players have put down their two buildings and two

) The other actions may be chosen by multiple players. The first
sticks, the starting player starts the first round.

player to choose such an action puts her stone on the square
marked a, the second puts his stone on the square marked b,
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etcetera. One player may choose the same action more than
once in the same round.

If a player has already placed two actions when it is his turn to
play, he may pass. This means he cannot place any more action
stones in that round. Players keep on choosing actions until all
players have passed. There is no maximum to the number of
action stones that a player may use in one round, but if a player
has no more action stones, he or she is out of the game.

PERFORMING ACTIONS

The actions are performed one by one, in the order in which
they are listed in these rules (and on the action board). The
first player to perform an action is always the one whose action
stone is furthest to the left. For line expansion and new build-
ings this will be the last player who has chosen the action. For
Vrrooomm... and new passengers it is the first. This will auto-
matically be apparent if the action stones have been put in the
right spots.

as far as possible. If an action can only be performed partially,
it must be completed to the maximum extent possible. It is not
allowed to skip actions, or part of actions.

THE MAXIMUM NUMBER OF BUSES

At the start of the game, each player only has one bus. Later,
players may buy new buses. The maximum number of buses is
defined as the number of buses owned by the player who has
the most buses. This maximum number of buses determines
the speed of the game. The larger this number, the more pas-
sengers, line expansions and buildings can be brought into play
each round.

If every player has only one bus, the first player to choose
new buildings may erect only one building; the second player
to choose the action none at all. Later in the game, someone
may have five buses. The first player to choose new buildings
now has to build five, the second four, the third three, etcetera.
Note that building actions are realised in a different order than
the order in which they were chosen!
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A player has to perform all the actions he or she has chosen
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7 o Itis vital for each bus-company to have a good route. The city
/& government demands that these routes overlap as little as pos-
N

::  sible.

7 The first player to choose line expansion (so, the player on
’/ . square a) must add as many streets to his route as the current
7 maximum number of buses. The player on square b has to add

N

one less, the player on square c two less, etcetera. Note that
these players will have their turns in reverse order, the player
on square a being the last one to expand his line. To add a new
street, place a stick of your own colour on that street.

A line can only be expanded at one of its two ends (“heads”). It
is obligatory to expand a line in a direction which is still devoid
of lines. It is not allowed to build a line parallel to somebody
else's line. There are two exceptions to this rule.

1) When there are no empty streets at one of the ends, you
can expand your line parallel to someone else’s line until you
encounter an empty street. You may freely choose where to go
in such a situation, even if this means that three or more lines
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will go through the same street. On the next crossing, you must
turn into an empty street, if it is present.

2) If the head of your own line ends on the same crossing as
someone else's head, you may build a stretch of road parallel
to the other player’s line, even if there are stili empty streets.
If there already two lines in the street, they should both have
a head at the crossing in question. In any case, at the next
crossing you will again have to select an empty street, if it is
available.

Example: The blue player at A must build in the direction of the arrow.
There is a line in both other streets, and there is only one road left
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open. - Blue could also build at B. Here, he may choose any of the
three roads. Although the road straight ahead has been buift on by
another player, it is allowed to build paralle! to the “head"” of the other
line. If Yellow builds a road there first, this oppurtunity is lost. — The
red player at C may choose in which direction to build. As both roads
are occupied, he is free to use any. But he cannot back up along his
own line. — At D, Red has to move upwards along the red arrow. He
::  cannot build parallel to the yellow line, because the heads do not touch
; each other. ®
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:: I a player builds a circle, the heads of his line remain at the
:: crossing where the circle has been closed. He or she can only
build from this crossing, in two different directions, as there
are two heads present. When you close a circle, you should
take the action stone from the action board and place it on the
crossing to indicate the location of the heads. In this way it is
obvious for all players from which point you may build in the
next round.
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The heads should always remain such that the complete route
is a line. So, a bus has to be able to travel from one head to
the other passing every street exactly once.
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It is also not allowed to build a line parallel to one of your
own lines. Lines that have been put on the board can never be
demolished.

Example: The black player lays a stick on the shaded spot, thus clos-
ing a circle. He can do this in two ways. He can extend the line from A
to B, closing the circle at B. In that case, his following street must be
one of the streets marked b. If he does not connect one of them right
away, he must put the action stone involved at B, so that everyone can
see where Black must connect his next street. — Instead of extending
the line from A, Black could extend the line from B, closing the circle
at A. Now his following street must be one of the streets marked a,
and the action stone must be placed at A. ®
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There can be more than one bus on a line. The more buses ride
the line, the more passengers you can transport. |f you want
to move around lots of passengers, you will have to buy more
buses.

The player who chose buying a bus puts the action stone he
used in the bus parking lot on the action board. Every stone on
this parking Iot stands for one bus which may ride that player’'s
line. Each bus will transport a maximum of one passenger per
turn.

It is important for all players to know the number of buses
owned by the player who has the most buses. This number is
called the maximum number of buses. The number of passen-
gers, line expansions and buildings that can be added each turn
depends on this maximum number of buses (see page 5). If the
player who has the most buses buys another one, the maximum
number of buses immediately increases. All players who have
chosen new passengers or new buildings have to bring more
passengers or buildings into play that turn.
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From time to time, new passengers come to the city. These pas-
sengers arrive by train. By choosing the action new passengers
players can bring these passengers into play.

Just as in the case of line expansion, the first player to choose
new passengers (so the one on a) must bring into play the same
number of passengers as the maximum number of buses. The
second player places one less passenger, etcetera.

The passengers have to be placed at one of the two stations.
It is allowed to distribute the passengers over both stations.
The line of the player who chose the action does not have to be
connected to the station. The passengers are taken out of the
box and are put on the station. If there are no more passengers
in the box, no more passengers can be put into play. If someone
still chooses this action, he can do nothing.
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(computers), pubs (beer) and houses. while. This may be lucrative, but it is also dangerous. If time

g . NEW BUILDINGS THE CLOCK g
E ‘ . :
% ::  During the game, the city is expanding continuously. Players can The city of Bus is located in a strange universe. A crazy profes- i
% t:  erect new buildings. There are three types of buildings: offices sor has developed a complex machine that can halt time for a i3
/

is stopped too often, the time-space-continuum ruptures, with
dramatic consequences for the city.

The action clock can be chosen by just one player each turn.
When the action should be performed, this player may choose
to stop the time. He or she is not obliged to do so. If a player
stops the time, the time indicator stays on the type of building
which it was on. If no-one chooses this action, or if the player

A building may be put on a free building location (white square) in question decides not to stop the time, the time indicator just
on the board. You are free to choose which kinds of buildings

you build. At first, only the A-locations may be built. Only when
all the A-locations have been filled may the B-locations be used.
If they are all full, the C-locations become available. When they
too have all been built over, you may start using D-locations. If
there are no more free locations, the game ends at the end of
the current round.

Just as in the case of line expansion and new passengers, the
first player to choose this action (so the one on a) must erect as
many buildings as the maximum number of buses. The second
player to choose this action erects one less building, etcetera.
Note that these players will have their turns in reverse order,
the player on square a being the last one to expand his line.

-.~.» I‘0.0 I-IAI.I‘
proses

moves on one step in clockwise direction.

If a player stops the time, he has to take one clock stone from
the clock. He keeps this stone, which counts as one minus
point. If you choose the clock and let time go its way, you do
not get a minus point. If there are no more clock stones on the
clock, the time-space-continuum ruptures and the game ends
immediately. Further actions in that round are not played. Points
are counted immediately.
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% . The object of the game is to let your buses ride their line and
%

v to transport as many passengers as possible. The action W~
%

% rooomm... is the only one that scores you any points. A player
/ choosing Vrrooomm... can ride his buses. He does this in the

following way.

Each bus can transport a maximum of one passenger. If you
have only one bus, you can thus transport only one passen-
ger. The passenger is taken from the crossing where he stood
waiting and is put down at the crossing where he wants to be.
Buses can ride only their own lines. Passengers or buildings
which are on a crossing that is not connected to one of your
lines cannot be used.

On each crossing, there can be passengers and buildings. De-
pending on the time of day as indicated by the clock, passengers
will want to be in a certain kind of buildings: their houses, their
offices or the pubs. Each building can contain a maximum of
one passenger. Passengers that are on a crossing which does
not have the type of building needed want to get away. To in-
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dicate which players want to get away, it is practical to put all
satisfied passengers on their respective buildings.

Only passengers that want to get away can be transported. Of
course, one needs an empty building of the right kind to bring
the passengerto. This building should be on your own line. Each
building can only contain one passenger! If there are no dissat-
isfied passenegers, a player cannot ride his bus. If there are
more passengers or empty buildings than the player can use,
he or she may freely decide which passengers, or buildings,
to use. You must transport as many passengers as possible
(keeping in mind the number of buses at your disposal).

W

If a player chooses the action Virrooomm... more than once, he
may use all his buses again each time he performs the action.

For each passenger that you move, you score one point. These
are counted on the islands on the map. The first player to score
a certain score puts his stone on the island. If someone else
later scores as many points, her stone is put on top of that of
the first player.
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Example: First the clock (left figure). Time goes on from night to day,
so the citizens want to go to the offices. For clarity, passengers on
crossings with offices are placed on the buildings (A, B). The one at E
crosses the street for that purpose. The passengers at D and G want
to leave, because there are no offices there.

Then Vrrooomm... (right figure). Yellow moves first. He has three buses,
but he can only score one point. The only passenger he can take is at
D. The passenger at E is already where he wants to be. The passengers
at F, G and the station are not on his line. Yellow moves his passenger
from D to C. - Green, having two buses, also scores one point. The
office at C is now occupied, as are most of the offices at A and B.
He can move only one passenger from the station to B. — Blue has
enough passengers and free offices on his line to score three points,
but as he has got only one bus, he will score only one point. ®
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STARTING PLAYER, THE NEXT ROUND

A bit of extra attention will give you a head start next turn. To
achieve this, choose the action starting player.

Whoever chose this action will get the “start-bus” next turn. If
no-one chose this action, the start-bus goes to the player to the
left of the previous starting player.

When all actions have been performed, the next round starts.
All the action stones which have been used (exept those on the
parking lots) are put back into the box. They will no longer be
used in this game. The player who has the start-bus starts the
next round by choosing her first action.
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END OF THE GAME

The game ends immediately when the last stone is taken from
the clock.

The game ends at the end of a round if at that moment only
one player has any action stones left to play.

Whoever has scored the most points wins the game. A clock
stone counts as one minus point. If two or more players have the
same number of points after substracting these minus points,
the one who has the most clock stones wins. If this is still
equal, the one whose stone is on the bottom at the island on
which the points are indicated wins.
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When playing with five, more sticks are used for line expansions.
Every player who chooses this action, must add one additional
stick.

The first player to choose line expansion (so, the player on
square a) must add as many streets to his route as the current
maximum number of buses plus one. The player on square b
has to add exactly as many as the current maximum number of
buses, the player on square ¢ one less, etcetera.

This rule is only applicable to line expansion.
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OTHER GAMES BY SPLOTTER: In Roads & Boats, each player builds up a civilization over a
long period of time, like in many other games. Unlike most
games, however, Roads & Boats is not about warfare, popula-
tion growth, city or statebuilding. The emphasis instead is on
logistics, or rather: on transport.
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Each player starts the game with three donkeys, a pile of
wooden boards, a number of stones and two geese. With these
few resources, you try to build such diverse things as wood-
cutters, roads, boats, mines, a stock exchange... but beware!
There is no concept of territory in this game: you cannot own
land, nor buildings, so the things you build can be used by any
other player. The game can be played by one to five players and
lasts approximately four hours.
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The game contains, among other things, a scenario book, 144
terrain tiles, 150 transporters (from donkeys to steamers), five
research tables with discovery stones, 146 factories and over
600 goods.

For further information about contents and availability, please
visit our website at http://www.splotter.com/
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D'raf (off) is a three to five player game simulating a crazy, un-
controlled race on a crowded highway. The players take turns
in laying cards on the table. These cards make up the road on
which the players drive their cars. Speeding ahead, you cannot
always lay enough cards to see the obstacles ahead of you in
time. In fact, other players will try their hardest to put lots of
dangerous obstacles right in front of you. After each accident
the car will get more difficult to control. It would be safer to go
slowly, but if you lag behind, you're out of the game...

Each player drives his car to the edge of the table as fast as
possible. Whoever arrives first and drives off the edge, wins the
game.

D’raf is well playable in convivial groups, who want to go at each
other in a friendly manner.
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At the headoffice of Splotter<4-allcomputer services the phones
Jjustwon't stop ringing: complaints galore! Everyone wants inter-
net. Where are the connections? Web is a traditional “computer
game", in which the players attempt to connect as many com-
puters as possible. More than anyone else, at least. If that
isn't possible by connecting more computers yourself, there
are other means. Stealing computers from your neighbours,
dumping uninteresting contracts on them... In Web everything
is allowed!

For pictures and further information about contents and avail-
ability of Roads & Boats, D'raf and Web, please visit our website
at http://www.splotter.com/
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