
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, thg 
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 
earller than other companies and steal their passengers away. 
Sometimes, something unexpected happens: time comes to a stanMll ,  and ail 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. 



13 C 4  map in four pieces 

Acbion board in four pieces 
17 Sticks in five colours 

W o n  stones in five coloum (21 of eaoh) 
Scoring markers in fhfa colours (1 of eaoh) 

p CardWard buildings (houses, offices and pubs) 

p 15 Dutch passengers 
p 5 glass clock sbnes 

Wooden tlme indicator (neutral coloured stick) 

p Start-bus with plastic foot 

~C~ 
Setting up: 3 

The first buildings: pqge 3 

The first Ilnes: page 4 

Choosing dons:  pw 4 

Performing actions: page 5 

The maximum number of buses: peg8 5 

Une expandon: page 6 

Buying a bus: m e  8 

Nfrw passengers: page 8 

New buildings: pslge 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: m ~ i 3  



THE FDRST 

glass clockstones on the i n t l i  places near the c h k :  if 

Ute ctty centre, one on esoh crossing with a purple dot 



Now, all players put down a stlck of thelr own colour in one of 
#e streets on Um c&v b o d .  The starting player plays first, 
fallwed by the other p lwrs  in clockwise order. It Is allowed to 
put a sti& in a &eat that alreacly contains one. These sticks 
i n d i i  the first buslines. 

the last player who plggd a stick F.9. the player to the right 
of the starting player) may now expand hts busllne by pleying a 
mcond stlck at one of the ends ofthe first one. 

Then, in oountarclookwlse order, all other players play a second 
stibk The affertlng player Is thus the lest t o  play his (or her) sew 
ond stick The rules on expanding your busllne. which will be 
explained later on, must be tollawed when playing the seoond 
stick. Thb means that it is not alww allowed to put this stick 
in a street thal already contalns one. 

When all players ham put down their two buildings and Rna 
sticks, the startla player starts the first round. 

A round consist8 of two pa-. First, all p lwrs choose W o t y  
Then. the actions are performed one by one. 

The actions am shown on the action board. Each player has to 
choose a minimum of Wo actions each round. The maximum 
number of acd3on.s he or she can choose Is limited only by the 
number of action sbrrms. 

The aterting player starts. He places me of his aclion s t a m  
on me of the #wn 8ctions. Then the next player. in cloclrwise 
order. pierces one action ~ M I .  Play p r d s  in this way until 
emfyone has chosen at least two actions.' 

The actions bqyfngs bus, c M  and sbwthgplspr can only be 
chosen by one p m r  each turn. No player cm put an d o n  
stone on such an action once it h a  been chosen by another 

Player. 

The other actions may be chosen by multiple plqyers. The flrst 
p l w r  to c h o w  such an aEtfon puts her stone on the square 
m a h d  a. the secand puts hls stone on the squam marked 4 



i etnetom. One plsysr may choose the asme aMon more then 
i onoeinthesameround. 

play, he m y  msy pesR means he mnotplaw any mom action 
&ones in that mud. Plqnm kaep on choosing dam urrtll all 
p l w m  have m. Thm is no fnardInum to the number of 

/ actbn stom that a player may w#, in one round. but If a plager 
i ~ n o m m a c t b n ~ r # 8 ~ h s o r r h e l s o ~ d t h e ~ .  

#RFYIRM(NQ- 

The &$hs are performad one by one, In the order in which 
theyam i l W  inthwe rules (and onthe aotiw, boerd).The 
%st. plyer t~ perform nn a n  is alwslys the ~ n e  whowr aDtiMl 
atone (Bfllrthesttothe bft F o r f B 1 a ~ a n d ~ & W  
W this will be the last pkpr who has the d o n .  For 
lkmomm...4Rd mw-it Lstheflnt Thiswlll auto- 
matkdly be rppsnntifthewtionstmeshmm besn putinthe 
mynrDa 
Aphprhtrstopsrformslltheacbknahborrrheha6~n 

m tar ms potsibla. If an e n  can onEj be parformed partIdly, 
it must k mmplebed to the maximum extent possible. It Is not 
allowed to skip actions. or part of actions. 

At the atert Of the game, emh player only fig, one bm. Lmr, 
playbn may buy new bwm. fhe rmwhnum number of bums b 
defimolms the number of bums owmU by the plsyer who  ha^ 

thu most buses. This &mum number ot b w  datennkros 
the wed of the gams. The U r  thia number, the mom pag 
sengem, llne expa~llorur antl buiWiW can be bmughtinto plsy 
eaoh rwnd 

If arery plPlpr has only o m  bus, the Ikst p lwr  to dmsa 
new bulMhg~ may 6- or@ one buMm W mmd m r  
to ahoom the action none at all. Later in the game, somne  
msy htm ik buses. Ths ffnt plmr t?O choow new b u m  
now has to build five. the wcbndfour. the third thnre. eb~etrara 
Nab W building d o n s  are mali6ed in a difkmnt orderthan 
ths order in which they were chosen1 



R is vital for each bus4mpany to hwe a goad mub. The cjty 
governmentdemandsthatthese routes mdsp abi llttle as pas- 
sibls. 

The first player to Ehmm line euqrandon (so, the player on 
square a) must add as many stmets to his route as the current 
maximum number of bus-. The plapr on square b has to add 
one less, the player on square c Wo less, etmWra. Nob that 
these p l ~ m  will have their turns In revem order, the plggr 
on squam 8 beingthe last one to expand his line. To add a new 
stwtrt, place a stick dyour own colour on that stmL 

A line can onky be eapmded at one of its two ends ('heads"). It 
is obligatory to a p m d  a llm In e d i d o n  whlch is still devaki 
of lines. It is not allowad to build a Une parallel to somebady 
else's line. There am Wo exceptions to this rule. 
I) When them are no empty streets at one of the ends, p u  
can expand your line pamllei to someone else's line untll mu 
encounter an empty street Mu may f m t w  thoose when to go 
in such a situation. even if this means that thme or more Itmrs 

wlll go through the same stmet. On the nextorol#iln& you must 
turn Into an empty street, if it is pneaek 

2) If the head of your om line ends on the m e  crossing as 
someone else's head, you may build a m h  of road lpsrallel 
to the other plapts line, ewn if there am still empbr sbnets, 
K them aln&y two lines in the skeet, they should both haw 
a twitad at the c~ossing in question. In any case, at the next 
crossing you wlli Bgaln hmm to select an empty street. if k is 
available. 



i If a player builds a circle, the heads of his line mmain at the 
i crossing whem the cimle has bean o l o d .  He or she can only 
i bulM from this crossing in two difwamnt directions, as then 
i are two head8 pasent. When you claw a circle, you shoutd 
i bka the action stone from the eebion board and place it on the 
i crossing to indiaate the iouatton of the heads. In this way t is 
i obvious for all p w r s  from which point you may bulM in the 
i nextround. 

i The haUs should always remain suah thatthe cornpleb route 
is a line. So. a bus has to be able to trawl from one head to 

I the other passing every stmet ewMy o m .  

It is also not allowed to build a line parallel to one of your 
o m  lines. Unes that h~ been put on the hard can never be 
damollsfred. 



8 1 London 

Ttierrt uan be more then one bus on a line. The mom buses ride 
the line, the mom passengBn you carc transpdrt If you want 
to move around lots of passeng~m, you will ha\rs to buy mom 
buses. 

The playrsr who chose hying a bus puts the action storm he 
used in the bus parking lot on the action board. Every stone on 
this parking lot stands for one bus which may ride that players 
line. Each bm will transport a maKimurn of me p-nger per 
turn. 

It is Importent for all p l ~ r s  to know the number of buses 
i owned by the player who has the most buses. This number is 
I called the maxhum number ofbuses. The number of passew 
I gers. line expansions and buildings that can be added eachturn 
i depends on this m h u m  nunberofbuses (88e page 5). If the 
i playerwho hasthe most buses buys anotherone, the n?etxknum 
i number of buses immediately increases. All pbyws who have 
: chosen new peasengets or new buildings have to bring more 
t passengers or buildings into play that turn. 

NRN- 
From tlme to tlme, new passengars come b the city. These pas- 
sengram arrlve by train. By choosingthe action new passengers 
players can bring them pasergen into play. 

Just s in the case of l h  expmh, ,the first player to choose 
newpasdengms (so the one on a) must bring into play the same 
number of passengers as the maxhurn number of bwes. The 
second player places one less passenger, etcetera. 

The passengers haw to be placed at one af the two stations. 
R is allowed to distribute the passeners over both stations. 
The line ofthe player who chose the erction'does not h a w  to be 
connected to the station. The passengers are taken out of the 
box and am put on the station. If them are no mom passengers 
in the box, no more passengemcan be put into play. If someone 
still chooses this action, he can do nothing. 



Ouringthe game, the city is expandlngcontinuously. Players can 
erect new buildings. There are three types of buildings: offices 
(computers), pubs (beer) and houses. 

Just as in the case of Iine 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 ofbuses. 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 belng the last one to expand his line. 

A building may be put on a free building location (white square) 
on the board. You are free to choose which kinds of buildrngs 
you build. At first, only the A-locations may be built Only when 

all the A-locations have been Clled maythe Blocations be used. 
If they are all full, the Clocations become available. When they 
too have all been built over, you may start using Dlocations. If 
there are no more free locations. the game ends at the end of 
the current round. 

The city of Bus is located in a strange universe. A crazy proks- 

sor has developed a complex machine that can halt time for a 
while. This may be lucrative, but it is also dangerous. If time 
is stopped too often, the time-spacecontinuum 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 c h m e  
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 i f  the player 
in questiondecides not to stop the time. the time indicatorjust 

moves on one step in clockwise direction. 
If a player stops the time, he has to take one clock stone from 
€he clock. He keps 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. 



The objed of the game is to let your buses ride their lina and 
to bansport as many p ~ ~ r a  as possible. The W o n  W 
nroamm... is the only one that arcores you any poi-. A pl-r 
choodn# Wruoomm... can ride his buses. He does this in the 
following way. 

Each bus can transport a martlmum of one passenger. If you 
haw onb one bus. you can thus transport only one passen- 
ger. The passenger is taken fmm the crossing where he stood 
wafting and $ put down at the crossing where he wants to be. 
Buses can tide only their own lines. Pa!mmg~rs or buildings 
which are on a c r o 4 n g t M  Is not connected to one of your 
lines cannotbe wed. 

On each crossing, them can be passengers and bulldiw. & 
pendingonthetima of day as indieatad by the obk, pamengets 
will want to k in a arrrtain kind of buildings: their houses, their 
offices ar the pubs. Each building can contain a maximum of 
one passenger. Passengers that am on a cmssingwhlch does 
not hwe the type of building needed want to get awayay To irr 

d k w  which playmrs want bo get way, kt is practical to put all 
satisfled ptmse~@ra on their respecthre building& 

Only m n g e r s  that want to get ~wrtvy can be transportled. Of 
course, one needs an empty building ofthe rigM kind to bring 
the passengerto. This bulldingehouM be on your own line. Each 
buildia can only cbntaln one pasaerrgd If there are no dl- 
isfmd parrsanegers, a playst cannot ride his bus. If them am 
mole passengers or empty buildings than the plapr can use, 
he or she may freely decide which pasgengers, or buildin@, 
to use. Mu must tmnsport aa many passengers as possible 
(keeping in mind the numb%r of buses at your dlspcsal). 

If a player chooEPesthe d o n  VRooomm... more than once. he 
may use all h i  limes again each time he performs the d o n .  

Far each paasengerthatyau move, you score one point These 
are oalm&d on the isJands on the map. The first playerto score 
a certain soon puts hie stone on tha island. tf someone el# 
later soores a8 many points, her stone Is put on top of that of . 
the first player. 

i...'.*.a.&*t.. 





J l A R l M l O ~ T H E ~ I # I C I N D  

A bi of e m  attention will ghm you a head st& next turn. To 
achieva thts, choose the actlon ~ p ~ .  

Whoewr chose this adon will .gpt the 'start-bus' next turn. If 
nwne chose thii actron, the start-busgot#, to the plaprto b 
left afthe previous starting player. 

When all d o n s  haw been performed, the naxt round atarts. 
All the d o n  stones whi i  haw been used (exept those on the 
parklng lots) an? put back inOa the box. They wlll no longer be 

wed h this game. The plsyer who hae the sbrt-bw sterts the 
nmxt round by choosing her first action. 

ENDOFTkEOAMlE 

The game en* AnmedEstsb when the I& Wne is taken from 
the abwk. 

fhe game en& at tfw end of a round Of at that moment only 
one plapr has any d o n  stones leR to play. 

W e v e t  has scored the mast paint6 wins the game. A clock 
stonecclunts asone minus point If* or mom players hawthe 
same number of points aRer substmctingthese minus ~~ 
the one who hm the most clock stones wfns. If thk Is stIll 
equal, the one whose stam Is on the bottom at the Island on 
whlch the points am lndlcabed wins. 



When playingwith five, more sticks are usedfor lineexpansions, 
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 phs one. The player on square b 

has to add exactly as many as the current maximum number of 
buses, the player on square c one less, etcetera. 

This rule is only applicabte to line enpanskm. 



In ~oads  & bats, each playlar builds up a cMlizetion owr a $ 
long parloci of tlm, like In maw other pnu Unlike most $ 
gam-, ~ w r .  Roeds & Boats is not abaut wartare, popula 4 

I hion gram, or statebuildlng. The emphasis Insbad is on $ 
loghtta~, or M e r .  on tmnWoh 3 

1 ~ a o h  player starts tha game with three donkeys, a pila of $ 1 
wooden boards, a number of stones and bno geese. Wlth these :: &' Ik WWUTCBS, flu by b b ~ i w  SUCh d b m  t h i w  %S rrmb 

cuttern, ro.d* mi-, a stook -hanged.. but ~ r s t  

There is'no concept of terrhry In this erne: you cannot awn $ 3 
land. nor buikllr@, so the things you build can bs used by any ;: 
other player. The game can be played by one to five players and 

5 .: 3 e , , ,, am, , , ,  a scenario 144 ( 
i :.- 
. tarrain tiles, 150 transporters (from donkeys to steamers), flve $ 67;; research tables with discwry &ones, 146 factories and owr :! 

;yy-> . . . , .;a- ; - :& &60 goods. 
i: 

- .-,w<. ' . 3 

nufiva oc BOATS I For further Information alwut contern and auailabilfty. pleese $ 
visrk ourwebsi  at Mtp://www.splothermm/ i: 

:h 



D'W (off) is a threg to ihre playler game simulating a crazy, UP 

controlled nree on a c r d d  highwey. The players take turns 
in laying cards on the table. These cards make up the mad on 
which the players dtive their cars. Speeding ahead, you cannot 
always lay enough cards to see the obstacles ahead of you in 
time. In f a  other players will try their hardest to put latis of 
dangerous obstacles right in front of you. After each crocldent 
the car will get more diflicul to control. It would k safer to go 
slowly, but i f  you lag behind, you're atit of the game ... 
Each player drives his car to the edge of the table as fast rra 
possible. Whoever arrives first and drives off the edge, wins the 

game. 

D'raf is well playable in convMal groups, who warit to go at each 
other in a Wndly manner. 

Atthe headoffice of ~ ~ c o m p u t e r s e w k e s t h e  phones 
Jutwon't gtap ringing: mmplaintsgalorel Ereryonewrtnts inter- 
net Where are the connections?Web Is a traditional 'computer 
game', in whlch the plaprs attempt to connect as many corn 
puters as wssible. More than anyone else, at l e k  If th&t 
Isn't possible by oonnecting more cornputm yourself, there 
are other means. Stealing computers from your neighbours, 
dumping uninteresting c o r h c b  on them... In Web everything 
is allowedl 

For piet11m6 and further information about cantents and wail- 
a b l b  of Roads& Boat& D'rafand Wab. piaasevislt ourwbslb 
at mpc/~.splattet.com/ 
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