Ah, here’s the bus! Hurry, grab a seat and
get out of the rain! LN
y

Just like every trip, you're fascinated o,
by all the other passengers on hoard: \_)
tourists, professionals, students...

They're all traveling together, though they
each have different destinations. This hus
line is truly special... but will it be able to
transport everyone safe and sound?

() Saashi @ Monsieur Z



You have 12 rounds to build the best bus line in town.
1 New York sid e Each round, reveal a new card that shows all players the
m double-sided player Pabarcal CBjck route shape they must conjplete. Take the passengers ‘
sheats ol where they want to go, avoid traffic, and gain as many victory
MY Foute markers 8 Londan eards points as possible!
5 New Yark cards

ﬂ Common Objective

kY Pencils

Choose a player color and put all the corresponding
pieces in front of you:
32 Route markers and 1 Departure pawn.

Route markers are placed on the map to plot out your
bus line.

Take a player sheet and a pencil. Make sure the top part
of everyone's sheets are different [the rest of the sheet
should be the same).
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Your player sheet will track who has boarded your bus along
your route and which Flaces you stopped at, all of which give
you victory points.

Place the board in the middle of the table.
For a 2- or 3-player game, use the New York side,
For a 4- or 5-player game, use the London side.

The board shows a map of the city made up of different roads. Each intersection has one of these Passengers
[ e ! Q # Q), one of these Haces [ [D . ‘ m} or a Green Light. Certain Places also have

a name with a colored background: these are called "Sightseeing Spots.” On one side of the board, there are

£ numbered spaces for Common Objective cards to be displayed faceup. There are 2 other spaces for the Bus
Ticket deck and discard. The New York map also shows some black roads that constantly have traffic jams.
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Shuffle the 8 Common Objective cards and randomly place 0 Shuffle the 5 Personal Objective cards for the
1, yellow side up, on each of the 2 spaces on the board. side of the board you're playing with, then deal
Put the unused cards back in the box. 1 to each player, face down. Leave the remaining  *

card(s) in the box. You can also choose to leave these

ShinonCuEce carde show playsis He fumbet of cards face-up for a more Competitive game.

Passengers they must pick up or the Places they must stop
at to gain victory points, Personal Objective cards require you to connect
3 specific intersections with your bus line to gain victory
points. These points are shown in the black circles. Red
circles are only used to highlight landmarks on the map.

Shuffle all 12 Bus Ticket cards if you are
playing on the London side ar only cards
1 through B if playing on the New York side,
then deal 2 to each player, facedown.
Look at the 2 cards you recesived and place
1 facedown in front of you. Once everyone
has a card in front of them, reveal them:
place your Departure pawn on the Traffic
Light in the intersection whnse number

is shown on the Bus Ticket you chose.

This pawn shows the point of departure
for your bus line.

Take all 12 Bus Ticket cards back and shuffle them
to make a facedown deck in the dedicated space on
the board.

Bus Ticket cards have a number and a colon
The number is only used during setup, to show different
points of departure. The color is used during gameplay.

The oldest player is the first Inspector
and places the Inspector pawn in front
of them.

The Inspector pawn shows the turn
order. The Inspector will always go first,
followed by the other players going
clockwise. This pawn will pass to the next
player each round.




GAMEPLAY OVERV

A game of Get on Board plays over 12 rounds.
Each round has 4 phases:

(@ NEW BUS TICKET

@ PLOT ROUTE

() CHECK COMMON OBJECTIVES
(® CHANGE INSPECTOR

nno

(D NEW BUS TICKET

The Inspector reveals the top card of the Bus Ticket deck
and places it faccup on top of the discard space.

Each player now crosses off one of the two boxes of
the matching color at the top of their player sheet. Thi
box shows the shape of the route they will plot during
PLOT ROUTE, and also shows which routes are left for the
remaining rounds.

Continue to @ PLOT ROUTE.

@ PLOT ROUTE

Starting with the Inspector and taking turns clockwise,
follow these two steps:

@ PLACE ROUTE MARKERS
@ BoaRD BUS

R

0 PLACE ROUTE MARKERS

On the board, create the shape of the route required by the Bus
Ticket revealed this round.

To create the shape, you must obey these restrictions:

« Each player can only place one marker per road, but multiple
players can place their markers on the same road.

*Your route must begin where your route ended the previous
round. For the first round, begin plotting your route starting
from your Departure pawn.

* You can only place the number of markers shown on your
player shest.

*Markers placed this round can only have as many turns as are
shown on your player sheet. Only the number of turns matters,
not their direction. You can always choose which way each turn
goes (left or right).

The beginning of the current round’s route may form a turn
when connected to the end of the previous round's route.
Regardless, this turn does not count as one of the turns
required for the current round’s route.

*You can never double back on the same road.
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== STRAIGHT LINE THT ITEH .
BN Ypu mustplace exactly 1,2, or 3 L= it il liiii i
R — markers as shown. If you place
2 or 3, they must be placed in a
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You must place exactly 2 markers
that make a 90" turn. Wi = T

2 TURNS 8

You must place exactly 3 =,
markers that make two 807 L".'.-‘| ‘._

| |
/ turns. These turns can be in the
[ =}

e =
same direction [to make a U] or =_l- =i

I I in opposite directions [ta make r
an S).

£ i B
Ifyour player sheet shows twa different shapes —Vk‘“ '
separated by a slash, choose one of them . =
to plot this round.
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TRAFFIC JAMS | T
AVOID TRAFFIC JAMIS AS m

MUCH AS POSSIBLE! nesmecs)

Every time your raute goes throlgh a road
with one of more ather markers, you must
cross off as many Buses in your Traffic Jam
section [bettornHeft of your player sheet) as
the number of markers already placed on
that road. Cross them off in order, atarting
from the toplaft.

ExanpLE! You piace 1 mapkeron a traffic zong
that already has markars from 2 other playenrs:
Therefore you erass aff 3 Buses on yolir player ==
shean (1 for the traffic zone and 2 for the other
. murkars)

These represent traffic jams along your
route and will negatively affect your final
victory points.

NEW YORK

CERTAIN ROADS ARE

ALWAYS JAMMED! GREEN LIGHTS

SPEED UP YOUR ETA WITH
GREEN LIGHTS!

Every timeyour route goes through a traffic
zone, meaning a black road, cross off 1 extra
Bus ini the Traffic Jam section of yaur player
shest,

If your route for the current round ends at
an intersection with a Green Light, place an
additional marker to extend your route following
the normal rules [im any direction). If the new
marker causes you to end at another Green
Light, place another marker. Green Lights under
Departure pawns are treated as normal Green
Lights.

EXAMPLE; You finish your turn gt g
Green Light, s0 you'get to place 7
extra marker!

If you run out of markers; use a a suitable
substitute and continue playing.




ExampLe: Your raute would take
you to an intersection you have

already passed through. You

decide to add a turn Lo your
route by erossing off a space
in the Turn Zone of your player
ghest. You successfully avaid
this intarsection and therefore
elimination

DETOURS NOT ALLOWED

A BUS LINE THAT DOUBLES BACK ON
ITSELF IS NOT EFFICIENT!

If your route reaches the same intersection
for the second time, immediately end your
turn. You are eliminated from the game and
do not score any victory points at the end of
the game. Leave your markers on the board,

STRAIGHT LINES
AND TURNS

If the current round's shape does not allow
you to place the required amount of route
markers ar isn't optimal for your strategy,
you may increase or decrease the number
of required turns.

To da this, you must cross off the left-most
apace in your Turn Zone (red background,
upper-right on your player sheet), For éach
space that you cross off, you can change a
turn into a straight line or a straight line into
a turn. This does not changs the total number
of markers you must place.

This number cannot be adjusted,

You can cross off a maximum of b spaces in this
Zone. If you have crossed off all the spaces and
the required shape is impossible for you to
complete because your route would go off the
map (but not because you would resch the same
Intersection for the 2nd time), treat the shape
as if it were a straight line using a single marker.

EXAMPLE: Your raute reaches an
intersection you already passed
through. You are eliminated.

Once you have placed all your
markers, continue to the
© B0ARD BUS step.

l g A e



() EVBARGUEMENT B

For each Passenger or Place you reach with your

markers during the PLOT ROUTE step this round, apply e n
the following effects. described on pages 8, 8, and 10. OR i 7

Certain intersections have 2 Characters. If you reach

one of these intersections, apply the effects of both

Characters. @ Immediately cross off one of the corresponding
spaces on your player sheet. If all these spaces are
already crossed off, nothing happens.

Careful! The 3 " in the bottom row can only be
crossed off with the & bonus, which offers
internships to certain Students.

i Example: You reach a (i, soyou cross off 1 .7y space.
-
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Immediately cross off the top
available (”J space or your player sheet.
If all the corresponding spaces are
already crossed off, nothing happens.
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Example:
Immediately cross off the 0 or Q space that is o Nt paanhia U with 2 @
furthest left in the top row without a Parked Bus [with crassed off in your crrent
no number in the rightmost space). If all the spacas of row.
that row are already crossed off or if all rows have Parked Writs'a 4 in the nightmest:
Buses, nothing happens. space of this pew, then cross
off the nextavailable A
o Then sentbble out the last
vy in the raw ta show that
tha Bus parked.

*Look atthe last @ (f you reached a G]] or & Youthen reacha (= wit
(if you reached a or ] you crossed off in the crossed off in your current

top row without a Parked Bus [with no number in o Cruss off one of &
3 spaces that mato
buiteling tyoe.

Wirite a 4 in the rightmost

the rightmost space).
Then check the points shown at the bottom of the

same column. Write that number of victory points space of this row:
in the rightmost space of this row to show that it Then scribble aut the last
has a Parked Bus. @ to show that the Bus

. @ also provide a Bonus Passenger, depending parked.

on the symbaol at the bottom of the corresponding
colurmn, when you park their Bus. Cross off the
Passenger shown following their normal rules. If you
cross off 1 * this way, cross off one of the spaces
in the 3" row: they are interns and can only be
crossed off through these bonuses.

* Then scribble out any e or Q spaces in that o )
row that weren't crossed off before tha Bus Two Common Objective cards require you to stop at

parked. The next time you cross off one of these 3L or3 @ ff one of these Objectives is in play,
types of spaces, Use the Next row. track your progress by crossing off a space each time you
visit the corresponding Place, regardless of whether there

* If you hadn't crossed off any 0 or Q in your top are Tourists on your bus. This zone has no other use than
row before the Bus parked, nothing happens. reminding you where you've been.

#8159
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On each map, there are four Places (one of each type)
that represent Sightseeing Spots, which are worth
visiting. They each have a large name with starsand a
colored background,

As soon as you reach one of these Places, write the
number of Passengers of the matching color that you
have already crossed off in the starred space.

There are two spaces for Tourists: light blue for the
Sightseeing Spot and dark blue for the Q Sightseeing
Spot. The space with the symbol is only used during
final scoring [see page 12).

Once you have finished plotting your route for the current round
and have crossed cgll the corresponding spaces on your player

(heck Common Ohjectives.

sheet, continue to
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(® (heck (ommon
Objectives
Check if you have completed any Common Objectives

this round, respecting the following conditions: @

Each Objective can be completed by muitiple players,
but only once per player.

If one or mare players complete a yellow Objective in the same
round, they write 10 VP in the bonus zone of their player sheet,

Then flip the Objective card over to its blue side. GH ANGE
If one or more players complete a blue Objective, they write 6 /P @ ECTOR

in the bonus zone of their player sheet. The Objective card stays
If you just finished the 12 round {and the Bus Ticket deck

on its blue side.
Then continue to @ (hange Ingpector.
is empty), continue to the End of the Game,

(Otherwise. pass the Inspector pawn clockwise to the next
player and begin another round.
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Count your final score by following these steps:

o Add up your total negative points from
crossad off spaces in your Turn Zone.

@ Add up your points from each crossed off
space.

o Multiply the number of crossed off "
spaces by the number of crossed off
i[ih spaces. Then add these points to any
victory points you gained from the yellow
Sightseeing Spot.

For the @ and Q.zones, follow these steps:

:e For the Q Sightseeing Spots, compare
! the values in the 2 Sightseeing Spat

: spaces. Gain puints equal to the higher of
1 the 2 values. Write it in the space to the

: right with the D symbol.

: Parked Buses gain the points you noted

\ during the game.

!

|® Buses that did not park [meaning rows
without points in the rightmost space)
gain half the points (rounded down) that

[
: Add up the points from any Common Objectives you completad during
1 they would have gaiped if you immediately

I

I

1

the game.

reached a [{] or (=] for @ ora [!j

F5p e Check your Personal Objective: if you connected al 3 intersections

: shown in the black circles (in any order), gain 10 points. Otherwise, do
,0 Add up the poirts from the 4 spaces in not gain any points.

d % __t h_e _rlg_ht_m_as_t (_I'luTrl _________ 7 @ Add up your total negative points from Traffic Jams.

In the bottom-right of your player sheet, write the total victory points
from all 8 subtotal sections [the spaces with a e or o in the
bottom-left). That's your final score!

The player with the highest score wins the game. If players are tied for first,

af: ® If you run out of player sheets, they share the victory!

T el :

et a‘ you can download a pdf version from

3 = our website . https://iellofr/download/
ki GOB_London-NewYork_Score-pad_Light.pdf




