


Immediate 
action

Tasks

During the game, you can gain objective 
cards via certain actions. �ey are then 
usually put onto your personal discard pile 
and thus enter your hand at some point later.

During your own turn, if you happen to have one or 
more objective cards in your hand, you can play any 
of them, either:    • before performing phase A or

• before or a�er performing any 
one action in phase B.

�is means that you are neither allowed to play 
objective cards in the middle of an action nor a�er 
you have started to carry out phase C.

When you play an objective card, place it face up in 
your personal objective area (beneath your player board).
�en perform the immediate action depicted in the upper le� corner
of the card or forfeit it.
�e following immediate actions can be found on objective cards:

�e objective cards

Note: You are not compelled to play your objective cards. If you want, you can keep some or all of them in 
your deck by the usual means (for example, by discarding them via this icon      ). For each objective card that 
is still in your deck at the end of the game, you may then decide if you want to score it or not. For the cards 
placed in your personal objective area, you do not have that choice. �ose must be scored.

Move your cattleman up to 3 steps forward along the trail, 
ignoring any green and black hands. However, you are not 
allowed to use the location on which you stop. So if you 
move your cattleman before phase A, you then start the 

Draw up to 3 cards from your personal draw stack. �en 
discard as many cards as you drew.

Gain 2 Dollars.

Move your engine up to 2 or 3 spaces forward.

Perform one single or one double auxiliary action.

Each objective card depicts a combination of tasks to be ful�lled at the end of the game. If all of the tasks 
of an objective card are ful�lled by then, you gain the victory points printed on it.
If its tasks are not ful�lled completely, you lose the negative victory point value printed on it. 
(Only your starting objective card has no negative victory point value).
Important: Each single ful�lled task can only count towards one objective card. So if several 
objective cards show the same tasks, each of these tasks must be ful�lled individually.
�e following tasks can be found on objective cards:

usual movement of phase A from that location. If you move your 
cattleman a�er using a location in phase B, you directly carry out 
phase C once your cattleman reaches the new location. You are not 
allowed to move to Kansas City via this immediate action.

• Have 1 building tile on the game board.

• Have 1 green teepee tile in front of you.

• Have 1 blue teepee tile in front of you.

• Have 1 hazard tile in front of you (of any kind).

• Have 1 of your discs on a train station.

Example: To have all tasks of these cards 
ful�lled at the end, Mary needs to have by then:
• at least 3 of her private building tiles on the 

game board,
• at least 3 hazard tiles in front of her,
• at least 1 blue teepee tile in front of her and
• at least 2 discs on San Francisco's city space.

If she manages to have all of these things, she will gain 18 victory points. If, for example, she was one disc 
short on San Francisco's city space, she would only gain 10 victory points (because one of the objective cards 
with the San Francisco task would count as minus 3 victory points).

• Have 1 cattle card with a 
breeding value of 3 in your 
deck.

• Have 1 "West Highland" cattle 
card in your deck.

• Have 1 "Texas Longhorn" cattle 
card in your deck.

• Have 1 of your discs on the city 
space of San Francisco.

�e game end is triggered when a player places a worker tile onto the last space of the 
job market while carrying out subphase 2 or 3 in Kansas City. As this makes the job 
market token move along the red arrow out of the job market, the active player imme-
diately takes the job market token and places it in front of her. If this happens during 
subphase 2, she then carries out subphase 3 but may not choose another worker tile 
(as there is no space le� in the job market). If there are only worker tiles le�, she skips 
phase 3 entirely. A�erwards, she carries out subphases 4 and 5 as usual and also re�lls 
any empty foresight spaces at the end of her turn. �is was her last turn.

�en, each of the other players has one �nal turn, in which she moves her cattleman as usual and uses the reached location. Players that 
move to Kansas City during their �nal turn also carry out the 5 subphases as usual. However, they may not choose any worker tiles from 
the foresight spaces when performing subphases 2 and 3 (skipping those entirely if there are only worker tiles le�). Still, at the end of their 
turn, they must re�ll any empty foresight spaces.

A�er the last player has �nished her �nal turn, the game ends. Now, attend to the �nal scoring.

END OF THE GAME
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�e player gains 1 victory point for every 5 Dollars that she owns.

Gain 1 victory point 
for each worker in your 
worker section (including 
the ones printed on the 
player board).

Gain 3 victory points for 
every 2 objective cards 
in your objective area 
(whether you ful�lled 
them or not).

Gain 3 victory points for 
every 2 hazard tiles in 
front of you (of any kind).

Gain 3 victory points for 
each pair consisting of
1 green teepee tile and
1 blue teepee tile in front 
of you.

Gain 3 victory points for 
every 2 certi�cates you 
have (no matter if they are 
permanent or temporary). 

�e player gains the sum of the victory points 
printed on each of her private building tiles
which is placed on the game board.

Example: Mary has unlocked the 6 victory 
points of Sacramento and the 4 victory points 
between Sacramento and San Diego. Since she 
has no disc on El Paso's city space, she has not 
unlocked the 8 victory points.

�e player gains the sum of the victory points 
printed right next to each train station that has 
her disc on it.

�e player gains the sum of the victory points 
printed on each of the collected hazard tiles in 
front of her.

From her deck (personal draw stack, hand cards 
and personal discard pile), the player seeks out 
all cattle cards that have victory points on them. 
�en she gains the sum of those victory points.

�e player must seek out all objective cards that she still has in her deck. For 
each of those, she must decide whether she wants to remove it from the game 
or add it to her personal objective area now (without using its immediate 
action). A�erwards, she checks each objective card in her personal objective 
area to see if she has ful�lled each of its tasks individually. For all cards that 
are entirely ful�lled, she sums the positive victory points printed on them. 
For all cards that she has not ful�lled completely, she subtracts the negative 
points printed on them. �en she gains the result as her victory points (this 
can also be a negative result). See page 15 for details.

�e player gains the sum 
of victory points generated 
by the individual tasks
of the station master tiles 
that she has in front of her. 
(�ese individual tasks are 
totally independent of the 
tasks on objective cards.)

�e player gains 4 victory 
points for each worker 
that is placed on the ��h 
or sixth 
space of 
any row 
in her 
worker 
section.

�e player gains 
3 victory points 
if she managed 
to clear this disc 
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�e player gains the sum 
of the victory points 
that she has unlocked 
with her discs on the 
city crests. Any negative 
victory points must be 
subtracted of course. 
(�us even negative sums 
are possible.)
See page 9 for details.
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space during the game.

11 �e player gains 2 victory points if she has the job market 
token in front of her.

�e individual tasks of
the station master tiles

Whoever has the most victory points in total wins the game.
In the case of a tie, the victory is shared.

General notes and special cases:
• Money is considered unlimited. If the bank should run out, use something else as a 

substitute.
• If the objective stack should run out, the vacant spaces in the general objective 

display are not re�lled anymore. If the general objective display is empty, no new 
objective cards can be gained.

• You are allowed to look through the cards of your personal discard pile at any time. 
You are not allowed to look at the cards of your personal draw stack.

• As you can remove cards from the game via an auxiliary action, you are able to slim 
your deck down. �ere is no limit to how small your deck can become. If you should 
reach the point when you don't have enough cards in your deck to replenish your 
hand to its limit, you simply have to get by on fewer cards (which is not advisable).

• If you must place a disc onto a city space during delivery or onto a train station 
while upgrading it, some special cases can occur: If you are supposed to place a disc 
onto a space with white corners but only happen to have discs on disc spaces with 
dark corners le�, you are allowed to place a disc from a disc space with dark corners 
onto a space with white corners. If you are supposed to place a disc but are unable to 
(because you have none le� or cannot pay for them), remove one of your discs from 
a train station of your choice and place that one instead.

THE FINAL SCORING
Take the scoring note pad and go through its 11 categories.
In each category, write down the victory points for each player as follows:
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