VLAADA CHVATIL

TRAVEL BLOG

Some people love
to travel. Others love to read about
traveling. Project Boundless is an internet
magazine designed to bring those people
together.

As a travelblogger for Project Boundless, your job
is visit new places and write about them. To cover
your costs, you receive a modest stipend - modest
because the Project is still in the experimental
stages, relying on government grants and tourist
industry donations.

Much of your stipend will be spent on travel,
but whatever you can save is yours to keep. As
a travelblogger, you won't get rich, but maybe if
you save enough, you can finally go on the Trip

of your Dreams.

YOUR FIRST GAME

To play, you must first decide whether to use the map of Europe or the map of the United States.

You can iek the map you know better, but it doeen’t reall
Once you have your map, set up the game as illustrated on page 2. p Py / J

matter. Playere ean do well even if they have only 3 rough
The game consists of seven rounds: three parts with two rounds each, plus one final round. The idea of where the ctatec are locafed.

rules do not change much from one part to the next, so you can learn as you go. As soon as you -

have read the rules for the first two rounds, you can start playing. After round 2, you can read = - Z’i;’;’;fz"r 5;7;::;5’?}; f‘zgdrj;jg for
and explain the rules for part II. After round 4, you can read and explain the rules for part III. T

After round 6, you can read and explain the rules for the final round.

The player with the most money at the end of the game is the winner. .
Don’t complicate thinge by trying to explain the entire game
at once. Juet make eure that everyone underetande that, in
each round, the goal ic to cave a¢ much money a¢ poggible.







Traveler Card and Tokens

Each player gets one traveler card and two tokens in the same color. The traveler card has a rules
overview on one side and a scoring overview on the other.

Game Board

Place the game board within easy reach of all players.

Money

Put the money near the game board to make a bank.

Map

Show everyone the map and note its special characteristics. In particular, note any states joined
to others by links across the ocean. For purposes of this game, two states joined by an ocean link
are considered to share a border. The back page of this book has other map-specific notes that you
should read and explain before starting play.

Once the map has been explained, turn it face down so that no one can see it and set it off to one
side. During play, the map is hidden.

Markers

The 4 transparent markers should also be set off to one side. You will need the markers at the end
of the round.

State Cards

Each map also has its own deck of state cards. Shuffle the cards for the chosen map and place
them face down in front of any player. That player becomes the dealer for round 1.

Other Components

Return the other map and its deck of state cards to the box. You won't need them.

Qtate or Country?

The traveler card aleo helpe remind forgetful players which
color they are playing.

Bo kind and put the board clocer fo playere with chorfor
arme.

If you don’t enjoy the anarchy of everyone grabbing for
change out of 8 communal bank, you can choose one player
fo be the banker.

At thie point, come playere may panic. Attempt to coothe
them. Remind them that they do not need a precice
knowledge of the map fo enjoy the game. In fact, the game
becomeg quite amucing when comeone ¢aye comething like,
“Qouth Dakota ic over there? | thought it wae in the South.

”

It doeen’t matter much who deale, o we legve the choice
of dealer up to the player who wac co kind as to chuffle the
carde.

Unlecs, at the end of the game, comeone cays, “That wae
great! Want to try the other map?”

When these rules refer fo 4 ctate, it means one of the ferrifories depicted on your map. On the USA map, you probably eay these territories
are “ctatoc”; on the Europe map, you might eay they are “countrioc” or “natione”. But the word “etate” can aleo mean “coveraign nation” — for

v

example, countries in the United Natione are called “UN member ctatec”. We plan to take advantage of thie ambiguity by ucing the word “etate”
regardlece of which map you choose fo play on. After all, if we had fo write “etate (or country)” everywhera, it would look pretty eilly.




Stipend

At the beginning of round 1, each player receives 100 euros. This stipend covers the first two
rounds of the game. You won't get any more money until the beginning of round 3.

Rounds 1 and 2
Assignments

When all players are ready, the dealer begins the round. The game board should be turned so that
the closest space to the dealer is the one marked (40]. The dealer takes the deck and deals out
7 state cards, face up, starting with the space to the left of the one marked and continuing
clockwise around the game board.

Without delay, the dealer should then deal an eighth card (also face up) to the center of the game
board. The card in the center is the starting state for the round. As soon as it is revealed, players
may choose their destinations.

Choosing Destinations

As soon as the starting state is revealed, all players (including the dealer) can pick up one of their
tokens and place it on any of the eight spaces around the edge of the game board. That is, you
place your token either on one of the seven other state cards or on the space.

You cannot pick up your token until the last card is dealt. You can't even touch it. Just
leave your tokens sitting next to your traveler card until the starting state is dealt.

Once the starting state card hits the game board, everyone plays simultaneously. How
fast you decide and place your token is up to you.

You can choose a space that already has someone else’s token on it. Just place your token
on top of theirs. Tokens on the same space will make a stack, with the last player to
choose that space on top and the first player on the bottom.

In the first two rounds, you only use one of your tokens. The second token is for later
rounds.

Once you've placed your token, you can‘t change your mind. It stays on the space you
chose.

Your goal is to choose the state that you can reach from the starting state (the one dealt to the
middle of the game board) by crossing the fewest borders. However, you want to avoid states that
share a border with the starting state.

You also want to decide as quickly as you can, because each time a token is added to a space, that
space becomes less desirable.

The travel ceacon begine at the end of winter. Stipende are
dictributed and travelbloggers are invited fo participate in the
firet two rounde of Project Boundlece.

Each round begine with the sponcore adverticing aecignmente
on the Project Boundlece webeite. One ctate ic the chief
gpongor and gete o be the “etarting etate”. Seven other
eponsore offer their ctafec ac optione for the fravelbloggere
of Project Boundlece.

All the travelbloggere are invited to tha etarting etate. From
the gvailable aceignments, they can choose an additional
place fo vieit.

If everyone elce has already chosen a space, the polite thing
to do ic fo hurry up and pick one for yourself. Your fellow
travelbloggere ara probably eager to begin their journeys.

Seoring ie explained below. The rules governing Project

Boundlese ctipende are designed to encourage you to travel a
bit, but not too much.

The best aceignmente are usually enapped up ac coon ag they
are publiched on the Project Boundlese webgite.




You can play your token on the space marked to indicate that you don’t want any of the
seven assignments. This can be a good move if the other states are too far away, or if all the good
options already have multiple tokens on them. It is possible for more than one player to choose
the space, and just as with any other space, you are at a disadvantage if you choose it after
someone else has already placed a token there.

Don't forget that while you are deciding where to place your token, the map is hidden. No one
is allowed to look at the map until all players have placed their tokens.

Scoring

When everyone has chosen a space, it is time to score. You need the map for this. Turn it face up
and put it where everyone can see it.

Take one of the colored markers and put it on the starting state on the map. Next, choose a player
(preferably someone whose token is at the top of a stack) and place a colorless marker on the map
to mark the state that he or she chose.

Now count up how much the player spends while making the trip from the starting state to the
destination. The player in question should choose the path so that the journey costs as little as
possible.

The scoring rules are outlined on the back side of the traveler card:

— =

\\ Each border crossing costs 10 euros. Traveling along one of the links across the
r[ ocean also counts as a border crossing.

-10

i purposes of this game.

-30

[ - (\ If you choose a state that borders the starting state, you have to pay a penalty
!j .\? of 30 euros. Two states connected by an ocean link do border each other for the
|

J You also pay a penalty of 10 euros for each token that was placed on that
space before yours.

-10

If you picked the space marked [40], you don't go anywhere. You just pay the
indicated price of 40 euros, in addition to the 10-euro penalty for each token

& N | that was placed on that space before yours.

Pay the cost to the bank. If you don't have enough money to pay the entire cost, just give the
bank all the money you have.

Once your choice has been scored, you can take back your token. Players with tokens on top of
the stacks should be scored first, so that you can easily remember that they have to pay penalties
for choosing later than others. Once all players have been scored, the round is over.

Sometimeg it ic better fo give back part of your ctipend than
to take an expencive accignment.

VARIANT: WHEN PLAYING WITH YOUNGER CHILDREN WHO HAVE
NO FAMILIARITY WITH THE MAP, YOU CAN LET THEM LOOK AT IT
DURING THEIR FIRST GAME. KIDS LEARN FAST, AND SOON THEY
WILL BE ABLE TO PLAY THE GAME WITH THE MAP HIDDEN. AND
THEY WILL BECOME GEOGRAPHY STARS AT SCHOOL.

Soma etatee are co emall that the marker entirely covere
them. Fortunately, the marker ic trangparent: Inctead of
ceeing landmarke in the ctate, you can cee the ctate in the
land marker.

To speed play, you can help the player find the best roufe.
But it’e not fair fo try fo trick your fellow fravelbloggere by
giving them bad advice.

It doeen’t matter how far you travel. What matters iec how
many bordere you croce. Coing from Azarbaijan fo Norway ie
4 lof cheaper than you might expect.

You got your etipend <o that you could cee 3 bif of the world.
If you don’t feel like traveling much, you'll have fo give come
of your etipand back.

Lach ctate fully cupporte only the firet fraveler to pick the
aceginment. If you want to go there foo, you will have fo
gpand extra.

Do you want to enjoy the ctarting ctate inctead of
travelling® Okay. But return the money.




Example

France is the starting state. The players have chosen their spaces as illustrated. Now it is time
to consult the map and score their choices.

Red has chosen the United Kingdom. The ocean link from France to the United Kingdom counts
as 1 border crossing for 10 euros. Because of the link, France and the United Kingdom border
each other, which gives Red a penalty of 30 euros. In total, Red must pay 40 euros to the bank.

Yellow, Blue, and Purple all chose Hungary, which can be reached by crossing 3 borders. The trip
costs 30 euros, but those who chose it later will have to pay penalties. Purple pays 50 euros (30
for the trip and 10 for each token below hers) and picks up her token. Blue pays 40 euros (only
one token is below hers) and picks up his token. Finally, Yellow pays 30 euros.

Choosing  the  space
marked costs 40
euros, but there are no
borders to cross. White
pays 50 euros (40, plus
a 10-euro penalty for
choosing the space after
Green) and Green pays 40
€euros.

End of the Round

Once all players have paid up, the round is over. If you like, you can look up the starting state in
the Factsheets included with this game and learn something about it. In particular, you can learn
what is depicted on the card.

At the end of the round, turn the map face down again. Remove the face-up state cards from the
game board and set them off to one side. (Leave them face up so you don't confuse the discard
pile with the deck.) You will not need them again until round 7.

The dealer should pass the deck to the player on his or her left. That player will be the new
dealer for the new round.

Round 2 follows the same rules as round 1. Note, however, that you get no extra money. You
play round 2 with the money you have left over from round 1. If you have any money left at the
end of round 2, good for you: You get to keep it for use in later rounds.

One good ascignment wae overlooked. Craece looke like if ic
far from France, but by going through ltaly and Malts, one
can makae the trip with only 8 border crossinge.

Take 4 little knowledge a¢ a memento of your frip!

Of cource, you might end round 2 with nothing. Don’t worry.
At leact you can be eaticfiad that you made good uce of your
etipend.

Once you have read this far, you can play round 1 and round 2.




PART II

S . d Spring burste into bloom, and <o doeg the cecond phase of
tlDen Project Boundlece (rounde 3 and 4). The ctipende ara bigger,

but the accighmente ara longer.

Before round 3, each player receives a stipend of 200 euros. Add this to any euros you have left
over from rounds 1 and 2. This money will be used for rounds 3 and 4.

Rounds 3 and 4
Assignments

Cards are dealt the same as in rounds 1 and 2.

Choosing Destinations

This time you have to choose two different destinations, which you indicate by placing your
tokens on the spaces of the game board. Your trip will begin in the starting state and visit the
other two states you have chosen. As before, you want few border crossings, but you don't want
to choose states that border each other or the starting state.

You use only one hand to place your tokens, and you must place them one at a time. You

Don't forget that until the dealer deale the lact card, both of
cannot pick up the second until you have placed the first. o e e S e A

your fokene must remain on the fable.
Once you have placed a token, you cannot change your mind. It stays where you put it.

You can't put both tokens on the same space.
So you either chooce fwo ctates, or ona efafe and the cpace
Play ends when all players have placed both tokens. marked (40]).
Scoring

To score, you will need one colored maker (to indicate the starting state) and two colorless
markers (to indicate the states chosen by the player).

Qtart with the players whose fokens are hot below anyone
elee’s. If that ic not pogcible, you can ccore g player who hae
Your path starts in the starting state and visits each of the chosen states. During scoring you one foken covered, but do not remove the covered foken from
decide which of your chosen states to visit first. (So you can pick the route that costs the least.) ite stack.

Costs are the same as in Part I, with the following clarifications:

If you chose two states that border each other, you pay a
,-/ penalty of 30 euros.

_30 For each state that borders the starting state, you pay a
penalty of 30 euros.

These penalties apply regardless of your chosen path. The penalty is for states that border each Lo it ie possible to have a 90-euro penalty for states that
other, not for choosing a path that crosses from one to the other. share borders:

1 If you choose the space marked (40), you only plan a path from the starting
state to the state indicated by your other token. The cost for choosing the

space is 40 euros. - _ A
Q p i V o M e

v
'~ HUNGARY




Example

The starting state is France. Blue has chosen the United Kingdom and the Netherlands. This
will cost her 80 euros: 20 euros for the two border crossings, and a 60-euro penalty because
the United Kingdom borders France and the Netherlands. Blue cannot avoid the penalty by
traveling a longer route (for example, from France to Germany to the Netherlands to Belgium
to the United Kingdom).

e

Note, however, that this is still better than choosing the United Kingdom and Belgium. That
would have a penalty of 90 euros, for a total cost of 110.

st Elias
Wrang eolL-S Al/a/s/k/a‘

Nationwl Pavk,

—

Sunset Beaci,
- Honolbwlw, Howa i

Once you have read this far, you can play round 3 and round 4.
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PART III A9 @ m

S . d Summer ic the peak ceacon for travel. You and your fellow
tlDen travelbloggere cet out on long treke acroce the continent.

Before round 5, each player receives 300 euros. Add this to any money you have left over from
the first four rounds.

Rounds 5 and 6
Assignments

Cards are dealt as before, except that 2 cards are dealt to the center of the game board. These
represent the states where you must start and end your trip. (It doesn’t matter which is which.
The trip costs the same either way.) In all, 9 cards are dealt: First, 7 around the edge of the game
board; and then, 2 to the center.

The 2 cards should be dealt to the center at the same time, if the dealer can manage it. No one
should have time to look at one of them before the second one is revealed.

Choosing Destinations

You choose your destinations as in rounds 3 and 4, by placing your tokens on two different
spaces of the game board.

This time you will travel from one of the states in the center of the game board to the other, and
your path will go through the two states that you chose. As before, you want few border crossings,
but you don't want to choose states that border each other.

Scoring

Scoring is the same as in rounds 3 and 4. Use the colored markers to mark the start and finish of
the trip, and use the clear markers to indicate the states chosen by the player being scored.

You can start in either of the two states shown in the center of the game board. It doesn’t make a
difference. Pick a path from one to the other that goes through both of your chosen states. You
get to choose which of your chosen states to visit first (and sometimes this does matter) and as
always, you choose the path that costs the least. Costs are calculated as before:

) ¢ 3 (/(/(/a‘)
St. Petev’s Basv
Vaticon City

You pay a penalty of 30 euros for each pair of states that border each other,
except that there is no 30-euro penalty for the case in which the start and end
states border each other. See the example.

T If you choose the space marked (40, your path goes from the start state to the
40 end state through the single state that you chose. Don't forget to pay the 40-
|

i ) euro penalty for choosing this space.

It ic theoretically possible fo get a penalty of 150 euros for
choocing ctafec that border other marked ctates.

Once you have read this far, you can play round 5 and round 6.




FINAL ROUND

The seventh round is the last round. You get no stipend before round 7, but don't worry: You won't The autumn travel ceacon ic 4 reward for your hard work.

have to pay for your travel. You will plan a long trip and receive money from the bank instead of You get fo . an f_h e irip of your dr eams, and Project
ding it Boundlece will give you the money for if. Neadloce fo eay,
spending it.

travelbloggere try fo fravel a¢ far a¢ they can.
Round 7

Assignments

The deck should have enough state cards to cover the first six rounds. (If you ran short, check to
see if any got left in the box.) At the end of round 6, the new dealer should take all the state cards
and shuffle them thoroughly. In round 7, any state can appear.

The cards are dealt as in rounds five and six: 7 cards to the spaces around the edge and then 2
to the center. As before, the cards in the center are the beginning and the end of your journey.

Choosing Destinations

You indicate your chosen states the same as before, by placing your tokens on two different
spaces. Your path will go through these two states.

This time, you do not want the cheapest trip. You try to place your tokens so that the trip will cost
as much as possible. Instead of paying for this trip, your will be receiving money from the bank.

: ‘ Ponoronmo of Prague
Scoring Castle, Creoh Repwblic

Use the two colored markers to indicate the start and end states, and then, for each player, use the
colorless markers to indicate the player's chosen states.

As before, you will be looking for a path from the start to the end that goes through the two
chosen states. This time, however, the path is chosen not by the player being scored, but by
everyone else. In other words, you still have to travel via the path that costs the least.

Qo you are trying to chooce destinations that make the
cheapest path very expencive. The other playere will choose
your path and the order in which you vieit your chosen

Costs are calculated as follows: states.
You get 10 euros for each border you must cross.

You get 30 euros for each pair of marked states that border each other. (Except that you get
no money for the case when the start and end state border each other.)

You get 40 euros if you chose the space marked (40).

However, you still have to pay 10 euros for each token beneath one of yours. It'e never an advantage fo be clower than the ofhers.

The game ends after round 7. Add up your money (anything you had left over from the first six
rounds, plus the money you got in round 7).

Whoever has the most money wins. If multiple players are tied for the most, then they all win. Roally, though, i’ & game about traveling, Everyone who
enjoyed the trip ic a winner.




CHALLENGING VARIANT FOR
TWO OR THREE PLAYERS

To make a two- or three-player game more challenging, each player can play two colors. Take two Two- and three-player games are cimpler. With fewer players,

traveler boards and the four tokens that go with them. there i¢ lese competition for acsignmente, which makes a
two- or three-player game good for those who need 4 little
Stipend

extrg time to chooce their destinatione. For thoce who need a
challenge, however, there ic thic variant.

You receive twice the usual stipend: 200 euros before round one, 400 euros before round three,

and 600 euros before round five.

Your doubled ctipend ic chared between your two travelers.

Choosing Destinations

You play both colors at once. As usual, you can only place one token at a time and you can only
use one hand. You decide the order in which you place your tokens.

Each color must have a different assignment. In rounds 1 and 2, you place one token of each
color. They must go on two different spaces.

In rounds 3 to 7, you place all four tokens. You cannot pick the same pair of destinations for both
pairs of tokens.

It ie legal to play two tokens, one of each color, on the came
epace. But if you do, then the other two fokens must be on
two different cpacac.

Scoring

Score each color separately. The 10-euro penalty for each token under one of yours applies even
if that earlier token is also one of yours.

Both colors pay from the same fund.
Thie meane that it ic poccible, for example, that one color will

gpend more than 100 euroc in Part I.

Correcting Mistakes

If you accidentally chose the same pair of spaces for both colors, you must do the following:

* Inrounds 1 and 2, if both your tokens are on the same space, you must remove your lower
token from the stack and place it on a different space.

This is also the way you fix the mistake of playing two tokens of the same color on the same
space (which can happen even in the standard version of the game).

In rounds 3 to 7, if you chose the same destinations for both your colors, you must remove
your lower token from each of the two stacks and then place those tokens on the board
legally.

One of the two removed fokene ean be put back on the space
it cama from (on top of tha ctack, this time). Buf the other
will have fo be put eleewhere.

A game by Vlaada Chvatil Fact sheet: Martin Hrabalek © Czech Games Edition,  English-language distribution:
Translation: Jason Holt October 2010 Z-Man Games, Inc.

Character artist: David Cochard Lead tester: Petr Murmak www.CzechGames.com WWW.Zmangames.com

Card artist: Milan Vavroi

3D artist: Radim Pech Special thanks to: Brno Boardgame club, e
Graphic design: Filip Murmak , Ivana Lososova Monika Dillingerové, Paul Grogan, ‘ Z_ N

Lukas Simi¢ek and my wife Marcela.

Czech Games Edition OogoSMmes
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MAP NOTES

Europe

The map has several ocean links. It is important that players become familiar
with them before the game begins. We have included connections that link
islands to one, two, or three nearby states, regardless of actual commercial
passenger traffic.

*  For example, Poland does not border Sweden, Denmark does not border
Norway, and Italy does not border Spain, even though you might be able
to find ocean liners linking these states.

If two states share a very short length of border, we have adjusted the map to
make the border more obvious. Please note:

Croatia borders Montenegro, but not Italy.

ie: Liechtenstein borders Austria and Switzerland, but not Italy or
Germany.

Monaco borders only France. It does not border Italy.

A state with islands is considered to be one contiguous state:
Denmark borders Sweden (via the Oresund Bridge).
Greece borders Turkey and Malta.

The United Kingdom borders Ireland (because Northern Ireland is part
of the United Kingdom).

Russia is a special case:

*  You can find a little piece of Russia (the Kaliningrad Oblast) between
Poland and Latvia. When choosing a path, these two parts act like
separate states. If you cross a border into one part of Russia, your next
border crossing must leave the same part of Russia.

If Russia is marked as the start state, the end state, or one of your chosen
destinations, either part of Russia counts as Russia.

When calculating penalties for states that border each other, Russia is
considered to border all the states that border either part, regardless of
which part you choose to visit.

Example: In round 1, the starting state is Poland. Blue chooses Russia. The
trip costs 40 euros: 10 euros for crossing from Poland to the smaller part of
Russia and a 30-euro penalty because the two states border each other. A trip
from Poland to Belarus to the main part of Russia would cost 50 euros: 20
euros for crossing two borders plus the same 30-euro penalty. Russia borders
Poland regardless of which part Blue chooses to visit.

Red chooses Finland. The trip costs 30 euros. Red can go through Latvia

and Lithuania or through Belarus and the main part of Russia. A path from
Poland to Russia to Finland is not possible because Finland and Poland do
not border the same part of Russia.

The same applies for Azerbaijan - its smaller part borders Turkey, but not
Russia. Its bigger part borders Russia, but not Turkey.

Some states can only be reached from one other state. That means your path
might have to visit the same state twice:

Example: In round 3, the starting state is Italy. Blue chose Monaco and Spain.
The trip costs 40 euros: Italy to France to Monaco to France to Spain. He
could visit the states in the opposite order, but the cost would be the same
(Italy to France to Spain to France to Monaco).

The map of the USA appears more straight forward, but there are a few
things to watch out for:

*  Forthe purposes of this game, Utah, Colorado, Arizona, and New Mexico
all border each other at Four Corners. Thus it is possible to go directly
from Utah to New Mexico or from Arizona to Colorado.

The map has only two ocean links: from Alaska to Washington and from
Hawaii to California. All other states have mainland boundaries.

The two parts of Michigan are treated as one state. Michigan borders
Wisconsin, but not Minnesota.

Connecticut does not border New Jersey.

Maine does not border Massachusetts.
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