














MOOD TICKETS i"”

’ Once per turn, anytime during its turn, a player can choose to do a bonus action in addition of its regular action by spending
~  mood tickets.

Note: mood tickets are gained if you bring back a train, or if a group of your meeples decide to «rest».

LIST OF BONUS ACTIONS

2 lucky tickets: move the countdown token
once clockwise (don’t pay petrol, but don’t
win VPs either).

3 lucky tickets: repair entirely one of your
wounded meeples. Choose one of your
meeples from the infirmary or in the way to
the village and place it in the center of your
village. It is available immediately.

4 lucky tickets: take 2 different resources
from the stock.

5 lucky tickets: take one meeple from the
Tavern and place it in the center of your
village. It is available immediately.

2 dirty tickets: move a group of your meeples to empty seats in
the front of a train. Careful : you can’t split a group or create a
new group that has more than 3 meeples.

2 dirty tickets: take a human from the stock and immediately
place it in the prison of your village.

3 dirty tickets: take a human from the stock and immediately place
it in the Forest. If any, use a small human,

Note: if there are too many humans in the Forest (or if there are
no more humans in the stock when you want to do this action) game
may end at the end of your turn.

4 dirty tickets: send a train to a different destination than
expected. You don’t need to own a meeple in that train to do
this action, Proceed as usual: all groups do actions and a human
invades the Forest (cf. Send a train)




REMINDER OF ACTIONS SYMBOLS:

Gain a meeple
or
For each meeple in that group

Move a meeple one step forward to
the center of your village.

= Move the countdown token once
The meeple is wounded during this clockwise
action

Resources that you pay or N Capture a human and place it in the
b“\l receive during an action | prison of your village

Mood tickets to receive
during an action
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