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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. 

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». 

MOOD TICKETS

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. 

LIST OF BONUS ACTIONS

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)
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Tried to save the meeples :

Game designer : FLORIAN SIRIEIX
Illustrator and graphic designer: ANNE HEIDSIECK

Development: BLUECOCKER

Direction artistique : ANNE HEIDSIECK & BLUECOCKER

Rules writting: DOMINIQUE BODIN
Translation : FLORIAN SIRIEIX & LORÉDANA CHAILLOT

Proofreading and Rectification : SANDRA GRÈS

Thanks

Le chien bleu fait des léchouilles à Andrée FRANCES, Bruno DESH, Matthieu HALFEN, Alain BLAIZEAU, Jean-Emannuel 
GILBERT, Michel SCHOENACKER, Nathalie GEOFFRIN et Renaud CHAILLAT. Et un waouf à tous les «testeurs» du jeu.

À tous les testeurs du jeu qui ont eu la gentillesse de manipuler les meeples avec précaution, merci pour eux. Non, 
vraiment : Estelle, Ben, Gilles, AnneC, Cédric et les autres, c’était sympa. Et puis merci à ma famille, ma chérie Emilie 
et tous les amis qui me supportent pendant la création et le développement de mes jeux. À Nicholas qui m’a motivé à 

bosser sur le proto mais pas que, toute ma gratitude. Aux copains de Valmeinier sans qui ma culture ludique serait moins 
dense, et moins fun. Au chien bleu d’avoir bavé sur le jeu avant qu’il ne soit fini, ça m’a motivé à en faire un jeu...fini. Et un 

dernier pour Anne, qui a fait un travail d’imagination important, étant donnée la qualité des illustrations du prototype ! 
L’auteur Florian SIRIEIX

REMINDER OF ACTIONS SYMBOLS:

CREDITS

Gain a meeple 
or
For each meeple in that group 

The meeple is wounded during this 
action

Resources that you pay or 
receive during an action

Mood tickets to receive 
during an action

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

Move the countdown token once 
clockwise

Capture a human and place it in the 
prison of your village


