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POZOR! Povsimnéte si, ze na nékterych fadcich hraci poté, co maiji

vSechna policka daného radku zaskrtnuta, ziskavaji ve chvili, kdy by méli

ziskat dalsi takovy symbol, moznost zaskrtnout jiny uréeny symbol namisto

zisku mince.

PasaZéfi a posta

Pokud hra¢ ziskal béhem hry vice dvojic pasazér a post nez vsichni ostatni hradi, ziska na konci hry jako
bonus znovu body z fadku, na némz dosahl horsiho vysledku.

Priklad: Karel méa zaskrtnuto 7 pasazérd a 5 post. Ma tedy 5 dvojic. Pokud by ostatni hraci méli méné dvojic,
ziska na konci hry jako bonus znovu body za posty (kterych ma méné nez pasazérd) — tedy 6 vitéznych bod(i
(bodova hodnota 5 post).

Tovarny
Tovarny maji dva radky. Pfi zisku tovarmy si hra¢ maze zvolit, v kterém radku ji zaskrtne nebo jestli ziska
pasazéra, pokud uz ji ve vybraném radku ma zaskrtnutou.

Repa a cukrovar

Vsichni hradi maji za fepu 1 bod od zacatku i bez zaskrtnuti. V okamziku, kdy hra¢ ziska cukrovar, napise si
do prazdného poli¢ka cukrovaru nejvice vievo bodovou hodnotu, kterou mu praveé v tuto chvili pfinasi fepa.
Pozor! Celkovy pocet bodi z cukrovar( se séita (tj. nepocita se pouze policko nejvice vpravo).

Priklad: Karel zaskrtne prvni cukrovar ve chvili, kdy ma jiz zaskrtnuta 2 policka repy (tj. 3 body), do policka
cukrovaru nejvice vlevo tedy napiSe hodnotu ,,3“ Pri zaskrtnuti druhého cukrovaru ma jiz zaskrtnuto 5 policek
fepy (tj. 6 bodL), do druhého policky cukrovaru tedy zapise ,,6“. Pokud uz dalsi cukrovar neziska, bude mit za
cukrovary na konci hry 9 bod( (3+6).
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ATTENTION! Please note that some rows grant you an option to mark a different
indicated symbol instead of gaining a coin once all boxes in that row have been
marked.

Passengers and Mail
The player who has marked more pairs of Passengers and Mail boxes during the game than any other player
will gain the bonus Victory Points of the same value as their result on a line that earned them less points.

Example: Charles has marked 7 Passenger and 5 Mail boxes. Thus, he has 5 pairs. If he has the most pairs,
he will gain 6 Victory Points as a bonus, since such is the value of 5 Mail (the worse result of the two rows).

Factories

Factories have two rows. When a player collects a Factory symbol, they may decide in which row they want
to mark it or — if they already have marked in in at least one of the rows - if they want to mark a Passenger
instead.

Sugar Beet and Sugar Factory

All players have 1 point for Sugar Beet at the beginning of the game without marking any boxes. When a player
collects Sugar Factory symbol, they will immediately write its Victory Point value to the leftmost empty box of
Sugar Factory. The value corresponds to the number of Victory Points they would receive for a Sugar Beet row
should it be awarded at that very moment. Attention! Unlike other rows, the total Victory Points gained from
Sugar Factories are a sum of their values, not just the value of the rightmost marked box!

Example: Charles will collect his first Sugar Factory symbol in a moment when he already marked 2 boxes of
Sugar Beet (i.e. 3 points). Thus, he will write a number “3” to the leftmost Sugar Factory box. When he collects
his second Sugar Factory symbol, he has already marked 5 boxes of Sugar Beet (i.e. 6 points), so he will write
“6” to the second Sugar Factory box. If he will not collect any more Sugar Factories, he will be awarded with 9
points (3+6) for Sugar Factories at the end of the game.



