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2 PLAYERS - AGES 8+

Each player in Circle the Wagons is fixin' to
build up their own boomtown, but only
one'll build the best in the West!

COMPONENTS

18 cards with territories on the front side
and scoring conditions on their reverse
side.

SETUP
Shuffle the cards and randomly place 3 in
the center of the table with their scoring
conditions face-up. These 3 cards show the
special scoring conditions that apply to this
game.

Place the remaining 15 cards with their ter-
ritories face-up in a circle around the 3
center cards.

Choose a player to go first. The second
player chooses any card around the circle
to be the starting card for the first player.
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TERRITORIES

A territory is defined as a
rectangular quadrantin one
of the six land types: desert,
forest, mountains, plains,
snow or water. Each card
has four territories on it.
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BUILDING YOUR TOWN

Your turn consists of drafting a card from
the circle and then placing it in your
boomtown.

When placing your first card, simply posi-
tion itin front of you to begin building your
town. Each time you draft a new card, you
must place it so at least one territory edge
meets an existing territory edge in your
town or so that it covers a territory (or mul-
tiple territories) with your new card.

You may not place a card so that it only
connects to your town by a corner.

You may place a card upside down, but
you may not place a card on its side.

You may not “tuck” a card
under an existing territory.
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ORAFTING A CARD

If you are the first player, you will either:
take the first card OR, moving clockwise
around the circle, skip to take the card of
your choice.

For each card you skip, you must give that
card to your opponent as a free card. Play-
ers cannot refuse free cards.

Once you have selected your card, place it
in your town and your turn is over.

Your opponent must then place any free
cards they received (placing them in their
town in the order they appeared, clockwise
in the the circle).

After cards are placed, play passes to your
opponent.

Play continues until all cards have been
drafted and placed. When the last card
has been placed, the game ends and
scores are tallied.
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