Banditos  

Spiele aus Timbuktu, 2002  

designed by Michael Schacht  

translated by Pitt Crandlemire  

Idea of the game  

The players earn their money by making Bandito raids. At the start, all the Banditos are four miles away from the banks. Mile cards are played in turn order so as to reduce that distance. The player who places the appropriate "4" mile card is finally able to rob a bank and get the dollars it holds. But you won't always have the necessary matching cards needed to reach that goal. Then, small gifts of money to the other players will help the right cards to come your way. At the end of the game, the player who makes off with the most dollars wins.  

Game material  

6 Start cards (0)  

24 Mile cards (1 to 4)  

9 "1" Dollar notes  

11 "2" Dollar notes  

11 "5" Dollar notes  

24 "6" to "9" Dollar notes  

Set-up
(also see the illustration on the reverse of the German rules)  

· Chose a dealer.  

· Lay out the start cards (0) side-by-side in a vertical column in the middle of the table. Each start card represents the beginning of a horizontal row.  

· Shuffle the mile cards thoroughly and deal an equal number to all players as their hands.  

· Each players gets 10 dollars in the following denominations: 1 x 1 dollar, 2 x 2 dollars and 1 x 5 dollars.
  

· A player's money is kept secret throughout the game. The remaining 1, 2 and 5 Dollar notes are sorted by denomination and set out face-up in the middle of the table. Players may make change as needed.  

· Shuffle the 6 to 9 Dollar notes and place them as a face-down stack.  

· Draw dollar notes from this stack and place one face-up to the left of each start card.  

· The player on the dealer's left begins.  

Course of a single round  

Play proceeds clockwise.  

On his turn, a player must, either  

1) Place a mile card or  

2) Offer a mile card for sale  

Instead a player may - if he wishes -   

3) Buy and then place a mile card.  

He is only allowed to choose one of these three possibilities.  

1) Place a mile card  

The player places one of the mile cards from his hand to the right side of the matching row.  

He can only do this, however, if it fits, i.e. it must be the next number in sequence and of the same color.  

Example: A player may play a red 1 after the red 0, the green 1 after the green 0, and the green 2 after the green 1. However, a player may not play the green 2 after the red 1 nor the green 3 after the green 1. If a player plays a 4, a robbery occurs (more on this later).  

2) Offer a mile card for sale  

The player selects one of the mile cards in his hand and lays it face-up in front of himself.  

He may only do this, however, if it could be legally played at that moment, i.e. it fits.  

Example: The red 1 has already been played in the red row. A player may offer the red 2 for sale because it could now be played after the 1. The red 3 could not yet be offered for sale because it cannot yet be played.  

A player may offer several cards for sale so long as they all fit as described above. 4's may not be sold.  

3) Buy and place a mile card  

A player may buy a mile card that has been offered for sale by another player, i.e. it must be lying face-up in front of that player. Other cards (i.e. cards still held in players' hands)  may not be purchased.
  

To buy a mile card from a player, you make an offer to him of a some amount of dollars.  

If the player accepts the offer, you take the card and immediately place it in the matching row.  

The owner of the card is not required to accept your offer, however, unless it meets the forced sale amount. The forced sale amount is a dollar amount equal to the number on the card.  

For example, the forced sale amount for a 1 card is 1 dollar, for a 3 card it is 3 dollars, etc.  

If the forced sale amount is offered, the purchase may not be rejected.  

A player may be interested in more than one "on sale" card during his turn and may attempt to negotiate prices with the various selling players.  

He may only buy one card, however.  

Requirement to take an action  

Important: There is an absolute requirement for a player to take an action if he is able to do so.  

A player must either place a card from his hand or offer one for sale from his hand if he is able to do so, even if he would prefer not to do so. Important: This requirement also applies to cards that a player has lying on sale in front of himself, i.e. if he cannot play a card from his hand or offer one for sale from his hand, he must take one of the cards that he had previously offered for sale (and which is still lying unpurchased in front of him) and play it to the appropriate matching row.  

If a player is unable to perform any of these actions, he must pass.  

Important: A player is not required to purchase a card from another player in order to be able to place a card.  

Robbery

At the start of the game, players are 4 miles away from the banks. In order to rob a bank of a particular color, the "1" to "3" cards of this color must have been played in that row. Then, this bank can be robbed by playing the "4" of that color. A bank can only be robbed with the "4". When you rob a bank, you take the dollar note (left of the row) at that bank.  

End of a single round  

As soon as any player has placed or sold all of his mile cards, the round ends immediately, even if it is not currently that player's turn.  

Set-up for the next round  

Set-up for the next round is the same as previously described except as noted below.  

· The dealer function passes to the next player.  

· The start cards (0) remain in place, the mile cards are shuffled again and redealt.  

· Each of the 6 rows is replenished with another dollar notes from the face-down stack, i.e. afterwards, there will be exactly one dollar note lying to the left of each row.  

[Trans. note: this rule implies that any dollar notes left at the end of the round are removed but the rules do not explicitly state that - PC]  

End of the game  

The game ends after 5 rounds. The player with the most dollars wins.  

Tactics  

The game always ends before all banks can be robbed. A player will thus always try, if he has one or more 4s, to rob the corresponding banks in time. He will usually gladly pay the forced sale amount in order to be able to play his 4. However, sometimes it is worthwhile for him to wait a turn because the selling player may be forced to play the desired card on his next turn and, thus, at no cost to the player holding the 4. Even if you don't have any 4s yourself, you can still make good money by selling the lower numbered cards to those players with 4s.  

[illustration on the reverse of the German rules]  

Pink row  

Black row  

Purple row  
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Yellow row  

Start cards [the column of 0s]  

The blue bank has already been robbed in the above layout example. The black bank could be robbed at any time. The only cards that could be offered for sale are: Pink 2, Purple 3, Green 1, and Yellow 2. Aside from the Black 4, these are also the only cards that could be placed at the moment.
