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The railroads have been 
built and the buffalo 
hunted almost to 
extinction.  Now the vast 
North American prairie 
lies open, waiting for the 
plow.  Do you have what 
it takes to start from 
scratch in this harsh 
new land? 
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Large four-colour playing board 

6 sets of colour-coded player markers 
6 “Prairie Almanac” reference sheets 

6 Mortgage Cards 
Over 600 markers for 

crops, livestock and other holdings 
120 Chance cards 
40 Harvest cards 
40 Event cards 
1 set of money 

1 die 
Rulebook 
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UPC Code:  81874901005-7    Item:  MHG01  Master:  6   
Inner Pack:  10.5” x 13.5” x 2.5”  Weight:  1.5 kg/3.3lbs 
Master Pack:  14” x 22” x 9”  Weight: 9 kg/20 lbs. 
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Constant action.  Players buy, plant, harvest, and draw cards simultaneously.  This 
minimizes downtime as players don’t have to wait while everyone else takes their turn, 
and means that a five or six-player game doesn’t usually take much longer than a two-
player game. 
 
Realistic simulation.  Four land regions represent different types of soil, climate, and 
topography.  Crops must be planted and harvested in season.  Market prices and crop 
yields vary within defined ranges.  Uncontrollable events (tornado, oil strike, etc.) can 
help or hinder, but seldom allow a poor strategy to defeat a good one.  The key to success 
is learning to manage risk and match the right crops and livestock to the conditions. 
 
Simplicity with freedom.  Strategy/simulation games are often complex to play, but not 
Sodbusters.  Play follows a regular, logical rhythm each turn, and ten-year olds can 
usually handle the sums in their heads.  Players have considerable control over their 
actions, which leads to many possible scenarios requiring governing rules.  Players 
SHOULD plan to spend at least a half-hour scanning the rules before playing for the first 
time, and to refer to the rules frequently during their first couple of games.  Suggested 
startup operations are provided to help first-timers. 
 
Can be played solitaire.  Players compete to buy land; otherwise, the game mechanics 
do not require multiple players. 
 
Variation.  More cards are provided than are needed for one game.  Thus specific events 
are not certain to occur and average yields will fluctuate from game to game. 
 
Friendly competition.  Players are not out to destroy or bankrupt each other.  In fact, 
they are free to cooperate as much as they wish.  Players are rarely forced to exit before 
the end of the game. 
 
Defined ending and playtime.  A standard game is twenty turns.  The game still ‘works’ 
if players agree to play more or fewer turns based on time available. 
 
Secondary goals.  Players who don’t win can still take satisfaction from retiring the 
mortgage and ending in the black, or beating a previous personal-best score. 
 
Education.  Whether they’re aware of it or not, players will be engaged in managing risk, 
calculating return on investment, using leverage, and planning and balancing a portfolio. 
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