
Trick of the Rails
English manual

Players: 3–5 / Age: 10 and above / Play time: 30 minutes

 Overview 
Trick of the Rails is a trick tacking game with the taste 
of the golden years of railways of America. The players 
are American investors who issue shares and keep their 
companies going all the while increasing their riches, aiming 
to become the king of railways of the century.

 Contents 
○ 50 Railway & Company card
Cards representing a railway or shares of a company.
On these cards you can find the following information:

Number……For game purposes. A 
number between 1 and 10.

Station value……Representing the 
value of the railway station. 10, 20, 
30 or 40.

Company……B&O, C&O, ERIE, NYC 
or PRR.

○ 5 start railway cards
The cards that  are  set  up from 
the beginning. There's one of each 
company, and they are labeled "St" for 
"Start".
For points purposes, they count as a 
Railway & Company share card.

○ 5 Exchange share cards
Company  share  ca rds  used  fo r 
exchanging. There is one for each 
company, and they are labeled "Ex" for 
"exchange".
For points purposes, they count as a 
Railway & Company share card.

○ 5 Locomotive cards
Cards representing the locomotives the companies own.
On these cards you can find the following information:

Cost……The cost necessary 
for the company to own the 
locomotive

Travel distance……
The distance the locomotive 
travels. This can be 3‒6 or 
labeled "All".

○ 3 City cards
These are special railway stations (not used in 5 player 
games). On these, you can find the following information:

Station name……the name of the 
station 

Station value……Representing the 
value of the railway station, just like 
on the Railway & Company share 
cards. 20, 30 or 40.

For points purposes, they count as a 
Railway & Company share card.

○ 3 Share reservation cards
Cards used to exchange for used 
shares (not used in 5 player games). 
Numbered 1–3

 Preparations 
First of all, you must create the starting railways and the 
Trick Lane.
○ The starting railways
Line up the five start railway cards in a vertical line. The 
horizontal lines will be each company's railway and is called 
"railway" in the game rules.
Shuffle all the "Railway & Company share" cards in a face 
down pile and deal the following number of cards to each 
player:
 3 players: 15 cards
 4 players: 11 cards
 5 players: 9 cards
Draw, one at a time, all the remaining "Railway & Company 
share" cards, and place them beside their respective 
company's start card, forming a horizontal line of cards 
for each company. That will be 5 cards in 3- and 5-player 
games, and 6 cards in 4-player games.
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○ Creating the trick lane
Shuffle the exchange share cards. In a 3 or 4 player game, 
also shuffle the city cards
Depending on the number of players, create a row of the 
exchange cards, city cards, locomotive cards and share 
reservation cards, as shown in the figure below. All cards 
should be face up, but the exchange cards and the city 
cards should be shuffled before making the lane, so their 
order is random. The order of the locomotive cards and 
share reservation cards is not random; it's as shown below 
(the gray 3, 4, 5, 6, ALL are the locomotive cards)

Creating the trick lane
・For 3 players
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・For 4 players
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・For 5 players
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* In a 4 player game, only 1 city and 1 reservation card is 
used. The others are put back in the box.

* In a 5 player game, the city cards and reservation cards 
are not used at all. Put them back in the box.

This line is called the Trick Lane. Each card represents what 
the trick is about.

The player who most recently rode on a steam engine 
becomes the first Lead Player.

 Flow of the game 
This is a follow-suit trick taking game. The game flows as 
follows:
1. The Lead player plays any card from his hand and places 

it near the middle of the table. This card is called the Lead.
2. All other players must in clockwise order play a card from 

their hand and put near the middle of the table. If they 
have at least one card of the same Company as the Lead, 
they must play such a card. This is called to Follow the 
Lead. A player who has NO cards of the same company as 
the Lead can play any card, but he can't pass.

3. When all players have played one card each, the player 
who played the highest numbered card with the Lead's 
company wins the trick.

4. What the winner does is decided by the leftmost card in 
the Trick Lane.

　・If it's an Exchange or a Railway & Company share card
The winner gains the card in question and places it 
before him as a company share. Then, if there is any 
Reservation cards left in the Trick Lane, the card that 
the winner played is placed in the lowest Reservation 
card's place, and the Reservation card is put back in the 
box. If there are no Reservation cards left in the Trick 
Lane, the winner's card is simply put back in the box.
All other players' played cards stay in front of them, as 
company share cards.

　・If it's a locomotive card
The winner places the locomotive card beside one of 
the companies (not as part of that company's railway). 
He cannot place it on a company that already has a 
locomotive.
When the locomotive is placed, with the winner 
beginning, each player puts his played card on one of 
the ends of the railway corresponding to the card's 
company.

　・If it's a city card
The winner places the city card on one of the ends of 
any company's railway. When he has done that, with 
the winner beginning, each player puts his played card 
on one of the ends of the railway corresponding to the 
card's company.

5. The winner becomes the new Lead Player and a new trick 
begins.

 Game end and victory conditions 
The game ends when all players have run out of cards. Each 
company's points is calculated as follows:

1. For each company, if the number of cards forming that 
company's railway is equal to or lower than the company's 
locomotive's distance (ALL means unlimited), then the 
station value on all the railway cards count as that 
company's profit. If the number of cards is greater than 
the locomotive's distance, then only the station values 
on as long a section of the railway as the locomotive's 
distance allows, count as that company's profit. Take the 
most valuable section, but it must be a connected section 
of the railway, not just the cards with highest station 
value.

2. Each company's share value is the company's profit minus 
the cost for the company's locomotive. If the result is 
negative, it counts as zero.

3. Each share in from of each player is worth as much as the 
corresponding company's share value.

The player with the highest combined share value is declared 
the winner. In case of a tie, it's a tied victory.

 Optional rule 
Once you get used to the game, when you form the Trick 
Lane, you can shuffle the Cities and Locomotive cards 
together and distribute them randomly.

Thank you for buying this game. Any comments can be sent 
to okazubrand@gmail.com
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