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About game plus historical detail: Star Wars: Rebellion is a board game of conflict between the Galactic Empire and Rebel Alliance for two to four players. I played two-opponents variant and it seems to me this is the most interesting option. In Rebellion, you control the entire Galactic Empire or the fledgling Rebel Alliance. You must command
starships, account for troop movements, and rally systems to your cause. Given the differences between the Empire and Rebel Alliance, each side has distinct victory conditions, and you’ll need to adjust your play style depending on who you represent The game is featuring more than 150 plastic miniatures - a true feast for mini-lovers - and has two
game boards that account for thirty-two of the Star Wars galaxy’s most notable systems. With this we can safely say that Rebellion features a scope that is as large and sweeping as any Star Wars game before it. Still, the game remains intensely personal, cinematic, and heroic. As much as your success depends upon the strength of your starships,
vehicles, and troops, it depends upon the individual efforts of such notable characters as Leia Organa, Mon Mothma, Grand Moff Tarkin, and Emperor Palpatine. Plus a great deal of cunning, bluffing, forward planning and oftentimes - scarifying your forces. The secret missions your leaders may attempt will evoke many of the most inspiring moments
from the classic trilogy - again, a very thematic element. You might send Luke Skywalker to receive Jedi training on Dagobah or have Darth Vader spring a trap that freezes Han Solo in carbonite. Would you stand-up to the task and manage to prevail against odds, leading the Empire or Rebels to victory over the determined enemy forces? Number of
players: For me personally this is truly great 2-player game. There is possibility to organize a session with 4 players but I do not see that so exciting as pure duel. Playing time: The initial games can take around 3 hours - of course, unless a sudden death will not happen and Empire quickly finds & crushes the Rebels. Long term, it should not take more
than 2 hours. Complexity: The base game is not overly complex or complicated - a lot of additional possibilities and decisions will come from the components and what they allowing for. Of course, you need to account for two sets of different actions as this position is beautifully asymmetric! What I like: Theme & Star Wars background - I could not
resist calling this out as one of the game key advantages. The full Star Wars saga with all the key personnel of initial Trilogy is here and adds so much needed background and chrome to the game. Of course, we have seen many games where the known title was the only good aspect, but here that is not the case. Why? Because we are getting
fantastically asymmetric title. In that game the player commanding Rebellion really has to have steel nerves, disregarding to some extent what is going on the map and meticulously working on reputation. On the other hand Empire tries to grow its forces ASAP and chase wherever possible the traces of insurgency. How to achieve the victory - Now,
that is a really neat mechanics which I appreciate highly. For Rebellion, the reputation starts at 14 and decreases each time they perform some valiant feats; turn marker starts of course at 1 and grows in traditional way - by one after each turn. When those both values meet, the game is finished in Rebellion victory. In theory, you could disregard the
reputation at all and after 14 turns you win. But the Empire will then have plenty of time to find and destroy the revolutionary base - which in effect will give them the victory. Components quality - while I am not special fan of miniatures, here they are really beautiful and very well add to the game theme. The detailed Death Star is one of many
examples - FFG as always delivers best quality in that aspect. What I do not like or would like to see in the game: Maybe not a huge disadvantage, but with time the experienced players get huge advantage over newbies - also the game might become slightly repetitive. Fortunately, we have expansions which add so much to the title but this is for
another article. For whom? First and foremost - surprise, surprise! - for the fans of Star Wars. Still, in this game the chrome connected with this franchise is not a cover, but a great addition to fantastic, tense and engaging mechanics! More about the game: Some of the session reports And now let us have a look at the components - all pictures from
my actual games: The empire attacks - The Death Star being the pinnacle of its technological advances. The rebellion forces are growing with each turn but the true question is - where they are located? One of our games I had pleasure to play with Kuba G. Very tense and this time my Rebels prevailed. The game is very interesting and have fantastic
bluff mechanics. True, when playing Rebellion you need to immediately throw away any hopes for an even fight in the space and focus mainly on reputation and defenses of your base. Sometimes survival is more important than glory. As Empire, you need to choose wisely your axis of advance and be careful with spreading your forces too thin. All in
all, great asymmetric game which I highly recommend! Do you have what it takes to defeat the dark side? Can you eliminate the Rebel scum? Join us as we take a look at the fantastic Star Wars Rebellion from Fantasy Flight Games. Star Wars is one of the most beloved movie franchises ever made. To date, there have been eight feature films, not to
mention loads of cartoons, comics, books, and expanded universe content. Star Wars is a powerhouse intellectual property that sells millions of toys, clothes, and merchandise each year. As such, the Star Wars license is fertile ground for apparent cash-grabs disguised as board games. Star Wars Monopoly, Star Wars Clue, Star Wars Tatooine Twister,
Star Wars Jedi Force Jump Hopscotch, Star Wars Don’t Wake “Luke, I am your” Daddy, Star Wars Obi-Uno Kenobi, the possibilities are endless. Being a moderate fan of the franchise and an enormous fan of hobby games, it is with great trepidation and wariness that I approach a board game with the Star Wars brand. Is it more than just an ordinary
game with the Star Wars license slapped on it? Can it truly tap into the feeling of the franchise? Is the game truly about Star Wars? I'm happy to report that Star Wars: Rebellion not only fits the theme, it NAILS it. Star Wars: Rebellion is a 2-4 player asymmetrical tactical strategy game set in the universe of the original trilogy that pits the Rebellion
against the Empire. Make no mistake, Star Wars Rebellion is an epic game, both in its scope and its size. The game comes with two full-size game boards that encompass the entire Star Wars galaxy, from Alderaan to Yavin. (as well as my entire dining room table). The games comes complete with loads of miniatures: X-wings, TIE fighters, star
destroyers, AT-ST and AT-AT’s, even three different Death Stars. (one of them uncompleted that you may find is “fully operational.”) You might think that with all these miniatures that Star Wars Rebellion is just another Ameritrash-style dice-chucker war game, but you’d be sorely mistaken. While dice-based combat is a part of the game, the game is
as much about strategy and deduction as it is combat tactics. Let’s take a closer look at the gameplay. How To Play Star Wars: Rebellion While there is certainly a lot going on in Star Wars Rebellion, the bulk of the gameplay revolves around the “leader” system. Each player starts with four leaders, but will have the opportunity to recruit more on
successive turns. These leaders are famous characters from the original Star Wars trilogy, like Darth Vader, Han Solo, Boba Fett, etc. Leaders are used to either achieve specific missions, counter opposing player missions, or move troops across the board. At the beginning of each round, each player secretly either assigns their leaders to missions
chosen from their hand of mission cards or leaves them in their “leader pool” to be used for moving troops or countering opposing missions. Once a leader has been assigned to a mission, it cannot be used for anything else that round. Each mission has a specific skill required to attempt it, be it diplomacy, intel, special ops, or logistics. In order to
attempt a mission, the leader(s) assigned to the mission must collectively meet those skill requirements. For example, you cannot send Chewbacca to “Establish Trade Relations” because while Chewbacca excels at special ops (fighting), he’s not exactly very diplomatic. After each player has secretly assigned their leaders to whichever missions they
want to attempt this round, players take turns revealing their missions and activating leaders. Whenever a player attempts a mission with one of their leaders, the opposing player can send one leader from their available leader pool to oppose it if they possess the requisite skills needed, for example, sending Han Solo to counter Boba Fett’s attempt to
“Capture Rebel Operative” If a mission goes unopposed, it automatically succeeds, and the player reaps the rewards listed on the card. Some missions will also specifically say “resolve” as opposed to “attempt.” These missions cannot be opposed. When a mission is opposed, players roll dice matching the number of the appropriate icons their leaders
have in the specified mission skill. The player attempting the mission must roll more ‘hits’ than the opposer, with the ‘double lightsaber’ face counting as two hits. Moving Troops in Star Wars: Rebellion Leaders are also needed in order to move forces across the galaxy. In order to move troops, a player places that leader in a specific system, then
moves any number of their forces in adjacent systems to that system. Each side has both ground units and space units. True to form, in order for ground units (or TIE fighters, which don’t have hyperspace capability) to move from planet to planet, they’ll need to be transported by a larger ship that can carry them. The larger the ship is, the more units
it can take with it. For example, a Super Star Destroyer can carry two more troops than a regular Star Destroyer. (indicated by the number in the bottom left of the ship icon). Once each player has used all of their leaders to achieve missions or move troops, the round is completed and they enter the refresh phase. All leaders are returned to their
respective leader pools and each player draws two new mission cards. A few faction-specific actions (which I will get to in a bit) also take place, the time marker is advanced, and any available new units can be deployed. Let’s take a look at how units are obtained. Production Some rounds will involve building new units. Each populous planet is
capable of producing units indicated by icons that correspond to specific units on the player board. Planets capable of production will produce units depending on its current loyalty. For example, a Rebel planet with a blue triangle may produce an X-wing, while an Empire planet with the same symbol would produce a TIE fighter. Units are placed on
space 1, 2, or 3 of the building queue according to the indicated planetary marker. This signifies the number of rounds before those units are available to be deployed. During the refresh phase, any units currently on the “1” space can then be deployed, while all the other units get shifted down in the queue. A player’s new units can be deployed to any
planet currently loyal to them that doesn’t currently have any enemy units or where production hasn’t been sabotaged by those pesky rebels. How to Win Star Wars: Rebellion I mentioned some faction-specific actions earlier. Before I get into those, we’ll need to take a look at the two sides. This is an asymmetric game, meaning that each side plays
the game differently. In Star Wars Rebellion, even the victory conditions are asymmetric. The Rebellion wins whenever the turn marker and the Rebel influence marker meet. Rebel influence is gained by achieving specific objective cards, for instance, having Rebel loyalty in at least six systems or blowing up the Death Star. The Rebel player draws
one new objective card each round as a part of the refresh phase. Many of the Rebel missions involve manipulation of this objective deck, as the really valuable objectives start out towards the bottom of the deck. The Empire player wins by simply finding the Rebel base and destroying it. At the beginning of the game after the initial setup, the Rebel
player will choose one planet card from the “probe deck” to serve as the hidden rebel base. The probe deck consists of every planet on the board with the exception of Coruscant and the other starting Empire systems. They will keep this card for the remainder of the game, (unless they choose to relocate their base), then shuffle the probe deck and
give it to the Empire player. During each refresh phase, the Empire player gets to “launch probe droids” by drawing two cards from the probe deck. This will help the Empire player to slowly but surely narrow down where those dirty Rebels are hiding. The first few rounds will also direct you to recruit new leaders, done so by drawing two cards from
a faction-specific deck, and choosing which leader to recruit. Each leader will come with a one-time special ability that can be triggered at the appropriate time indicated on the card. Combat Of course, it wouldn’t be Star Wars without some epic battles. Whenever a player enters a system with enemy forces, combat is triggered. First, any space
battles are resolved, followed by ground battles. The combat system is a little complex, so I won’t go too in depth into it. Essentially, players roll dice according to what ships/units are attacking and using tactic cards gained by participating leaders. For more information on how combat works, check out this great video by Q and A gaming (particularly
around the 16:35 minute mark). What I Dislike about Star Wars: Rebellion Playtime: This game is ambitiously epic in its size, scope, and play. You can expect a first-time game of this to take at least 3-4 hours. However, unlike some other long games, Star Wars Rebellion never feels like it overstays its welcome. It has an excellent pacing, and it never
seems to take as long as it does because you are consistently mentally engaged. Player count: While the game says 2-4 players, it is really just a 2-player game. The team variant just divides each turn in half, with each player just playing half of a turn. Combat: While I have no issue with dice-based combat, the way that this game goes about it can get
convoluted and over-complicated. I understand the design choices, but I just wish that the combat was more streamlined. Fortunately, combat is almost an afterthought. The bulk of the game is the strategic planning, deduction, and the cat-and-mouse game between the Rebellion and Empire. A skilled Rebellion player will slyly avoid combat most of
the time. What I Like about Star Wars: Rebellion Theme: Wow! Where do I begin? This game NAILS the theme of Star Wars. When playing as the Rebels, you instantly feel outnumbered and outmatched. When playing as the Empire you command massive forces, but are subject to the guerilla warfare tactics of the pesky Rebels. The missions are
incredibly thematic, from sending Luke Skywalker to train with Yoda on Dagobah, to Darth Vader capturing and interrogating Princess Leia. The twist is that you don’t have to directly follow the movie script. I've had games where Wedge blew up the Death Star, Chewbacca got turned to the Dark Side, Leia became a Jedi, Boba Fett captured Admiral
Ackbar, etc. You get to essentially create your own Star Wars alternate history using all of your favorite iconic Star Wars characters. Choices: It’s said that a good strategy game involves difficult decisions. The leader system does this exquisitely. Which leaders do you send out on missions? Which do you hold back to counter your opponent or
command forces? Where do you want to hide the Rebel base? Where should you deploy and move your forces? The choices are incredibly difficult and brain-burning You're constantly trying to anticipate and outguess your opponent. This game keeps you mentally engaged from beginning to end. Components: The boards are massive, but well designed.
The iconography, though it takes a while to grasp, makes sense and is easily identified. The miniatures are well-designed and of good quality. While the game would certainly work with just cardboard chits, there’s something incredibly satisfying about moving fleets of ships, battalions of ground troops, and of course that incredible Death Star. Final
Thoughts: This game is amazing. It is the Star Wars game that I've been waiting for, the one that puts me squarely into the universe and makes me feel like I'm a part of it. The thematic elements are off the charts, and the gameplay is incredibly rewarding. While the combat could be a little streamlined and the listed player count is somewhat
disingenuous, this is an awesome game that I can’t ever see leaving my collection. Even with its 3-4 hour playtime, I've still gotten in twelve plays of this game. In short, if you're a Star Wars fan or even just a fan of well-designed tactical games, these are the droids you're looking for. BUY THIS GAME. Game using playing cards as the primary device
For other uses, see Card game (disambiguation). The Card Players, 17th-century painting by Theodoor Rombouts A card game is any game that uses playing cards as the primary device with which the game is played, whether the cards are of a traditional design or specifically created for the game (proprietary). Countless card games exist, including
families of related games (such as poker). A small number of card games played with traditional decks have formally standardized rules with international tournaments being held, but most are folk games whose rules may vary by region, culture, location or from circle to circle. Traditional card games are played with a deck or pack of playing cards
which are identical in size and shape. Each card has two sides, the face and the back. Normally the backs of the cards are indistinguishable. The faces of the cards may all be unique, or there can be duplicates. The composition of a deck is known to each player. In some cases several decks are shuffled together to form a single pack or shoe. Modern
card games usually have bespoke decks, often with a vast amount of cards, and can include number or action cards. This type of game is generally regarded as part of the board game hobby. Games using playing cards exploit the fact that cards are individually identifiable from one side only, so that each player knows only the cards they hold and not
those held by anyone else. For this reason card games are often characterized as games of "imperfect information"—as distinct from games of perfect information, where the current position is fully visible to all players throughout the game.[1] Many games that are not generally placed in the family of card games do in fact use cards for some aspect
of their play. Some games that are placed in the card game genre involve a board. The distinction is that the play in a card game chiefly depends on the use of the cards by players (the board is a guide for scorekeeping or for card placement), while board games (the principal non-card game genre to use cards) generally focus on the players' positions
on the board, and use the cards for some secondary purpose. The earliest European mention of playing cards appears in 1371 in a Catalan language rhyme dictionary.[2] This suggests that cards may have been "reasonably well known" in Catalonia (now part of Spain) at that time, perhaps introduced as a result of maritime trade with the Mamluk
rulers of Egypt.[3] It is not until 1408 that the first card game is described in a document about the exploits of two card sharps; although it is evidently very simple, the game is not named. In fact the earliest game to be mentioned by name is Karnoffel, first mentioned in 1426 and which is still played in several forms today, including Bruus, Kniiffeln,
Kaiserspiel and Styrivolt. Ronfa and Condemnade are also recorded during the 15th century.[4] Since the arrival of trick-taking games in Europe in the late 14th century, there have only been two major innovations. The first was the introduction of trump cards with the power to beat all cards in other suits.[5] Such cards were initially called trionfi
and first appeared with the advent of Tarot cards in which there is a separate, permanent trump suit comprising a number of picture cards.[5] The first known example of such cards was ordered by the Duke of Milan around 1420 and included 16 trumps with images of Greek and Roman gods.[6] Thus games played with Tarot cards appeared very
early on and spread to most parts of Europe with the notable exceptions of the British Isles, the Iberian Peninsula, and the Balkans.[7] However, we do not know the rules of the early Tarot games; the earliest detailed description in any language being those published by the Abbé de Marolles in Nevers in 1637.[8][9] The concept of trumps was
sufficiently powerful that it was soon transferred to games played with far cheaper ordinary packs of cards, as opposed to expensive Tarot cards. The first of these was Triomphe, the name simply being the French equivalent of the Italian trionfi. Although not testified before 1538, its first rules were written by a Spaniard who left his native country for
Milan in 1509 never to return; thus the game may date to the late 15th century.[10][11][12] Others games that may well date to the 15th century are Gleek, Pochen - the game of Bocken or Boeckels being attested in Strasbourg in 1441[13] - and Thirty-One, which is first mentioned in a French translation of a 1440 sermon by the Italian, Saint
Bernadine, the name actually referring to two different card games: one like Pontoon and one like Commerce.[14] In the 16th century printed documents replace handwritten sources and card games become a popular topic with preachers, autobiographists and writers in general. A key source of the games in vogue in France and Europe at that time
is Francgois Rabelais, whose fictional character Gargantua played no less than 30 card games, many of which are recognisable. They include: Aluette, Béte, Cent, Coquimbert, Coucou, Flush or Flux, Gé (Pairs), Gleek, Lansquenet, Piquet, Post and Pair, Primero, Ronfa, Triomphe, Sequence, Speculation, Tarot and Trente-et-Un; possibly Rams, Mouche
and Brandeln as well.[15] Girolamo Cardano also provides invaluable information including the earliest rules of Trappola. Among the most popular were the games of Flusso and Primiera, which originated in Italy and spread throughout Europe, becoming known in England as Flush and Primero.[9] In Britain the earliest known European fishing game
was recorded in 1522.[16] Another first was Losing Loadum, noted by Florio in 1591, which is the earliest known English point-trick game.[17] In Scotland, the game of Mawe, testified in the 1550s, evolved from a country game into one played at the royal Scottish court, becoming a favorite of James VI.[18] The ancestor of Cribbage - a game called
Noddy - is mentioned for the first time in 1589, "Noddy" being the Knave turned for trump at the start of play.[19] The 17th century saw an upsurge in the number of new games being reported as well as the first sets of rules, those for Piquet appearing in 1632 and Reversis in 1634.[9] The first French games compendium, La Maison Académique,
appeared in 1654 and it was followed in 1674 by Charles Cotton's The Compleat Gamester, although an earlier manuscript of games by Francis Willughby was written sometime between 1665 and 1670.[20] Cotton records the first rules for the classic English games of Cribbage, a descendant of Noddy, and Whist, a development of English Trump or
Ruff (‘ruff' then meaning 'rob') in which four players were dealt 12 cards each and the dealer 'robbed' from the remaining stock of 4 cards.[21] Piquet was a two-player, trick-taking game that originated in France, probably in the 16th century and was initially played with 36 cards before, around 1690, the pack reduced to the 32 cards that gives the
Piquet pack its name. Reversis is a reverse game in which players avoid taking tricks and appears to be an Italian invention that came to France around 1600 and spread rapidly to other countries in Europe.[9] In the mid-17th century, a certain game named after Cardinal Mazarin, prime minister to King Louis XIV, became very popular at the French
royal court. Called Hoc Mazarin, it had three phases, the final one of which evolved into a much simpler game called Manille that was renamed Comete on the appearance of Halley's Comet in 1682.[22] In Comete the aim is to be first to shed all one's hand cards to sequences laid out in rows on the table. However, there are certain cards known as
'stops' or hocs: cards that end a sequence and give the one who played it the advantage of being able to start a new sequence. This concept spread to other 17th and 18th century games including Poque, Comete, Emprunt, Manille, Nain Jaune and Lindor,[23][24] all except Emprunt being still played in some form today. It was the 17th century that
saw the second of the two great innovations being introduced into trick-taking games: the concept of bidding.[5] This first emerged in the Spanish game of Ombre, an evolution of Triomphe that "in its time, was the most successful card game ever invented."[25] Ombre's origins are unclear and obfuscated by the existence of a game called Homme or
Béte in France, ombre and homme being respectively Spanish and French for 'man'. In Ombre, the player who won the bidding became the "Man" and played alone against the other two. The game spread rapidly across Europe, spawning variants for different numbers of players and known as Quadrille, Quintille, Médiateur and Solo. Quadrille went
on to become highly fashionable in England during the 18th century and is mentioned several times, for example, in Jane Austen's Pride and Prejudice. The first rules of any game in the German language were those for Riimpffen published in 1608 and later expanded in several subsequent editions. In addition, the first German games compendium,
Palamedes Redivivus appeared in 1678, containing the rules for Hoick (Hoc), Ombre, Picquet (sic), Rimpffen and Thurnspiel. The evolution of card games continued apace, with notable national games emerging like Briscola and Tressette (Italy), Schafkopf (Bavaria), Jass (Switzerland), Mariage, the ancestor of Austria's Schnapsen and Germany's
Sixty-Six, and Tapp Tarock, the progenitor of most modern central European Tarot games. Whist spread to the continent becoming very popular in the north and west. In France, Comet appeared, a game that later evolved into Nain Jaune and the Victorian game of Pope Joan. Preferans, a trick-taking card game version popular in Croatia Card games
may be classified in different ways: by their objective, by the equipment used (e.g. number of cards and type of suits), by country of origin or by mechanism (how the game is played). Parlett and McLeod predominantly group cards games by mechanism of which there are five categories: outplay, card exchange, hand comparison, layout and a
miscellaneous category that includes combat and compendium games. These are described in the following sections.[26] Easily the largest category of games in which players have a hand of cards and must play them out to the table. Play ends when players have played all their cards.[26] See also: List of trick-taking games Trick-taking games are the
largest category of outplay games. Players typically receive an equal number of cards and a trick involves each player playing a card face up to the table - the rules of play dictating what cards may be played and who wins the trick.[27] There are two main types of trick-taking game with different objectives. Both are based on the play of multiple
tricks, in each of which each player plays a single card from their hand, and based on the values of played cards one player wins or "takes" the trick. In plain-trick games the aim is to win a number of tricks, a specific trick or as many tricks as possible, without regard to the actual cards. In point-trick games, the number of tricks is immaterial; what
counts is the value, in points, of the cards captured.[27] Many common Anglo-American games fall into the category of plain-trick games. The usual objective is to take the most tricks, but variations taking all tricks, making as few tricks (or penalty cards) as possible or taking an exact number of tricks. Bridge, Whist and Spades are popular examples.
Hearts, Black Lady and Black Maria are examples of reverse games in which the aim is to avoid certain cards. Plain-trick games may be divided into the following 11 groups:[27] Whist group. A standard Whist pack is used with cards ranking in their natural order and four players playing in partnerships of two. Usually a trump suit is nominated
through turning a card or bidding and the aim is to win as many tricks as possible. No trump games. As above but there is no trump suit. Put group. In Put, tricks are won by the highest card regardless of suit. Treys are usually highest. Last trick group. The player who makes the last trick wins (or loses) the hand. Trump group. Either trump games in
which fewer cards are dealt (e.g. 5) or in which there are chosen suits. Ombre group. Ombre introduced one of the two most significant features in the history of card games: bidding. Other common characteristics of this family are 3 matadors and a talon of undealt cards. Boston group. Games of the Boston group are played like Whist, but players
form alliances of two or three players depending on the outcome of bidding. Auction Whist group. Auction or Bid Whist games involved fixed partnerships and an auction to determine the contract to be played. Preference group. Games of the Préférence family are typically for three players who 10 cards each from a 32-card pack and bid to play alone
against the other two. Exact bidding group. Players bid the exact number of tricks they expect to take and must achieve that to win. Multi-trick group. Mostly Oriental games in which several cards may be led to a trick at once. However, some European games of the trump group, such as Bruus, also include this feature. Point-trick games are all
European or of European origin and include the Tarot card games. Individual cards have specific point values and the objective is usually to amass the majority of points by taking tricks, especially those with higher value cards. There are around nine main groups:[27] Tarot games. All Tarot games use Tarot cards for their original purpose of playing
games and are either French- or Spanish-suited. The tarots form a special trump suit and the counting cards are the highest, second highest and lowest trumps along with the court cards. There are usually bonuses for certain feats or card combinations and most games have multiple contracts which the players may bid for. Notable examples include
German Cego, Austrian Tarock, French Tarot and Italian Minchiate. Manille group. A small group of mainly French and Spanish games originating in "Malille" characterized by the top card being the 9 in Spanish games or the 10 in Belgian and French games. Additional counters are the AKQJ. Couillon group. A small group from the Benelux countries
in which the counters and highest cards are the ace (4), king (3), queen (2) and jack (1). A typical member is Luxembourgisch Konter a Matt. Trappola group. This family is virtually extinct. Its progenitor, Trappola, was a Venetian game that emerged in the 1500s and was played with a special pack that is still available from Piatnik today. The counters
are the ace (6), king (5), knight (4) and jack (3). There were bonuses for certain trick-winning feats. All fours group. Based on the old English game of all fours in which there were game points for High (highest trump), Low (lowest trump), Jack (of trumps) and Game (most card points). Surviving members of the group include American Pitch, British
Phat and Irish Don. Ace-ten games. The ace-ten family includes most of the national games of Europe including German Skat, French Belote, Dutch Klaverjas, Austrian Schnapsen, Spanish Tute, Swiss Jass, Portuguese Sueca, Italian Briscola and Czech Marias. Pinochle is an American example of French or Swiss origin. Ace-ten games may be further
subdivided into the Schafkopf group, marriage group (which includes the Jass group), the Sedma group and the German Tarok group (which includes American games like frog and six-bid solo. Tresette group. Tressette is an Italian game with the odd card ranking of 32AKQJ7654. Aces count 1 point, treys, deuces and courts are worth 1/3 point each.
Most are Italian variants of Tressette, but Les Quatre Sept is played in Canada. Reverse games. Historically the most significant was Reversis, now rarely played. The best known reverse game today is Black Lady, often called Hearts although that name also refers to a simpler reverse game. Reverse games often feature in compendium games.
Miscellaneous games. These include small families of Oriental games such as the King-Ten-Five group, in which the counters are the kings and tens (10 each) and fives (5), and Picture group, in which the AKQJT are worth 1 point each and in which Elfern is the only Western example. Of historical interest are Gleek and Penneech, while Cucco is one
played with a special Cucco pack. In beating games the idea is to beat the card just played if possible, otherwise it must be picked up, either alone or together with other cards, and added to the hand. In many beating games the objective is to shed all one's cards, in which case they are also "shedding games". Well known examples include Crazy
Eights, Mau Mau, Durak, and Skitgubbe.[28] This is a small group whose ancestor is Noddy, now extinct, but which generated the far more interesting games of Costly Colours and Cribbage. Players play in turn and add the values of the cards as they go. The aim is to reach or avoid certain totals and also to score for certain combinations.[29] "Fishing
game" redirects here. For the video game genre, see Fishing video game. In fishing games, cards from the hand are played against cards in a layout on the table, capturing table cards if they match.[30] Fishing games are popular in many nations, including China, where there are many diverse fishing games. Scopa is considered one of the national
card games of Italy. Cassino is the only fishing game to be widely played in English-speaking countries. Zwicker has been described as a "simpler and jollier version of Cassino", played in Germany.[31] Tablanet (tabli¢) is a fishing-style game popular in Balkans. Main article: Matching game The object of a matching (or sometimes "melding") game is to
acquire particular groups of matching cards before an opponent can do so. In Rummy, this is done through drawing and discarding, and the groups are called melds. Mahjong is a very similar game played with tiles instead of cards. Non-Rummy examples of match-type games generally fall into the "fishing" genre and include the children's games Go
Fish and Old Maid. In games of the war group,[32] also called "catch and collect games" or "accumulating games", the object is to acquire all cards in the deck. Examples include most War type games, and games involving slapping a discard pile such as Slapjack. Egyptian Ratscrew has both of these features. Climbing games are an Oriental family in
which the idea is to play a higher card or combination of cards than the one just played. Alternatively a player must pass or may choose to pass even if able to beat. The sole Western example is the game of President, which is probably derived from an Asian game.[33] Card exchange games form another large category in which players exchange a
card or cards from their hands with table cards or with other players with the aim, typically, of collecting specific cards or card combinations. Games of the rummy family are the best known. In these games players draw a card from stock, make a move if possible or desired, and then discard a card to a discard pile. Almost all the games of this group
are in the rummy family, but Golf is a non-rummy example.[34] As the name might suggest, players exchange hand cards with a common pool of cards on the table. Examples include Schwimmen, Kemps, James Bond and Whisky Poker. They originated in the old European games of Thirty-One and Commerce. A very old round game played in different
forms in different countries. Players are dealt just one card and may try and swap it with a neighbor to avoid having the lowest card or, sometimes, certain penalty cards. The old French game is Coucou and its later English cousin is Ranter Go Round, also called Chase the Ace and Screw Your Neighbour. A family of such games played with special
cards includes Italian Cucl, Scandinavian Gnav, Austrian Hexenspiel and German Vogelspiel. Games involving collecting sets of cards, the best known of which is Happy Families. Highly successful is its German equivalent, Quartett, which may be played with a Skat pack, but is much more commonly played with proprietary packs. Games involving
passing cards to your neighbors. The classic game is Old Maid which may, however, be derived from German Black Peter and related to the French game of Vieux Garcon. Pig, with its variations of Donkey and Spoons, is also popular. See also: Patience and solitaire games Most patience or card solitaire games are designed to be played by one player,
but some are designed for two or more players to compete.[26] Patience games originated in northern Europe and were designed for a single player, hence its subsequent North American name of solitaire. Most games begin with a specific layout of cards, called a tableau, and the object is then either to construct a more elaborate final layout, or to
clear the tableau and/or the draw pile or stock by moving all cards to one or more discard or foundation piles.[26] In competitive patiences, two or more players compete to be first to complete a patience or solitaire-like tableau. Some use a common layout; in others each player has a separate layout.[26] Popular examples include Spite and Malice,
Racing Demon or Nerts, Spit, Speed and Russian Bank.[35] The most common of these is Card Dominoes also known as Fan Tan or Parliament in which the idea is to build the four suits in sequence from a central card (the 7 in 52-card games or the Unter in 32-card packs). The winner is the first out and the loser the last left in holding cards.[26]
Hand comparison games, also called comparing card games, are mostly gambling games that use cards. Players lay their initial stakes, are dealt cards, may or may not be able to exchange or add to them, and may or may not be able to raise their stakes, and the outcome is decided by some form of comparison of card values or combinations. The main
groups are vying and banking games. A smaller mainly Oriental group are partition games in which players divide their hands before comparing. Vying games, are those in which players bet or "vie" on who has the best hand. The player with the best combination of hand cards in a "showdown", or the player able to bluff the others into folding, wins
the hand. Easily the best known of the group around the world is Poker, which itself is a family of games with over 100 variants. Other examples include English Brag and the old Basque game of Mus. Most may be classified as gambling games and, while they may involve skill in terms of bluffing and memorizing and assessing odds, they involve little
or no card playing skill.[36] See also: List of poker variants Poker is a family of gambling games in which players bet into a pool, called the pot, the value of which changes as the game progresses that the value of the hand they carry will beat all others according to the ranking system. Variants largely differ on how cards are dealt and the methods by
which players can improve a hand. For many reasons, including its age and its popularity among Western militaries, it is one of the most universally known card games in existence. These are gambling games played for money or chips in which players compete, not against one another, but against a banker. They are commonly played in casinos, but
many have become domesticized, played at home for sweets, matchsticks or points. In casino games, the banker will have a 'house advantage' that ensures a profit for the casino. Popular casino games include Blackjack and Baccarat, while Pontoon is a cousin of Blackjack that emerged from the trenches of the First World War to become a popular
British family game.[37] These games do not fit into any of the foregoing categories. The only traditional games in this group are the compendium games, which date back at least 200 years, and Speculation, a 19th century trading game. Compendium games consist of a sequence of different contracts played in succession. A common pattern is for a
number of reverse deals to be played, in which the aim is to avoid certain cards, followed by a final contract which is a domino-type game. Examples include: Barbu, Herzeln, Lorum and Rosbiratschka. In other games, such as Quodlibet and Rumpel, there is a range of widely varying contracts. A new genre not recorded before 1970, most of which use
proprietary cards of the collectible card game type (see below). The earliest example is Cuttle[38] and the best known is Magic: The Gathering. Another broad way of classifying card games is by objective. There are four main types as well as a handful of games that have miscellaneous objectives. In these games the objective is to capture cards or to
avoid capturing them. These break down into the following:[39] Most cards. The aim is to capture as many cards as possible. Most plain trick games fall into this group. Fewest cards. Common in compendium games, otherwise rare. Often occurs as a contract within a game known as a Misére, Bettel, Null or Nolo. Exact number of cards. To win games
of the exact bidding group a player must take the exact number of tricks bid. Most points. In point-trick games and most fishing games, the aim is to capture the most points in cards. Fewest points. Some or all cards incur penalty points and so the aim is to capture as few points as possible. Exact points. A small group in which players aim to score a
specific number of points e.g. Differenzler Jass. Most or fewest points. In some Jass games e.g. Molotov, the aim is to secure either the most or fewest points, leaving the player in the middle as the loser. Win last trick. In games like Tuppen, the player who takes the last trick wins; all earlier tricks are irrelevant. Some games also have a bonus or extra
points for winning the last trick or winning it with a specific card. Lose last trick. In a few games, e.g. Krypkille, the aim is to lose the last trick. Mixed objectives. Some games, e.g. Kaiser, have both positive and negative point cards. See also: List of shedding-type games In a shedding game, also called an accumulating game, players start with a hand
of cards, and the object of the game is to be the first player to discard all cards from one's hand. Common shedding games include Crazy Eights (commercialized by Mattel as Uno) and Daihinmin. Similar games are Switch, Mau Mau or Whot!. Some matching-type games are also shedding-type games; some variants of Rummy such as Paskahousu,
Phase 10, Rummikub, the bluffing game I Doubt It, and the children's games Musta Maija and Old Maid, fall into both categories. In many games, the aim is to form combinations of cards: by addition, by matching sets or forming sequences. All Rummy games are based on the last two principles, although in the basic variants, the end objective is to
shed cards which makes them shedding games (see above). However, meld scoring variants such as Canasta or Rommé are true combination games.[40] Comparing card games are those where hand values are compared to determine the winner, also known as "vying" or "showdown" games. Poker, blackjack, mus, and baccarat are examples of
comparing card games. As seen, nearly all of these games are designed as gambling games. Drinking card games are drinking games using cards, in which the object in playing the game is either to drink or to force others to drink. Many games are ordinary card games with the establishment of "drinking rules"; President, for instance, is virtually
identical to Daihinmin but with additional rules governing drinking. Poker can also be played using a number of drinks as the wager. Another game often played as a drinking game is Toepen, quite popular in the Netherlands. Some card games are designed specifically to be played as drinking games. See also: Dedicated deck card game and List of
dedicated deck card games These are card games played with a dedicated deck. Many other card games have been designed and published on a commercial or amateur basis. In a few cases, the game uses the standard 52-card deck, but the object is unique. In Eleusis, for example, players play single cards, and are told whether the play was legal or
illegal, in an attempt to discover the underlying rules made up by the dealer. Most of these games however typically use a specially made deck of cards designed specifically for the game (or variations of it). The decks are thus usually proprietary, but may be created by the game's players. Uno, Phase 10, Set, and 1000 Blank White Cards are popular
dedicated-deck card games; 1000 Blank White Cards is unique in that the cards for the game are designed by the players of the game while playing it; there is no commercially available deck advertised as such. See also: Collectible card game and List of collectible card games Collectible card games (CCG) are proprietary playing card games. CCGs
are games of strategy between two or more players. Each player has their own deck constructed from a very large pool of unique cards in the commercial market. The cards have different effects, costs, and art. New card sets are released periodically and sold as starter decks or booster packs. Obtaining the different cards makes the game a
collectible card game, and cards are sold or traded on the secondary market. Magic: The Gathering, Pokémon, and Yu-Gi-Oh! are well-known collectible card games. See also: Living card game and Fantasy Flight Games Living card games (LCGs) are similar to collectible card games (CCGs), with their most distinguishing feature being a fixed
distribution method, which breaks away from the traditional collectible card game format. While new cards for CCGs are usually sold in the form of starter decks or booster packs (the latter being often randomized), LCGs thrive on a model that requires players to acquire one core set in order to play the game, which players can further customize by
acquiring extra sets or expansions featuring new content in the form of cards or scenarios. No randomization is involved in the process, thus players that get the same sets or expansions will get the exact same content. The term was popularized by Fantasy Flight Games (FFG) and mainly applies to its products, however some tabletop gaming
companies can be seen using a very similar model. A deck of either customized dedicated cards or a standard deck of playing cards with assigned meanings is used to simulate the actions of another activity, for example card football. See also: List of fictional games § Card games Many games, including card games, are fabricated by science fiction
authors and screenwriters to distance a culture depicted in the story from present-day Western culture. They are commonly used as filler to depict background activities in an atmosphere like a bar or rec room, but sometimes the drama revolves around the play of the game. Some of these games become real card games as the holder of the
intellectual property develops and markets a suitable deck and ruleset for the game, while others lack sufficient descriptions of rules, or depend on cards or other hardware that are infeasible or physically impossible. This section does not cite any sources. Please help improve this section by adding citations to reliable sources. Unsourced material
may be challenged and removed. (June 2018) (Learn how and when to remove this message) The Card Players, 1895 by Paul Cézanne Historically, card games such as whist and contract bridge were opportunities for quiet socializing, as shown in this 1930s magic lantern slide photo taken in Seattle, Washington. Any specific card game imposes
restrictions on the number of players. The most significant dividing lines run between one-player games and two-player games, and between two-player games and multi-player games. Card games for one player are known as solitaire or patience card games. (See List of solitaire card games.) Generally speaking, they are in many ways special and
atypical, although some of them have given rise to two- or multi-player games such as Spite and Malice. In card games for two players, usually not all cards are distributed to the players, as they would otherwise have perfect information about the game state. Two-player games have always been immensely popular and include some of the most
significant card games such as piquet, bezique, sixty-six, klaberjass, gin rummy and cribbage. Many multi-player games started as two-player games that were adapted to a greater number of players. For such adaptations a number of non-obvious choices must be made beginning with the choice of a game orientation. One way of extending a two-
player game to more players is by building two teams of equal size. A common case is four players in two fixed partnerships, sitting crosswise as in whist and contract bridge. Partners sit opposite to each other and cannot see each other's hands. If communication between the partners is allowed at all, then it is usually restricted to a specific list of
permitted signs and signals. 17th-century French partnership games such as triomphe were special in that partners sat next to each other and were allowed to communicate freely so long as they did not exchange cards or play out of order. Another way of extending a two-player game to more players is as a cut-throat or individual game, in which all
players play for themselves, and win or lose alone. Most such card games are round games, i.e. they can be played by any number of players starting from two or three, so long as there are enough cards for all. For some of the most interesting games such as ombre, tarot and skat, the associations between players change from hand to hand.
Ultimately players all play on their own, but for each hand, some game mechanism divides the players into two teams. Most typically these are solo games, i.e. games in which one player becomes the soloist and has to achieve some objective against the others, who form a team and win or lose all their points jointly. But in games for more than three
players, there may also be a mechanism that selects two players who then have to play against the others. The players of a card game normally form a circle around a table or other space that can hold cards. The game orientation or direction of play, which is only relevant for three or more players, can be either clockwise or counterclockwise. It is the
direction in which various roles in the game proceed. (In real-time card games, there may be no need for a direction of play.) Most regions have a traditional direction of play, such as: Counterclockwise in most of Asia and in Latin America. Clockwise in North America and Australia. Europe is roughly divided into a clockwise area in the north and a
counterclockwise area in the south. The boundary runs between England, Ireland, Netherlands, Germany, Austria (mostly), Slovakia, Ukraine and Russia (clockwise) and France, Switzerland, Spain, Italy, Slovenia, Balkans, Hungary, Romania, Bulgaria, Greece and Turkey (counterclockwise).[specify][citation needed] Games that originate in a region
with a strong preference are often initially played in the original direction, even in regions that prefer the opposite direction. For games that have official rules and are played in tournaments, the direction of play is often prescribed in those rules. Most games have some form of asymmetry between players. The roles of players are normally expressed
in terms of the dealer, i.e. the player whose task it is to shuffle the cards and distribute them to the players. Being the dealer can be a (minor or major) advantage or disadvantage, depending on the game. Therefore, after each played hand, the deal normally passes to the next player according to the game orientation. As it can still be an advantage or
disadvantage to be the first dealer, there are some standard methods for determining who is the first dealer. A common method is by cutting, which works as follows. One player shuffles the deck and places it on the table. Each player lifts a packet of cards from the top, reveals its bottom card, and returns it to the deck. The player who reveals the
highest (or lowest) card becomes dealer. In the case of a tie, the process is repeated by the tied players. For some games such as whist this process of cutting is part of the official rules, and the hierarchy of cards for the purpose of cutting (which need not be the same as that used otherwise in the game) is also specified. But in general, any method
can be used, such as tossing a coin in case of a two-player game, drawing cards until one player draws an ace, or rolling dice. A hand, also called a deal, is a unit of the game that begins with the dealer shuffling and dealing the cards as described below, and ends with the players scoring and the next dealer being determined. The set of cards that
each player receives and holds in his or her hands is also known as that player's hand. The hand is over when the players have finished playing their hands. Most often this occurs when one player (or all) has no cards left. The player who sits after the dealer in the direction of play is known as eldest hand (or in two-player games as elder hand) or
forehand. A game round consists of as many hands as there are players. After each hand, the deal is passed on in the direction of play, i.e. the previous eldest hand becomes the new dealer. Normally players score points after each hand. A game may consist of a fixed number of rounds. Alternatively it can be played for a fixed number of points. In this
case it is over with the hand in which a player reaches the target score. Main article: Shuffling Shuffling is the process of bringing the cards of a pack into a random order. There are a large number of techniques with various advantages and disadvantages. Riffle shuffling is a method in which the deck is divided into two roughly equal-sized halves
that are bent and then released, so that the cards interlace.[41] Repeating this process several times randomizes the deck well, but the method is harder to learn than some others and may damage the cards. The overhand shuffle and the Hindu shuffle are two techniques that work by taking batches of cards from the top of the deck and reassembling
them in the opposite order. They are easier to learn but must be repeated more to sufficiently randomize the deck. A method suitable for small children consists in spreading the cards on a large surface and moving them around before picking up the deck again. This is also the most common method for shuffling tiles such as dominoes. For casino
games that are played for large sums it is vital that the cards be properly randomized, but for many games this is less critical, and in fact player experience can suffer when the cards are shuffled too well. The official skat rules stipulate that the cards are shuffled well, but according to a decision of the German skat court, a one-handed player should
ask another player to do the shuffling, rather than use a shuffling machine, as it would shuffle the cards too well. French belote rules go so far as to prescribe that the deck never be shuffled between hands. The dealer takes all of the cards in the pack, arranges them so that they are in a uniform stack, and shuffles them. In strict play, the dealer then
offers the deck to the previous player (in the sense of the game direction) for cutting. If the deal is clockwise, this is the player to the dealer's right; if counterclockwise, it is the player to the dealer's left. The invitation to cut is made by placing the pack, face downward, on the table near the player who is to cut: who then lifts the upper portion of the
pack clear of the lower portion and places it alongside. (Normally the two portions have about equal size. Strict rules often indicate that each portion must contain a certain minimum number of cards, such as three or five.) The formerly lower portion is then replaced on top of the formerly upper portion. Instead of cutting, one may also knock on the
deck to indicate that one trusts the dealer to have shuffled fairly. The actual deal (distribution of cards) is done in the direction of play, beginning with eldest hand. The dealer holds the pack, face down, in one hand, and removes cards from the top of it with his or her other hand to distribute to the players, placing them face down on the table in front
of the players to whom they are dealt. The cards may be dealt one at a time, or in batches of more than one card; and either the entire pack or a determined number of cards are dealt out. The undealt cards, if any, are left face down in the middle of the table, forming the stock (also called the talon, widow, skat or kitty depending on the game and
region). Throughout the shuffle, cut, and deal, the dealer should prevent the players from seeing the faces of any of the cards. The players should not try to see any of the faces. Should a player accidentally see a card, other than one's own, proper etiquette would be to admit this. It is also dishonest to try to see cards as they are dealt, or to take
advantage of having seen a card. Should a card accidentally become exposed, (visible to all), any player can demand a redeal (all the cards are gathered up, and the shuffle, cut, and deal are repeated) or that the card be replaced randomly into the deck ("burning" it) and a replacement dealt from the top to the player who was to receive the revealed
card. When the deal is complete, all players pick up their cards, or "hand", and hold them in such a way that the faces can be seen by the holder of the cards but not the other players, or vice versa depending on the game. It is helpful to fan one's cards out so that if they have corner indices all their values can be seen at once. In most games, it is also
useful to sort one's hand, rearranging the cards in a way appropriate to the game. For example, in a trick-taking game it may be easier to have all one's cards of the same suit together, whereas in a rummy game one might sort them by rank or by potential combinations. Normally communication between partners about tactics or the cards in their



hands is forbidden. However, in a small number of games communication and/or signaling is permitted and very much part of the play. Most of these games are very old and, often, have rules of play that allow any card to be played at any time. Such games include: Karnoffel, the oldest card game in Europe still played in some form today, played with
German-suited cards, and its surviving descendants: Kniiffeln (north Germany) and Styrivolt (Faroes) played with 48 French-suited cards Kaiserspiel, Swiss game with a Swiss-suited pack of 48 cards Mus, a Basque game known since the 18th century, played with a Spanish deck of forty cards; Brisca, a Spanish game adapted from the French Brisque,
is played with a Spanish pack of forty cards; Watten, a Bavarian and Austrian game, is played with 36 German-suited cards; Perlaggen, a Tyrolean game played with 33 German-suited cards; Truc y Flou, a card game of Aragonese origin. Trut or Truc, reported in the west of France from the 16th century,[42] also known in Catalonia and South America
(as Truco). This section does not cite any sources. Please help improve this section by adding citations to reliable sources. Unsourced material may be challenged and removed. (June 2018) (Learn how and when to remove this message) A new card game starts in a small way, either as someone's invention, or as a modification of an existing game.
Those playing it may agree to change the rules as they wish. The rules that they agree on become the "house rules" under which they play the game. A set of house rules may be accepted as valid by a group of players wherever they play, as it may also be accepted as governing all play within a particular house, café, or club. When a game becomes
sufficiently popular, so that people often play it with strangers, there is a need for a generally accepted set of rules. This need is often met when a particular set of house rules becomes generally recognized. For example, when Whist became popular in 18th-century England, players in the Portland Club agreed on a set of house rules for use on its
premises. Players in some other clubs then agreed to follow the "Portland Club" rules, rather than go to the trouble of codifying and printing their own sets of rules. The Portland Club rules eventually became generally accepted throughout England and Western cultures. There is nothing static or "official" about this process. For the majority of games,
there is no one set of universal rules by which the game is played, and the most common ruleset is no more or less than that. Many widely played card games, such as Canasta and Pinochle, have no official regulating body. The most common ruleset is often determined by the most popular distribution of rulebooks for card games. Perhaps the original
compilation of popular playing card games was collected by Edmund Hoyle, a self-made authority on many popular parlor games. The U.S. Playing Card Company now owns the eponymous Hoyle brand, and publishes a series of rulebooks for various families of card games that have largely standardized the games' rules in countries and languages
where the rulebooks are widely distributed. However, players are free to, and often do, invent "house rules" to supplement or even largely replace the "standard" rules. If there is a sense in which a card game can have an official set of rules, it is when that card game has an "official" governing body. For example, the rules of tournament bridge are
governed by the World Bridge Federation, and by local bodies in various countries such as the American Contract Bridge League in the U.S., and the English Bridge Union in England. The rules of skat are governed by The International Skat Players Association and, in Germany, by the Deutscher Skatverband which publishes the Skatordnung. The
rules of French tarot are governed by the Fédération Francaise de Tarot. The rules of Schafkopf are laid down by the Schafkopfschule in Munich. Even in these cases, the rules must only be followed at games sanctioned by these governing bodies or where the tournament organisers specify them. Players in informal settings are free to implement
agreed supplemental or substitute rules. For example, in Schafkopf there are numerous local variants sometimes known as "impure" Schafkopf and specified by assuming the official rules and describing the additions e.g. "with Geier and Bettel, tariff 5/10 cents". An infraction is any action which is against the rules of the game, such as playing a card
when it is not one's turn to play or the accidental exposure of a card, informally known as "bleeding." In many official sets of rules for card games, the rules specifying the penalties for various infractions occupy more pages than the rules specifying how to play correctly. This is tedious but necessary for games that are played seriously. Players who
intend to play a card game at a high level generally ensure before beginning that all agree on the penalties to be used. When playing privately, this will normally be a question of agreeing house rules. In a tournament, there will probably be a tournament director who will enforce the rules when required and arbitrate in cases of doubt. If a player
breaks the rules of a game deliberately, this is cheating. The rest of this section is therefore about accidental infractions, caused by ignorance, clumsiness, inattention, etc. As the same game is played repeatedly among a group of players, precedents build up about how a particular infraction of the rules should be handled. For example, "Sheila just
led a card when it wasn't her turn. Last week when Jo did that, we agreed ... etc." Sets of such precedents tend to become established among groups of players, and to be regarded as part of the house rules. Sets of house rules may become formalized, as described in the previous section. Therefore, for some games, there is a "proper" way of handling
infractions of the rules. But for many games, without governing bodies, there is no standard way of handling infractions. In many circumstances, there is no need for special rules dealing with what happens after an infraction. As a general principle, the person who broke a rule should not benefit from it, and the other players should not lose by it. An
exception to this may be made in games with fixed partnerships, in which it may be felt that the partner(s) of the person who broke a rule should also not benefit. The penalty for an accidental infraction should be as mild as reasonable, consistent with there being a possible benefit to the person responsible. Main article: Playing card A Chinese playing
card dated c. 1400 AD, Ming dynasty The oldest surviving reference to the card game in world history is from the 9th century China, when the Collection of Miscellanea at Duyang, written by Tang-dynasty writer Su E, described Princess Tongchang (daughter of Emperor Yizong of Tang) playing the "leaf game" with members of the Wei clan (the
family of the princess's husband) in 868 .[43][44][45] The Song dynasty statesman and historian Ouyang Xiu has noted that paper playing cards arose in connection to an earlier development in the book format from scrolls to pages.[43] Mamluk playing card (king of cups), c. 15th century Playing cards first appeared in Europe in the last quarter of the
14th century.[46]:35 The earliest European references speak of a Saracen or Moorish game called naib, and in fact an almost complete Mamluk Egyptian deck of 52 cards in a distinct oriental design has survived from around the same time, with the four suits swords, polo sticks, cups and coins and the ranks king, governor, second governor, and ten
to one.[46]:40f[47] The 1430s in Italy saw the invention of the tarot deck, a full Latin-suited deck augmented by suitless cards with painted motifs that played a special role as trumps. Tarot card games are still played with (subsets of) these decks in parts of Central Europe. A full tarot deck contains 14 cards in each suit; low cards labeled 1-10, and
court cards valet (jack), chevalier (cavalier/knight), dame (queen), and roi (king), plus the fool or excuse card, and 21 trump cards. In the 18th century the card images of the traditional Italian tarot decks became popular in cartomancy and evolved into "esoteric" decks used primarily for the purpose; today most tarot decks sold in North America are
the occult type, and are closely associated with fortune telling. In Europe, "playing tarot" decks remain popular for games, and have evolved since the 18th century to use regional suits (spades, hearts, diamonds and clubs in France; leaves, hearts, bells and acorns in Germany) as well as other familiar aspects of the English-pattern pack such as
corner card indices and "stamped" card symbols for non-court cards. Decks differ regionally based on the number of cards needed to play the games; the French tarot consists of the "full" 78 cards, while Germanic, Spanish and Italian Tarot variants remove certain values (usually low suited cards) from the deck, creating a deck with as few as 32
cards. The French suits were introduced around 1480 and, in France, mostly replaced the earlier Latin suits of swords, clubs, cups and coins.[46]:43 (which are still common in Spanish- and Portuguese-speaking countries as well as in some northern regions of Italy)[46]: 30f The suit symbols, being very simple and single-color, could be stamped onto
the playing cards to create a deck, thus only requiring special full-color card art for the court cards. This drastically simplifies the production of a deck of cards versus the traditional Italian deck, which used unique full-color art for each card in the deck. The French suits became popular in English playing cards in the 16th century (despite historic
animosity between France and England), and from there were introduced to British colonies including North America. The rise of Western culture has led to the near-universal popularity and availability of French-suited playing cards even in areas with their own regional card art. In Japan, a distinct 48-card hanafuda deck is popular. It is derived from
16th-century Portuguese decks, after undergoing a long evolution driven by laws enacted by the Tokugawa shogunate attempting to ban the use of playing cards The best-known deck internationally is the English pattern of the 52-card French deck, also called the International or Anglo-American pattern, used for such games as poker and contract
bridge. It contains one card for each unique combination of thirteen ranks and the four French suits spades, hearts, diamonds, and clubs. The ranks (from highest to lowest in bridge and poker) are ace, king, queen, jack (or knave), and the numbers from ten down to two (or deuce). The trump cards and knight cards from the French playing tarot are
not included. Originally the term knave was more common than "jack"; the card had been called a jack as part of the terminology of all-fours since the 17th century, but the word was considered vulgar. (Note the exclamation by Estella in Charles Dickens's novel Great Expectations: "He calls the knaves, Jacks, this boy!") However, because the card
abbreviation for knave ("Kn") was so close to that of the king, it was very easy to confuse them, especially after suits and rankings were moved to the corners of the card in order to enable people to fan them in one hand and still see all the values. (The earliest known deck to place suits and rankings in the corner of the card is from 1693, but these
cards did not become common until after 1864 when Hart reintroduced them along with the knave-to-jack change.) However, books of card games published in the third quarter of the 19th century evidently still referred to the "knave", and the term with this definition is still recognized in the United Kingdom. Chinese mother-of-pearl gambling tokens
used in scoring and bidding of card games In the 17th century, a French, five-trick, gambling game called Béte became popular and spread to Germany, where it was called La Bete and England where it was named Beast. It was a derivative of Triomphe and was the first card game in history to introduce the concept of bidding.[48] Chinese handmade
mother-of-pearl gaming counters were used in scoring and bidding of card games in the West during the approximate period of 1700-1840. The gaming counters would bear an engraving such as a coat of arms or a monogram to identify a family or individual. Many of the gaming counters also depict Chinese scenes, flowers or animals. Queen
Charlotte is one prominent British individual who is known to have played with the Chinese gaming counters. Card games such as Ombre, Quadrille and Pope Joan were popular at the time and required counters for scoring. The production of counters declined after Whist, with its different scoring method, became the most popular card game in the
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game of 18FL in progress, depicting the gameboard with track tiles and station tokens. 18XX is the generic term for a series of board games that, with a few exceptions, recreate the building of railroad corporations during the 19th century; individual games within the series use particular years in the 19th century as their title (usually the date of the
start of railway development in the area of the world they cover), or "18" plus a two or more letter geographical designator (such as 18EU for a game set in the European Union). The games 2038, set in the future, and Poseidon and Ur, 1830 BC, both set in ancient history, are also regarded as 18XX titles as their game mechanics and titling
nomenclature are similar despite variance from the common railroad/stock-market theme. The 18XX series has its origins in the game 1829, first produced by Francis Tresham in the mid-1970s. 1829 was chosen as it was the year of the Rainhill Trials. 1830 was produced by Avalon Hill in 1986, and was the first game of the series widely available in
the United States; it is seen as the basic 18XX game by the U.S. audience.[1][2] In addition to traditionally published games, the 18XX series has spawned self-published variants and games published by low-volume game companies.[3][4] With few exceptions (such as 2038), 18XX titles are multiplayer board games without random variables in their
game mechanics. 18XX games vary, but most follow this general pattern:[5] The objective is to enhance personal wealth, not the assets of any companies a player may be operating. Personal wealth consists of cash, company stock (which increases wealth both by receiving dividends and by capital appreciation), and other investments (such as private
companies). Players don't directly interact with the game board, but do so indirectly through companies they control. Generally, the player who owns the most stock of a company is the president of that company and makes all decisions on behalf of that company. The president is also often required to help fund the company when it lacks sufficient
funds to satisfy a mandated expense (such as owning a train by the end of its turn). Game play alternates between "stock rounds" and one or more "operating rounds". In a stock round, players buy and sell stock (some games have company actions during a stock round as well), while in an operating round players take actions on behalf of companies
they control, including laying track, placing station tokens, operating trains, withholding income or paying dividends, and buying trains. "Certificate limit": there is usually a limit to how many corporate shares and private companies a player may own, to keep the game competitive by preventing snowball effects resulting from early leads by some
players. The "President's certificate" (or "Director's certificate") represents control of a railroad corporation, usually represents a greater percentage of corporate stock than other certificates (e.g., 20% as opposed to 10%), and is usually the first one purchased for a company (with its purchaser setting the price, or "par value", for regular shares of
stock in many titles in the series). If another player accumulates more shares in a company than the current president, they acquire the President's certificate (with attendant side-effects for both players regarding certificate limits) in exchange for their own lesser shares, and becomes the new controller of the corporation. Certain games may impose
restrictions on the order in which companies may be started (generally to impose a historical context upon the game), and they vary in how many shares must be purchased before the company may operate ("floats"). The map is usually a hex grid that depicts cities and terrain features. Hexagonal "track" tiles (representing available land-rights) are
laid on top of this map to represent the growth of railroad networks, and tokens are placed on the board to represent stations (as well as special abilities from private companies). Cities have values which can vary based on which tiles have been laid on the city, the phase of the game, their historical importance to a corporation, or type of train used to
reach them. Different color tiles are available in succession, and in phases that are typically determined by the first purchase of a more advanced type of train. A company's stock price is adjusted based on the revenues earned and whether the president chose to pay dividends or to withhold the earnings in the company treasury. Stock prices are
usually also affected by actions in the stock round, and some games have other mechanisms that affect the stock price. Scarcity (forcing future-turn planning by players) of available corporations, shares thereof, train types, and track tiles. Trains eventually become obsolete and must be replaced by more-expensive trains that also have greater
capacity for earning revenue. Purchase of a new type of train usually triggers other phase-changes in the game, such as the obsolescence of older trains, the availability of different sets of tiles, increased valuation of certain non-tiled cities, closure of private companies, and the ability to merge corporations or form them at higher valuations. Game end
is usually determined when the bank runs out of money, and also by player bankruptcy (when a player cannot pay the debt of a company they control). Some games do not end when a player goes bankrupt, while others add other conditions for ending the game such as when a stock reaches a certain value on the stock market, or the most advanced
type of train has been purchased. Other games do not feature bankruptcy at all, and enable a player to place a moribund company in "receivership", or be incorporated into a government railway, and walk away from debts. While adhering to common similarities (see preceding section), each 18XX game differs from the others in subtle or significant
ways in rule set as well as game map. As with games in general, each individual mechanic has probably been used before, but a new game can put together a set of mechanics which provide a new and interesting challenge. Some typical areas of difference are:[5] Initial Auction - there are many different ways to distribute initial private companies and
starting major corporations. Private Companies - most 18XX games have private companies which are entirely owned by one player, and represent the earliest companies in the game and/or provide special abilities. "Privates", as they are called, generally do little other than provide revenue, but in some games they control access to or enhance the
revenue of certain hexes on the map. Some games have very similar private companies, some have very different private companies, and some dispense with having private companies at all. Some titles (e.g., 1835 and 1861) also have Minor Companies, which are again owned entirely by one player but play a more dynamic role than Privates.
Corporation Funding - some games have full funding for a corporation as soon as it floats, while others have the company receiving money only as each share is sold. Some games require the corporation to reach a historically relevant destination in order to receive some of its capital or earn the best level of income. Company Types - some games
have multiple company types. These types may vary based on how many shares are available for purchase, the funding model for the company, the number of station tokens available, or which types of trains may be purchased by the company. Corporate mergers and demergers - some games feature optional, or forced, mergers or splits of one or
more companies. Corporate stock-ownership - some games enable companies to hold their own stock, purchase private corporations, and/or own the stock of other companies (even to the point of owning or as prelude to merger). Train Types - some may offer multiple types of trains with distinct capabilities or lifetimes. Some trains may "degrade"
into other train types upon certain events (for example, delayed obsolescence of 4-trains in 18MEX, or normal trains becoming H-trains in 1844). Trains may become available in unusual sequences. For example, in 1830, diesel engines are available as soon as the first 6-train is purchased — all the 6-trains are not required to be purchased first. In
1824, G-train availability is controlled by when normal trains are purchased. Certain trains may be restricted in terms of which locations they may run to or may count revenue from, or they may provide bonuses for running to certain locations. For example, in 1844, H-trains are prohibited from running to off-board locations. In 1854, only Orient
Express trains may run to certain off-board areas. In 1889, diesels get special bonuses for off-board locations. In 1826, E-trains and TGVs ignore dot-towns. TGVs in 1826 and 4D-trains in 18MEX double the value of cities they count. In 1824, only G-trains may run to mines and the corporation always gets the value of the mine rather than it being
potentially paid to stockholders. Theme - a few titles eschew the common railroad/stock-market theme. For example, 2038 involves space exploration of the asteroid belt, while Ur, 1830 BC involves building dams and canals in ancient Mesopotamia (in the latter game, "corporations", "presidents" and stock "shares" are represented by kingdoms,
rulers and parcels of land). A number of conventions have at least some emphasis on 18XX games, including the Chattanooga Rail Gaming Challenge, held in January or February in Chattanooga, Tennessee and run by Mark Derrick.[6][7] 18XX games also figure prominently in various "RailCon" and "Puffing Billy" tournaments at many conventions.[8]
[9] 18xx games are often played remotely using various tools that support play by email games. Many games in the genre are implemented on 18xx.games , which is open-source and supports both multiplayer and local play. Another open source project which supports a large number of 18xx titles is BOARD18. BOARD18 was designed for use in play
by email games and is not recommended for live play. [10] Following Tresham's initial design, many different designers and publishers have made games using the same basic mechanics and theming. Today, many different publishers offer 18XX games. Some of the most notable include: All-Aboard Games, a publisher dedicated solely to 18XX games
GMT Games, notable for its collaborations with designer Tom Lehmann (also known for the Race for the Galaxy series) Golden Spike Games, which manufactures games by hand for Deep Thought Games (a now-inactive publisher of 18XX games) Grand Trunk Games, publishing previously self-published titles Lonny Games, a German publisher
reprinting games and the original designs of Leonhard Orgler Marflow Games, a German publisher mainly publishing the designs of Wolfram Janich TraXX Games, offering print-and-play titles 18Wood, offering mainly handmade 18XX accessories The 18XX series is prolific, with many different publishers offering games and many fans designing and
self-publishing titles in the series as well. The website BoardGameGeek lists 293 titles (including games and expansions) in the series as of January 2025.[11] Not all of these titles are necessarily in production: many titles are only available as print-and-play games, offering rules and digital assets but requiring fans to print and assemble the games
independently. Due to the large number of games, the disparate designers and publishers, and the question of what constitutes a complete 18XX game, it is difficult to create an exhaustive list of all 18XX titles. This list contains the most notable titles from major publishers as well as some notable self-published 18XX titles. 1761: From Canal to Rail
Self-published in 2011, and then in 2017 by All-Aboard Games and designed by Ian D. Wilson. 1761 is set in England, with its early game focused on building canals and portrays the eventual fading away of canal companies as rail companies start to dominate.[12] 1800: Colorado Set in Colorado, the game was published in 2002 by David Methany in
Rail Gamer magazine #17 and was later available in free print-and-play format. The game was designed by Antonio Leal. A mini-18XX game for 2-3 players, and consists of only nine playable hexes. 1817 Designed by Craig Bartell and Tim Flowers and published by Deep Thought Games in 2009 and subsequently by All-Aboard Games in 2012 and
2020. 1817, set in the United States, is well-known as one of the heaviest 18XX titles in term of complexity and game length. It offers a complex financial system with features such as short selling, market-driven interest rates, and company liquidations. An expansion, 18USA, published in 2017 (self-published), 2018, and 2021 (by All-Aboard Games)
offers new contents and a randomizing of elements of the game. 1822: The Railways of Great Britain Designed by Simon Cutforth and published 2016 by All-Aboard Games. Set in Great Britain, the game offers several unique features such as historical destinations for companies and new local trains. The game was the winner of "Golden Elephant
Award" for "Best Heavy Game of 2016" by Heavy Cardboard.[13] 1822CA Designed by Robert Lecuyer and Simon Cutforth, and published 2018 by All-Aboard Games. This game, also strongly based on 1822: The Railways of Great Britain, takes place in Canada, features a larger number of private companies, and includes an innovative scale change
halfway across the map to account for the larger expanse between cities in Western Canada. 1822MX Inspired by 1822: The Railways of Great Britain, the game (set in Mexico) was designed by Scott Petersen and published by All-Aboard Games in 2019. 1822PNW Designed by Ken Kuhn and published 2023 by All-Aboard Games and inspired by 1822:
The Railways of Great Britain; takes place in the mountainous Pacific Northwest. 1824: Austria-Hungary 1824 was published by Double-O Games in 2005. The game was designed by Leonard "Lonny" Orgler and Helmut Ohley, and is set in Austria-Hungary. It is a smaller and simpler version of Lonny's 1837, and adds some ideas from his later 1854
and Helmut's 1844. Publisher Fox in the Box and Lonny Games re-implemented the game in 2019 under the title 1824: Austrian-Hungarian Railway. 1825 Great Britain, released 1995 (Unit 1) by Hartland Trefoil, 2000 (Unit 2) and 2004 (Unit 3) by Tresham Games, designed by Francis Tresham. The game has subsequently had many revisions,
reprints, add-on kits and variants. 1826: Railroading in France and Belgium from 1826 1826 was published by Chris Lawson in 2000 and Deep Thought Games in 2004[14] and set in France and Belgium. As David Hecht's first design, it is the most conventional, and only one to use "traditional" green and brown plain track upgrade tiles. 1826 started
out as "1830 on a different map", but rapidly evolved into a game of capital and technology management: the game's key decisions revolve around when to "grow" a company, and which trains to buy to optimize a company's final position. 1829 Mainline England, released 2005 by Tresham Games, designed by Francis Tresham. 1829 (South) and 1829
(North) 1829 (South) was the first game in the 18XX series, published by Hartland Trefoil Ltd (UK) in 1974 from an original design by Francis Tresham. A second version, 1829 (North) was published in 1981. The game has subsequently had many revisions, reprints, add-on kits and variants. 1830: The Game of Railroads and Robber Barons 1830 was
published by Avalon Hill in 1986, and its popularity led to the creation of many other 18XX games. The game has subsequently had many revisions, reprints, add-on kits and variants. The latest English editions were published in 2011 and 2021 by Mayfair Games and Lookout Games, respectively, under the title 1830: Railways & Robber Barons.[15]
Set in eastern United States. 1832: The South 1832 was published by Deep Thought Games in 2006.[14] The game was designed by Bill Dixon and is set in the Southeastern United States. It retains the new rules Bill introduced in 1850 and 1870 for share price protection, stock redeeming, and reissuing, while adding new rules to model the mergers
that shaped the South's railroads. 1835 1835 was designed and published by Hans im Gliick in 1990 and distributed in the United States by Mayfair Games.[16] The game board covers most of Germany. It was the first 18XX game use the concept of 'minor' companies, which operated like the normal stock companies (with some limitations) but are
owned by a single person like a private company. 1837: Rail Building in the Austro-Hungarian Empire Set in Austria-Hungary, self-published and designed 1994 by Leonard "Lonny" Orgler. It was subsequently republished in 2021 by All-Aboard Games. 1837 Saxony The game, an updated version of 1837SX and 18SX by the same designer Wolfram
Janich, was published in 2022 by Spielworxx. As the title suggests, it is set in the Saxony region.[17] 1838: Rheinland Designed and self-published by Wolfram Janich in 2003, and set in the Rhineland region. 18Rhl-Rhineland, a newer version, was published in 2007 by Marflow Games.[18] 1839 Published in 1993 by Diabolo and designed by Paul
Stouthard and Rob van Wijngaarden. Set in the Netherlands. The designers hand-made only 32 copies of the game.[19] 1840: Vienna Tramways Designed by Leonard Orgler and published through Lonny Games in 2020, the game is unique in that it focuses on the building of tram transport systems rather than heavy rails. It is set in Vienna, Austria.
Also innovative is the availability of the best trains from the very start, albeit with reduced income as they grow older. 1841: Railways in Northern Italy 1841 was published by Chris Lawson in 1996. The game was designed by Federico Vellani with assistance from Manlio Manzini and is set in Italy. With its complicated financial rules and very steep
train gradient (i.e., the trains get very expensive very quickly), it emphasizes stock manipulation and funding train purchases over route building. 1842: Schleswig Holstein Self-published in 1992 by Wolfram Janich through Marflow Games and set in the Schleswig-Holstein province of Germany.[20] 1844: Schweiz 1844 was designed and published by
Helmut Ohley in 2003 and set in Switzerland. Peter Minder collected extensive background materials and drew the map. The game was republished (with revisions) as 1844/1854 in 2016. 1844/1854 A 2016 Mayfair Games and Lookout Games republishing and re-packaging of 1844 and 1854 in one box with various changes. 1846: The Race for the
Midwest 1846 was published by Deep Thought Games in 2005,[14] with a second edition by GMT Games in 2016. The game was designed by Tom Lehmann and is set in the Midwestern United States. It features a linear stock market (like 1829), N/M trains (which count N cities but may run through M total cities) and a simplified private company
distribution. Another unusual feature is that the number of corporations, private companies, and the bank size all scale with the number of players, and the resulting game is shorter than most 18XX games. 1847: Pfalz Set in the German Pfalz area, the game was self-published in 1996 by its designer Wolfram Janich. An Anniversary Edition was
published in 2015. 1848: Australia The game was published in 2007 by Double-O Games, designed by Helmut Ohley and Leonhard "Lonny" Orgler. It is set in Australia. 1848 was unique in that it includes the Bank of England as a public company that extends loans and administers railroads that are in receivership. A newer 2022 version was published
by GMT Games.[21] 1849: The Game of Sicilian Railways Set in Sicily. The game was designed by Federico Vellani and released in 1998 by Chris Lawson. A newer 2021 version was published by All-Aboard games. 1850 1850 was published by Deep Thought Games in 2006.[14] The game was designed by Bill Dixon and is set in the upper Midwestern
United States. It retains the rules Bill introduced in 1870 for share price protection and stock redeeming/reissuing. 1851: Kentucky and Tennessee Set in the Tennessee, the game was released 1998 by Chris Lawson, designed by Mark Derrick and Chris Lawson. It's a streamlined 18XX game designed for smaller groups with a shorter playing time.
1853 Set in India, designed by Francis Tresham, and published in 1989 by Hartland Trefoil. Mayfair Games and Lookout Games released a revised, newer version in 2009. 1854 1854 was published by both Leonard "Lonny" Orgler in 2002 and Deep Thought Games in 2005.[14] The game was designed by Lonny Orgler and is set in Austria. It features a
hexagonal stock market, local railways which operate on a smaller map (which takes place on two hexes of the large map), mail contracts, 150% capitalization, and player share options. There are also tunnels which allow you to build under other track and terrain features, such as avoiding small cities. The local railways eventually grow up to be
regional railroads operating on the main map, and the tradeoff between getting good revenues on the local map versus getting locked out of important locations on the main map is an important decision to make. The game was republished (with revisions) as 1844/1854 in 2016. 1856: Railroading in Upper Canada from 1856 1856 was published by
Mayfair Games in 1995 and was designed by Bill Dixon.[22] The game is set in Upper Canada, including the upper reaches of the St. Lawrence River, and the Toronto to Detroit area for southern Ontario. 1858: The Railways of Iberia 1858 was designed by Ian D. Wilson, and published in 2012 by All-Aboard Games. 1858 is set in Spain and Portugal in
the late 19th to early 20th centuries 1860: Railways on the Isle of Wight Set in the Isle of Wight, the game was released 2004 by JKLM Games, designed by Mike Hutton. Z-Man Games published a second edition in 2010, and All-Aboard Games published the newest edition in 2022. 1861: The Railways of the Russian Empire Set in Russia, the game was
released by JKLM Games in 2006 and by All-Aboard Games in 2012. It was designed by Ian D. Wilson and features a non-player controlled government railway. 1861/1867: Railways of Russia/Canada Published in 2020 as a package containing the two games 1861 and 1867 by Grand Trunk Games. 1862 1862 was designed and published by Helmut
Ohley in 2000. The game covers the entire width of the United States and parts of Canada. 1862: Railway Mania in the Eastern Counties East Anglia, England; designed by Mike Hutton and published in 2013. The game was famous for a few unique features; among them was petitioning the parliament as a mean to float new companies and three
different train types available. It was re-released by GMT Games in 2019. 1865: Sardinia Designed by Alessandro Lala and published by Gotha Games in 2011, 1865 is set in Sardinia and features the Dragon, a non-player foreign investor who trade in certificates between players. It also contains the Traffic system, which makes calculating company
revenues easier. 1867: Railways of Canada Set in Canada and designed by Ian D. Wilson, the game was originally set as an expansion to 1861 in 2015 (published by All-Aboard Games), but was released as a standalone game in 2017 by Grand Trunk Games. 1868 Set in Uruguay and designed by John Bohrer. As usual with Winsome 18XX games, a copy
of 1830 is required to play, largely due to the need for the tiles. 1868 has a shorter playing time than 1830 and includes a number of little companies, a delayed fifth railroad and a bit of South American history. For 3-5 players for about 3 hours. 1870: Railroading across the Trans Mississippi from 1870 The game is set in the Mississippi Valley and
central United States, released in 1992 by Mayfair Games, and designed by Bill Dixon.[23] Harzbahn 1873 Harzbahn 1873, set in the Harz mountains in Germany, was designed by Klaus Kiermeier and initially self-published in 2011 in German. It was later republished by All-Aboard Games in 2014 and 2021 in English, and by Marflow Games in 2017
in German. Harzbahn 1873 includes independent and public mining companies which can purchase trains as "machines" to improve their revenue and the revenue earned by train companies running past mines, a unique method of revenue calculation (a 4-train runs 4 connected routes of arbitrary length), and a maintenance mechanic that replaces
train rusting. 1880: China Set in China and designed by Helmut Ohley and Leonhard "Lonny" Orgler, this game was self-published through Double-O Games in 2010 and 2016. Lookout Games worked with the designers to republish a new third edition in 2022. The game is unique in that the turn order for companies are set along with the starting par
price, and players could manipulate the Stock Round-Operation Round ratio. 1882: Assiniboia Designed by Marc Voyer and published by All-Aboard Games in 2020, 1882 is set in the historical Assiniboia region of Canada and depicts the Canadian Prairies railway boom. Shikoku 1889 1889 was published by both Wild Heaven Productions in 2004 and
Deep Thought Games in 2006.[14] The game was designed by Yasutaka Ikeda and is set in Shikoku, Japan. The rules for 1889 are essentially the same as 1830, except on a much smaller and terrain-heavy map and different privates. The goal is to make a quick and relatively simple game which explores the history of railroads on Shikoku. A new 2022
version was published by Grand Trunk Games. 1890 Set in Osaka metropolitan area, Japan, the game was designed by Shin-ichi Takasaki and released in 1999 by Nobuhiro Izumi. 1895 Namibia Designed by Helmut Ohley and Adam Romoth and self-published through Double-O Games in 2004, the game is set in Namibia, one of the few 18XX titles to
be set in the Africa continent. 1899 A variant of the 1830 played on a new map set in China and Korea. It was designed by Dirk Clemens and Ingo Meyer and released by Chris Lawson in 1994. 18?? A variant in a form of add-on kit for 1870 played on a somewhat larger fictionalized map, with additional privates and other rules variations. Designed by
Allen Sliwinski and self-published by Scott Petersen through All-Aboard Games. 18AL 18AL was self-published by Mark Derrick in 1999 and later by John David Galt. It is set in Alabama, United States and aims to provide a quicker and simpler introduction to the 18XX series. It is very similar to 18GA. 18C2C 18C2C (aka Coast to Coast) was published
by Designs in Creative Entertainment in 2003. The game was designed by Mark Frazier and covers the entire United States and Southern Canada. This is an extremely large game that attempts to model the entire history of railroading in the United States, and accordingly takes a long time to play. It consists of a 38"x68" map, 34 public companies, 18
private companies, and 108 trains. 18Chesapeake The game, designed to provide a full 18XX experience for newcomers to the series, was published in 2020 by All-Aboard Games, and designed by Scott Petersen. It's similar to 1830, with a smaller map focused on the Chesapeake Bay area and a train export mechanic which improves gameplay pace.
18CZ Designed by Leonard Orgler and published by Fox in the Box and Lonny Games in 2017, the game is set in the Czech Republic. It features three different corporation sizes with their own share size distributions. Each company sizes own different sets of trains, and larger companies can absorb smaller ones. 18Dixie with 18MS and 18GA
Published in 2015 by Deep Thought Games and designed by John Merrick, it is set in the Deep South US during the post-Civil War Reconstruction era. Also includes two upgraded smaller games: 18GA and 18MS. 18DO: Dortmund Designed by Wolfram Janich and Michael Scharf and published by Fox in the Box and Marflow Games in 2020, 18DO
focuses on both the development of railway around Dortmund and its burgeoning breweries. 18EU 18EU was published by Deep Thought Games in 2004.[14] The game was designed by David G.D. Hecht, and is set in the heart of Europe, reaching from Paris and London to Rome, Budapest and Warsaw. 18EU is a compact game, played on four map
panels. Unlike most 18XX games, there are no private companies, and before the sale of the first 5 train, share companies may only be started indirectly. When the game starts, fifteen minor companies (similar to the "forerunner" companies in 1835, 1837 and 1824) are auctioned off. These companies represent regional or private-sector rail
companies. There are eight possible share companies, and before the first 5 train at least one minor company must be merged into a share company to form it.[24] 18FL 18FL was published by Deep Thought Games in 2006.[14] The game was designed by David G.D. Hecht and is set in Florida, United States. It is very similar to Mark Derrick's 18AL
and 18GA in that it is a simple game intended as an introduction to the 18XX game system for new players. Unlike the two mentioned games, the "ultimate" train is a 6 (or a 3E) train. This means that 4 trains never become obsolete, and the greatest difficulty in a small game (and the greatest deterrent for new players), a massive "train rush" when
permanent trains are first available, is substantially mitigated. 18GA 18GA was self-published by Mark Derrick in 1998 and later by John David Galt. It is set in Georgia, United States and aims to provide a quicker and simpler introduction to the 18XX series. It is very similar to 18AL. The game was republished in a package with 18Dixie in 2015.
18GB: The Railways of Great Britain 18GB was published by Deep Thought Games in 2018. It was designed by Dave Berry and is set in Great Britain. It combines elements of 1860 and 1830, and features a twist to the usual 18XX rules for laying tiles. 18GL 18GL was published by Deep Thought Games in 2006.[14] The game was designed by Gary
Mroczka and is set in the Great Lakes area of United States. It uses basically the same rules as David G.D. Hecht's 1826 (specifically, H-trains, loans, trainless companies get merged into a government railroad) except that there are no destinations, there is only one merger, and instead of TGV trains there are Diesel trains. The map is quite different,
and the private companies have the effect of altering how the map develops depending on the combinations of private companies and corporations particular players get. 18GM: The 18XX GameMaster Self-published in 1996 by designers Colin Barnhorst and Kristopher Marquardt. 18GM is an 18XX game development kit with modular boards which
permits many different scenarios to be designed and played out. 18HeXX A variable-geometry 18XX map system, designed and self-published in 2000 by Mike Schneider 18Ireland Set in Ireland, the game was web-published in 2016 and designed by Ian Scrivins. It was republished in 2017 by All-Aboard Games. 18Kaas Set in Utrecht, Netherlands, and
self-published in 1992 by Erno Eekelschot through ERJO Games.[25] 18Lilliput Designed by Leonard Orgler and published by Fox in the Box and Lonny Games in 2018, this game was noted for its innovative elements which stayed true to the 18XX spirit but provides a fresh and light experience for players. Actions are picked based on a set of action
cards in a common pool. As the title suggest, the game was set in the fictional land of Lilliput. 18Mag: Hungarian Railway History Designed by Leonard Orgler and published by Lonny Games in 2021, 18Mag recreates the history of Hungarian railroads and companies. The game features, in addition to the usual operating railroad companies, seven
service companies which provides special supporting effects to its owners. All trains are also available from the start of the game. 18MEX 18MEX was published by Deep Thought Games in 2005[14] and by All-Aboard Games as a second edition in 2020. The game was designed by Mark Derrick and is set in Mexico. The moderate length game features
minor and major railroads, as well as government ones. 18MS: The Railroads Come to Mississippi The standalone version of 18MS was published by All-Aboard Games in 2020 and designed by Mark Derrick. A lighter 18XX game set in Mississippi and Alabama. The older 2015 version was only available in the same package with 19Dixie. 18 Namibia
Designed by Helmut Ohley and Adam Romoth. Reimplements 1895 Namibia. 18NEB 18NEB was published by Deep Thought Games in 2010.[14] Designed by Matthew Campbell, it supports 2-4 players and plays in 2-4 hours. It is set in Nebraska, United States. 18NL Set in Netherlands, the game was self-published in 1999 and 2005 by Wolfram
Janich through Marflow Games. It uses the same system as 1830 over a new map. 18NW: Railroading in the "Great Northwest" Designed and self-published by Gary Mroczka in 2017. Set in the US Pacific Northwest and surrounding areas. 18NY Designed by Pierre LeBoeuf, published by Deep Thought Games in 2011. Set in the New York state and
surrounding areas. All-Aboard Games will publish a new version in 2023 through its fifth Kickstarter wave of projects. 180E: On the Rails of the Orient Express Designed by Edward Sindelar and published by Designs In Creative Entertainment in 2014. The large game (rivaling those of the likes of 18C2C) covers the entire Europe and features a
staggering five types of companies. 18SA 18SA, set in South America, designed by Peter Mette and published by Marflow Games in 2015, is a feature-rich and moderately complex entry in the 18XX series, such as different tokens for different kinds of trains, and extra costs for laying tracks across countries. 18Scan 18Scan was published by Deep
Thought Games in 2005.[14] The game, set in the Scandinavia, is one of the smaller 18XX titles, and was designed by David G.D. Hecht in order to introduce gamers to some of the more "exotic" systems used in other designs. 18Scan includes 1835-style minor companies, an 1835-style merger corporation, 1870-style destination rules (for the minor
companies), 1856-style company flotation rules, and market-priced incremental capitalization rules as in 1851 and 1826. 18S]: Railway in the Frozen North Designed by Orjan Wennman and self-published in 2021 (with a newer edition publishing in 2023 by All-Aboard Games), 18S] is set in the United Kingdoms of Sweden and Norway during the
formative years of Nordic railways. The game features nationalization of public railway corporations. 18Svea Designed by Jonas Jones and self-published in 2022. 18Svea is one of the smallest and fastest 18XX games around with less than two hours playtime taking place on a map with only ten hexes in total. Designed for two or three players. 18TN
18TN was published by Deep Thought Games in 2006.[14] The game was designed by Mark Derrick originally in 1996, and upon discussions with Chris Lawson it was modified and published by Chris as 1851 in 1998. The two games were sufficiently different that the publication of the original was warranted. It is set in Tennessee. 18US 18US was
published in 2006 by Deep Thought Games.[14] The game, designed by David G.D. Hecht as an "advanced" 18XX game, is set in the continental United States. Unlike 18C2C or other, similar products, it is a very compact game: the entire "Lower 48" only takes up two map panels. 18VA 18VA was published by Deep Thought Games in 2005.[14] The
game, designed by David G.D. Hecht, is a smaller 18xx game, originally intended to be similar in scope to Mark Derrick's "one-state" games 18AL and 18GA. Set in Virginia and Maryland, it is slightly more complex than the two mentioned. 18West 18West was published in 2007 by Deep Thought Games.[14] The game, designed by David G.D. Hecht, is
set in the western United States. Many of the mechanics are quite different from other 18XX games, such as three different kinds of companies (including the Grange Road) and subsidized track laying. All-Aboard Games published a new version of the game in 2020. 2038: Tycoons of the Asteroid Belt 2038, by Tom Lehmann, has the game mechanics
of an 18XX railroad game but with an asteroid mining theme. Its financial aspects are fairly similar to those of 1835, including a set of minor companies and a larger merger company. Its board features include asteroid mines that can be improved (the equivalent of cities), a small exploration reward for companies which explore asteroids (the
equivalent of laying a tile, but requiring a spaceship/train), and two different types of corporations (those that start with full monetary assets and "growth companies", which start with fewer assets and a lower stock price but retain earnings from their unsold stock). The game was published in 1995 by Prism Games and TimJim Games. 21Moon
Published in 2020 by All-Aboard Games and designed by Jonas Jones, the futuristic game is set in 2117 on the Moon. Players must build a network of transportation to support the resource mining efforts on the Earth's natural satellite. Poseidon Set in the Aegean Sea during the Ancient Greece period, designed by Helmut Ohley and Lonny Orgler, with
artworks drawn by Klemens Franz, and published through Lookout Games and Z-Man Games in 2010, is a shorter two-hours 18XX game with shipping lines instead of railroads.[26] Powerrails Designed and self-published by Tom Schoeps in 1999. The game, based on 1830 and 1835, uses eleven small A4-sized map boards with only a handful of hexes
and a small set of special rules for each of them.[27] Steam Over Holland Set in the 1839 Netherlands, the game was designed by Bart van Dijk and published by Vendetta in 2007. Railways of the Lost Atlas Designed by Kevin Delger and Jacob Schacht, and published by Asterisk Games in 2024, RotLA features a variable-geometry modular board with
divergent corporate abilities and mergers, with many variant options. Ur: 1830 BC The game is loosely adapted from the 18XX series, and features irrigation and kingdom management in ancient Mesopotamia. It was designed by Jeroen Doumen and Joris Wiersinga and published by Splotter Spellen in 2001. Its play centers around ownership of
valuable networks, replacing the rail networks found in most 18XX games with irrigation canals, shares with parcels of land, companies with kingdoms, trains with irrigation technologies (such as reservoirs and pumps), and presidents with kings. Networks of canals and waterworks generate income by irrigating lands within kingdoms.[28] ~ Siggins,
Mike (1991), "The 18xx Series - A Case for Re-Design?", Sumo, no. 6, archived from the original on 14 November 2007, retrieved 12 October 2007 ~ Bankler, Brian (1995), "A Survey of 18xx Rail Games", The Game Report, vol. 3, no. 4, archived from the original on 2008-05-09, retrieved 12 October 2007 ~ How, Alan (September 2006), "The
Independent Publisher - interviews with Gary Dicken and John Tamplin", Counter Magazine (34): 8-13. ©~ "Of Dice and Men: 18xx", Counter Magazine (33): 5, June 2006. ™~ a b Thomasson, Keith. "18xx Rules Difference List". Archived from the original on 29 September 2007. Retrieved 2007-10-12. ©~ Galletta, Jan (2006-01-13), "Tracks lead to rail-
gamers tournament", Chattanooga Times Free Press, p. 12 © "Rail Gamers Compete", Chattanooga Times Free Press, 2005-01-17 ~ "TactiCon 2006-7 schedule". Archived from the original on 2008-05-11. Retrieved 2008-04-05. ~ "U*Con 2008 schedule". Archived from the original on 2008-09-08. Retrieved 2008-04-05. ~ Price, Richard (2020),
Optimistic database locking, archived from the original on 6 August 2020 ~ ~ "1761: From Canal to Rail | Board Game | BoardGameGeek". ©~ "Podblast - 2016 Golden Elephant Award winner". “abcdefghijklmn o p "Deep Thought Games, LLC - Games". Archived from the original on 12 September 2007. Retrieved 2007-10-11. ~ "1830:
Railways & Robber Barons | Board Game | BoardGameGeek". ~ "Mayfair - 1835 Product Page". Archived from the original on 2007-08-27. Retrieved 2007-10-12. ~ "1837-Saxonia | Board Game | BoardGameGeek". ©~ "18Rhl: Rhineland | Board Game | BoardGameGeek". ~ "1839 | Board Game | BoardGameGeek". ©~ "1842: Schleswig Holstein | Board
Game | BoardGameGeek". ™ "1848: Australia | Board Game | BoardGameGeek". ™ "Mayfair - 1856 Product Page". Archived from the original on 2007-09-28. Retrieved 2007-10-12. ©~ "Mayfair - 1870 Product Page". Archived from the original on 2007-09-18. Retrieved 2007-10-12. ™~ Walters, Neil (December 2004). "Reviews: 18EU". Counter Magazine
(27). ~ "18Kaas | Board Game | BoardGameGeek". ©~ "Poseidon | Board Game". BoardGameGeek.com. Retrieved 2016-01-24. ~ "Powerrails; Board Game". BoardGameGeek.com. Retrieved 2021-02-25. ~ "Ur: 1830 BC". Board Game Geek. 18xx at the BoardGameGeek wiki BoardGameGeek rules synopsis for 1870 (extrapolatable to other 'xx titles)
Boardgames With Scott 046, a video introduction to the 18xx family of games Review of 1853 in Games International Retrieved from " 3Board games based on 19th century railroads A game of 18FL in progress, depicting the gameboard with track tiles and station tokens. 18XX is the generic term for a series of board games that, with a few
exceptions, recreate the building of railroad corporations during the 19th century; individual games within the series use particular years in the 19th century as their title (usually the date of the start of railway development in the area of the world they cover), or "18" plus a two or more letter geographical designator (such as 18EU for a game set in
the European Union). The games 2038, set in the future, and Poseidon and Ur, 1830 BC, both set in ancient history, are also regarded as 18XX titles as their game mechanics and titling nomenclature are similar despite variance from the common railroad/stock-market theme. The 18XX series has its origins in the game 1829, first produced by Francis
Tresham in the mid-1970s. 1829 was chosen as it was the year of the Rainhill Trials. 1830 was produced by Avalon Hill in 1986, and was the first game of the series widely available in the United States; it is seen as the basic 18XX game by the U.S. audience.[1][2] In addition to traditionally published games, the 18XX series has spawned self-published
variants and games published by low-volume game companies.[3][4] With few exceptions (such as 2038), 18XX titles are multiplayer board games without random variables in their game mechanics. 18XX games vary, but most follow this general pattern:[5] The objective is to enhance personal wealth, not the assets of any companies a player may be
operating. Personal wealth consists of cash, company stock (which increases wealth both by receiving dividends and by capital appreciation), and other investments (such as private companies). Players don't directly interact with the game board, but do so indirectly through companies they control. Generally, the player who owns the most stock of a
company is the president of that company and makes all decisions on behalf of that company. The president is also often required to help fund the company when it lacks sufficient funds to satisfy a mandated expense (such as owning a train by the end of its turn). Game play alternates between "stock rounds" and one or more "operating rounds". In a
stock round, players buy and sell stock (some games have company actions during a stock round as well), while in an operating round players take actions on behalf of companies they control, including laying track, placing station tokens, operating trains, withholding income or paying dividends, and buying trains. "Certificate limit": there is usually a
limit to how many corporate shares and private companies a player may own, to keep the game competitive by preventing snowball effects resulting from early leads by some players. The "President's certificate" (or "Director's certificate") represents control of a railroad corporation, usually represents a greater percentage of corporate stock than
other certificates (e.g., 20% as opposed to 10%), and is usually the first one purchased for a company (with its purchaser setting the price, or "par value", for regular shares of stock in many titles in the series). If another player accumulates more shares in a company than the current president, they acquire the President's certificate (with attendant
side-effects for both players regarding certificate limits) in exchange for their own lesser shares, and becomes the new controller of the corporation. Certain games may impose restrictions on the order in which companies may be started (generally to impose a historical context upon the game), and they vary in how many shares must be purchased
before the company may operate ("floats"). The map is usually a hex grid that depicts cities and terrain features. Hexagonal "track" tiles (representing available land-rights) are laid on top of this map to represent the growth of railroad networks, and tokens are placed on the board to represent stations (as well as special abilities from private
companies). Cities have values which can vary based on which tiles have been laid on the city, the phase of the game, their historical importance to a corporation, or type of train used to reach them. Different color tiles are available in succession, and in phases that are typically determined by the first purchase of a more advanced type of train. A
company's stock price is adjusted based on the revenues earned and whether the president chose to pay dividends or to withhold the earnings in the company treasury. Stock prices are usually also affected by actions in the stock round, and some games have other mechanisms that affect the stock price. Scarcity (forcing future-turn planning by
players) of available corporations, shares thereof, train types, and track tiles. Trains eventually become obsolete and must be replaced by more-expensive trains that also have greater capacity for earning revenue. Purchase of a new type of train usually triggers other phase-changes in the game, such as the obsolescence of older trains, the availability
of different sets of tiles, increased valuation of certain non-tiled cities, closure of private companies, and the ability to merge corporations or form them at higher valuations. Game end is usually determined when the bank runs out of money, and also by player bankruptcy (when a player cannot pay the debt of a company they control). Some games do
not end when a player goes bankrupt, while others add other conditions for ending the game such as when a stock reaches a certain value on the stock market, or the most advanced type of train has been purchased. Other games do not feature bankruptcy at all, and enable a player to place a moribund company in "receivership", or be incorporated
into a government railway, and walk away from debts. While adhering to common similarities (see preceding section), each 18XX game differs from the others in subtle or significant ways in rule set as well as game map. As with games in general, each individual mechanic has probably been used before, but a new game can put together a set of
mechanics which provide a new and interesting challenge. Some typical areas of difference are:[5] Initial Auction - there are many different ways to distribute initial private companies and starting major corporations. Private Companies - most 18XX games have private companies which are entirely owned by one player, and represent the earliest
companies in the game and/or provide special abilities. "Privates", as they are called, generally do little other than provide revenue, but in some games they control access to or enhance the revenue of certain hexes on the map. Some games have very similar private companies, some have very different private companies, and some dispense with
having private companies at all. Some titles (e.g., 1835 and 1861) also have Minor Companies, which are again owned entirely by one player but play a more dynamic role than Privates. Corporation Funding - some games have full funding for a corporation as soon as it floats, while others have the company receiving money only as each share is sold.
Some games require the corporation to reach a historically relevant destination in order to receive some of its capital or earn the best level of income. Company Types - some games have multiple company types. These types may vary based on how many shares are available for purchase, the funding model for the company, the number of station
tokens available, or which types of trains may be purchased by the company. Corporate mergers and demergers - some games feature optional, or forced, mergers or splits of one or more companies. Corporate stock-ownership - some games enable companies to hold their own stock, purchase private corporations, and/or own the stock of other
companies (even to the point of owning or as prelude to merger). Train Types - some may offer multiple types of trains with distinct capabilities or lifetimes. Some trains may "degrade" into other train types upon certain events (for example, delayed obsolescence of 4-trains in 18MEX, or normal trains becoming H-trains in 1844). Trains may become
available in unusual sequences. For example, in 1830, diesel engines are available as soon as the first 6-train is purchased — all the 6-trains are not required to be purchased first. In 1824, G-train availability is controlled by when normal trains are purchased. Certain trains may be restricted in terms of which locations they may run to or may count
revenue from, or they may provide bonuses for running to certain locations. For example, in 1844, H-trains are prohibited from running to off-board locations. In 1854, only Orient Express trains may run to certain off-board areas. In 1889, diesels get special bonuses for off-board locations. In 1826, E-trains and TGVs ignore dot-towns. TGVs in 1826
and 4D-trains in 18MEX double the value of cities they count. In 1824, only G-trains may run to mines and the corporation always gets the value of the mine rather than it being potentially paid to stockholders. Theme - a few titles eschew the common railroad/stock-market theme. For example, 2038 involves space exploration of the asteroid belt,
while Ur, 1830 BC involves building dams and canals in ancient Mesopotamia (in the latter game, "corporations”, "presidents" and stock "shares" are represented by kingdoms, rulers and parcels of land). A number of conventions have at least some emphasis on 18XX games, including the Chattanooga Rail Gaming Challenge, held in January or
February in Chattanooga, Tennessee and run by Mark Derrick.[6][7] 18XX games also figure prominently in various "RailCon" and "Puffing Billy" tournaments at many conventions.[8][9] 18xx games are often played remotely using various tools that support play by email games. Many games in the genre are implemented on 18xx.games , which is
open-source and supports both multiplayer and local play. Another open source project which supports a large number of 18xx titles is BOARD18. BOARD18 was designed for use in play by email games and is not recommended for live play. [10] Following Tresham's initial design, many different designers and publishers have made games using the
same basic mechanics and theming. Today, many different publishers offer 18XX games. Some of the most notable include: All-Aboard Games, a publisher dedicated solely to 18XX games GMT Games, notable for its collaborations with designer Tom Lehmann (also known for the Race for the Galaxy series) Golden Spike Games, which manufactures
games by hand for Deep Thought Games (a now-inactive publisher of 18XX games) Grand Trunk Games, publishing previously self-published titles Lonny Games, a German publisher reprinting games and the original designs of Leonhard Orgler Marflow Games, a German publisher mainly publishing the designs of Wolfram Janich TraXX Games,
offering print-and-play titles 18Wood, offering mainly handmade 18XX accessories The 18XX series is prolific, with many different publishers offering games and many fans designing and self-publishing titles in the series as well. The website BoardGameGeek lists 293 titles (including games and expansions) in the series as of January 2025.[11] Not all
of these titles are necessarily in production: many titles are only available as print-and-play games, offering rules and digital assets but requiring fans to print and assemble the games independently. Due to the large number of games, the disparate designers and publishers, and the question of what constitutes a complete 18XX game, it is difficult to
create an exhaustive list of all 18XX titles. This list contains the most notable titles from major publishers as well as some notable self-published 18XX titles. 1761: From Canal to Rail Self-published in 2011, and then in 2017 by All-Aboard Games and designed by Ian D. Wilson. 1761 is set in England, with its early game focused on building canals and
portrays the eventual fading away of canal companies as rail companies start to dominate.[12] 1800: Colorado Set in Colorado, the game was published in 2002 by David Methany in Rail Gamer magazine #17 and was later available in free print-and-play format. The game was designed by Antonio Leal. A mini-18XX game for 2-3 players, and consists
of only nine playable hexes. 1817 Designed by Craig Bartell and Tim Flowers and published by Deep Thought Games in 2009 and subsequently by All-Aboard Games in 2012 and 2020. 1817, set in the United States, is well-known as one of the heaviest 18XX titles in term of complexity and game length. It offers a complex financial system with features
such as short selling, market-driven interest rates, and company liquidations. An expansion, 18USA, published in 2017 (self-published), 2018, and 2021 (by All-Aboard Games) offers new contents and a randomizing of elements of the game. 1822: The Railways of Great Britain Designed by Simon Cutforth and published 2016 by All-Aboard Games. Set
in Great Britain, the game offers several unique features such as historical destinations for companies and new local trains. The game was the winner of "Golden Elephant Award" for "Best Heavy Game of 2016" by Heavy Cardboard.[13] 1822CA Designed by Robert Lecuyer and Simon Cutforth, and published 2018 by All-Aboard Games. This game,
also strongly based on 1822: The Railways of Great Britain, takes place in Canada, features a larger number of private companies, and includes an innovative scale change halfway across the map to account for the larger expanse between cities in Western Canada. 1822MX Inspired by 1822: The Railways of Great Britain, the game (set in Mexico) was
designed by Scott Petersen and published by All-Aboard Games in 2019. 1822PNW Designed by Ken Kuhn and published 2023 by All-Aboard Games and inspired by 1822: The Railways of Great Britain; takes place in the mountainous Pacific Northwest. 1824: Austria-Hungary 1824 was published by Double-O Games in 2005. The game was designed by



Leonard "Lonny" Orgler and Helmut Ohley, and is set in Austria-Hungary. It is a smaller and simpler version of Lonny's 1837, and adds some ideas from his later 1854 and Helmut's 1844. Publisher Fox in the Box and Lonny Games re-implemented the game in 2019 under the title 1824: Austrian-Hungarian Railway. 1825 Great Britain, released 1995
(Unit 1) by Hartland Trefoil, 2000 (Unit 2) and 2004 (Unit 3) by Tresham Games, designed by Francis Tresham. The game has subsequently had many revisions, reprints, add-on kits and variants. 1826: Railroading in France and Belgium from 1826 1826 was published by Chris Lawson in 2000 and Deep Thought Games in 2004[14] and set in France
and Belgium. As David Hecht's first design, it is the most conventional, and only one to use "traditional" green and brown plain track upgrade tiles. 1826 started out as "1830 on a different map", but rapidly evolved into a game of capital and technology management: the game's key decisions revolve around when to "grow" a company, and which
trains to buy to optimize a company's final position. 1829 Mainline England, released 2005 by Tresham Games, designed by Francis Tresham. 1829 (South) and 1829 (North) 1829 (South) was the first game in the 18XX series, published by Hartland Trefoil Ltd (UK) in 1974 from an original design by Francis Tresham. A second version, 1829 (North)
was published in 1981. The game has subsequently had many revisions, reprints, add-on kits and variants. 1830: The Game of Railroads and Robber Barons 1830 was published by Avalon Hill in 1986, and its popularity led to the creation of many other 18XX games. The game has subsequently had many revisions, reprints, add-on kits and variants. The
latest English editions were published in 2011 and 2021 by Mayfair Games and Lookout Games, respectively, under the title 1830: Railways & Robber Barons.[15] Set in eastern United States. 1832: The South 1832 was published by Deep Thought Games in 2006.[14] The game was designed by Bill Dixon and is set in the Southeastern United States.
It retains the new rules Bill introduced in 1850 and 1870 for share price protection, stock redeeming, and reissuing, while adding new rules to model the mergers that shaped the South's railroads. 1835 1835 was designed and published by Hans im Gliick in 1990 and distributed in the United States by Mayfair Games.[16] The game board covers most
of Germany. It was the first 18XX game use the concept of 'minor' companies, which operated like the normal stock companies (with some limitations) but are owned by a single person like a private company. 1837: Rail Building in the Austro-Hungarian Empire Set in Austria-Hungary, self-published and designed 1994 by Leonard "Lonny" Orgler. It
was subsequently republished in 2021 by All-Aboard Games. 1837 Saxony The game, an updated version of 1837SX and 18SX by the same designer Wolfram Janich, was published in 2022 by Spielworxx. As the title suggests, it is set in the Saxony region.[17] 1838: Rheinland Designed and self-published by Wolfram Janich in 2003, and set in the
Rhineland region. 18Rhl-Rhineland, a newer version, was published in 2007 by Marflow Games.[18] 1839 Published in 1993 by Diabolo and designed by Paul Stouthard and Rob van Wijngaarden. Set in the Netherlands. The designers hand-made only 32 copies of the game.[19] 1840: Vienna Tramways Designed by Leonard Orgler and published
through Lonny Games in 2020, the game is unique in that it focuses on the building of tram transport systems rather than heavy rails. It is set in Vienna, Austria. Also innovative is the availability of the best trains from the very start, albeit with reduced income as they grow older. 1841: Railways in Northern Italy 1841 was published by Chris Lawson
in 1996. The game was designed by Federico Vellani with assistance from Manlio Manzini and is set in Italy. With its complicated financial rules and very steep train gradient (i.e., the trains get very expensive very quickly), it emphasizes stock manipulation and funding train purchases over route building. 1842: Schleswig Holstein Self-published in
1992 by Wolfram Janich through Marflow Games and set in the Schleswig-Holstein province of Germany.[20] 1844: Schweiz 1844 was designed and published by Helmut Ohley in 2003 and set in Switzerland. Peter Minder collected extensive background materials and drew the map. The game was republished (with revisions) as 1844/1854 in 2016.
1844/1854 A 2016 Mayfair Games and Lookout Games republishing and re-packaging of 1844 and 1854 in one box with various changes. 1846: The Race for the Midwest 1846 was published by Deep Thought Games in 2005,[14] with a second edition by GMT Games in 2016. The game was designed by Tom Lehmann and is set in the Midwestern
United States. It features a linear stock market (like 1829), N/M trains (which count N cities but may run through M total cities) and a simplified private company distribution. Another unusual feature is that the number of corporations, private companies, and the bank size all scale with the number of players, and the resulting game is shorter than
most 18XX games. 1847: Pfalz Set in the German Pfalz area, the game was self-published in 1996 by its designer Wolfram Janich. An Anniversary Edition was published in 2015. 1848: Australia The game was published in 2007 by Double-O Games, designed by Helmut Ohley and Leonhard "Lonny" Orgler. It is set in Australia. 1848 was unique in that it
includes the Bank of England as a public company that extends loans and administers railroads that are in receivership. A newer 2022 version was published by GMT Games.[21] 1849: The Game of Sicilian Railways Set in Sicily. The game was designed by Federico Vellani and released in 1998 by Chris Lawson. A newer 2021 version was published by
All-Aboard games. 1850 1850 was published by Deep Thought Games in 2006.[14] The game was designed by Bill Dixon and is set in the upper Midwestern United States. It retains the rules Bill introduced in 1870 for share price protection and stock redeeming/reissuing. 1851: Kentucky and Tennessee Set in the Tennessee, the game was released
1998 by Chris Lawson, designed by Mark Derrick and Chris Lawson. It's a streamlined 18XX game designed for smaller groups with a shorter playing time. 1853 Set in India, designed by Francis Tresham, and published in 1989 by Hartland Trefoil. Mayfair Games and Lookout Games released a revised, newer version in 2009. 1854 1854 was
published by both Leonard "Lonny" Orgler in 2002 and Deep Thought Games in 2005.[14] The game was designed by Lonny Orgler and is set in Austria. It features a hexagonal stock market, local railways which operate on a smaller map (which takes place on two hexes of the large map), mail contracts, 150% capitalization, and player share options.
There are also tunnels which allow you to build under other track and terrain features, such as avoiding small cities. The local railways eventually grow up to be regional railroads operating on the main map, and the tradeoff between getting good revenues on the local map versus getting locked out of important locations on the main map is an
important decision to make. The game was republished (with revisions) as 1844/1854 in 2016. 1856: Railroading in Upper Canada from 1856 1856 was published by Mayfair Games in 1995 and was designed by Bill Dixon.[22] The game is set in Upper Canada, including the upper reaches of the St. Lawrence River, and the Toronto to Detroit area for
southern Ontario. 1858: The Railways of Iberia 1858 was designed by Ian D. Wilson, and published in 2012 by All-Aboard Games. 1858 is set in Spain and Portugal in the late 19th to early 20th centuries 1860: Railways on the Isle of Wight Set in the Isle of Wight, the game was released 2004 by JKLM Games, designed by Mike Hutton. Z-Man Games
published a second edition in 2010, and All-Aboard Games published the newest edition in 2022. 1861: The Railways of the Russian Empire Set in Russia, the game was released by JKLM Games in 2006 and by All-Aboard Games in 2012. It was designed by Ian D. Wilson and features a non-player controlled government railway. 1861/1867: Railways of
Russia/Canada Published in 2020 as a package containing the two games 1861 and 1867 by Grand Trunk Games. 1862 1862 was designed and published by Helmut Ohley in 2000. The game covers the entire width of the United States and parts of Canada. 1862: Railway Mania in the Eastern Counties East Anglia, England; designed by Mike Hutton
and published in 2013. The game was famous for a few unique features; among them was petitioning the parliament as a mean to float new companies and three different train types available. It was re-released by GMT Games in 2019. 1865: Sardinia Designed by Alessandro Lala and published by Gotha Games in 2011, 1865 is set in Sardinia and
features the Dragon, a non-player foreign investor who trade in certificates between players. It also contains the Traffic system, which makes calculating company revenues easier. 1867: Railways of Canada Set in Canada and designed by Ian D. Wilson, the game was originally set as an expansion to 1861 in 2015 (published by All-Aboard Games), but
was released as a standalone game in 2017 by Grand Trunk Games. 1868 Set in Uruguay and designed by John Bohrer. As usual with Winsome 18XX games, a copy of 1830 is required to play, largely due to the need for the tiles. 1868 has a shorter playing time than 1830 and includes a number of little companies, a delayed fifth railroad and a bit of
South American history. For 3-5 players for about 3 hours. 1870: Railroading across the Trans Mississippi from 1870 The game is set in the Mississippi Valley and central United States, released in 1992 by Mayfair Games, and designed by Bill Dixon.[23] Harzbahn 1873 Harzbahn 1873, set in the Harz mountains in Germany, was designed by Klaus
Kiermeier and initially self-published in 2011 in German. It was later republished by All-Aboard Games in 2014 and 2021 in English, and by Marflow Games in 2017 in German. Harzbahn 1873 includes independent and public mining companies which can purchase trains as "machines" to improve their revenue and the revenue earned by train
companies running past mines, a unique method of revenue calculation (a 4-train runs 4 connected routes of arbitrary length), and a maintenance mechanic that replaces train rusting. 1880: China Set in China and designed by Helmut Ohley and Leonhard "Lonny" Orgler, this game was self-published through Double-O Games in 2010 and 2016.
Lookout Games worked with the designers to republish a new third edition in 2022. The game is unique in that the turn order for companies are set along with the starting par price, and players could manipulate the Stock Round-Operation Round ratio. 1882: Assiniboia Designed by Marc Voyer and published by All-Aboard Games in 2020, 1882 is set
in the historical Assiniboia region of Canada and depicts the Canadian Prairies railway boom. Shikoku 1889 1889 was published by both Wild Heaven Productions in 2004 and Deep Thought Games in 2006.[14] The game was designed by Yasutaka Ikeda and is set in Shikoku, Japan. The rules for 1889 are essentially the same as 1830, except on a
much smaller and terrain-heavy map and different privates. The goal is to make a quick and relatively simple game which explores the history of railroads on Shikoku. A new 2022 version was published by Grand Trunk Games. 1890 Set in Osaka metropolitan area, Japan, the game was designed by Shin-ichi Takasaki and released in 1999 by Nobuhiro
Izumi. 1895 Namibia Designed by Helmut Ohley and Adam Romoth and self-published through Double-O Games in 2004, the game is set in Namibia, one of the few 18XX titles to be set in the Africa continent. 1899 A variant of the 1830 played on a new map set in China and Korea. It was designed by Dirk Clemens and Ingo Meyer and released by
Chris Lawson in 1994. 18?? A variant in a form of add-on kit for 1870 played on a somewhat larger fictionalized map, with additional privates and other rules variations. Designed by Allen Sliwinski and self-published by Scott Petersen through All-Aboard Games. 18AL 18AL was self-published by Mark Derrick in 1999 and later by John David Galt. It is
set in Alabama, United States and aims to provide a quicker and simpler introduction to the 18XX series. It is very similar to 18GA. 18C2C 18C2C (aka Coast to Coast) was published by Designs in Creative Entertainment in 2003. The game was designed by Mark Frazier and covers the entire United States and Southern Canada. This is an extremely
large game that attempts to model the entire history of railroading in the United States, and accordingly takes a long time to play. It consists of a 38"x68" map, 34 public companies, 18 private companies, and 108 trains. 18Chesapeake The game, designed to provide a full 18XX experience for newcomers to the series, was published in 2020 by All-
Aboard Games, and designed by Scott Petersen. It's similar to 1830, with a smaller map focused on the Chesapeake Bay area and a train export mechanic which improves gameplay pace. 18CZ Designed by Leonard Orgler and published by Fox in the Box and Lonny Games in 2017, the game is set in the Czech Republic. It features three different
corporation sizes with their own share size distributions. Each company sizes own different sets of trains, and larger companies can absorb smaller ones. 18Dixie with 18MS and 18GA Published in 2015 by Deep Thought Games and designed by John Merrick, it is set in the Deep South US during the post-Civil War Reconstruction era. Also includes two
upgraded smaller games: 18GA and 18MS. 18DO: Dortmund Designed by Wolfram Janich and Michael Scharf and published by Fox in the Box and Marflow Games in 2020, 18DO focuses on both the development of railway around Dortmund and its burgeoning breweries. 18EU 18EU was published by Deep Thought Games in 2004.[14] The game was
designed by David G.D. Hecht, and is set in the heart of Europe, reaching from Paris and London to Rome, Budapest and Warsaw. 18EU is a compact game, played on four map panels. Unlike most 18XX games, there are no private companies, and before the sale of the first 5 train, share companies may only be started indirectly. When the game
starts, fifteen minor companies (similar to the "forerunner" companies in 1835, 1837 and 1824) are auctioned off. These companies represent regional or private-sector rail companies. There are eight possible share companies, and before the first 5 train at least one minor company must be merged into a share company to form it.[24] 18FL 18FL was
published by Deep Thought Games in 2006.[14] The game was designed by David G.D. Hecht and is set in Florida, United States. It is very similar to Mark Derrick's 18AL and 18GA in that it is a simple game intended as an introduction to the 18XX game system for new players. Unlike the two mentioned games, the "ultimate" train is a 6 (or a 3E)
train. This means that 4 trains never become obsolete, and the greatest difficulty in a small game (and the greatest deterrent for new players), a massive "train rush" when permanent trains are first available, is substantially mitigated. 18GA 18GA was self-published by Mark Derrick in 1998 and later by John David Galt. It is set in Georgia, United
States and aims to provide a quicker and simpler introduction to the 18XX series. It is very similar to 18AL. The game was republished in a package with 18Dixie in 2015. 18GB: The Railways of Great Britain 18GB was published by Deep Thought Games in 2018. It was designed by Dave Berry and is set in Great Britain. It combines elements of 1860
and 1830, and features a twist to the usual 18XX rules for laying tiles. 18GL 18GL was published by Deep Thought Games in 2006.[14] The game was designed by Gary Mroczka and is set in the Great Lakes area of United States. It uses basically the same rules as David G.D. Hecht's 1826 (specifically, H-trains, loans, trainless companies get merged
into a government railroad) except that there are no destinations, there is only one merger, and instead of TGV trains there are Diesel trains. The map is quite different, and the private companies have the effect of altering how the map develops depending on the combinations of private companies and corporations particular players get. 18GM: The
18XX GameMaster Self-published in 1996 by designers Colin Barnhorst and Kristopher Marquardt. 18GM is an 18XX game development kit with modular boards which permits many different scenarios to be designed and played out. 18HeXX A variable-geometry 18XX map system, designed and self-published in 2000 by Mike Schneider 18Ireland Set
in Ireland, the game was web-published in 2016 and designed by Ian Scrivins. It was republished in 2017 by All-Aboard Games. 18Kaas Set in Utrecht, Netherlands, and self-published in 1992 by Erno Eekelschot through ERJO Games.[25] 18Lilliput Designed by Leonard Orgler and published by Fox in the Box and Lonny Games in 2018, this game was
noted for its innovative elements which stayed true to the 18XX spirit but provides a fresh and light experience for players. Actions are picked based on a set of action cards in a common pool. As the title suggest, the game was set in the fictional land of Lilliput. 18Mag: Hungarian Railway History Designed by Leonard Orgler and published by Lonny
Games in 2021, 18Mag recreates the history of Hungarian railroads and companies. The game features, in addition to the usual operating railroad companies, seven service companies which provides special supporting effects to its owners. All trains are also available from the start of the game. 18MEX 18MEX was published by Deep Thought Games
in 2005[14] and by All-Aboard Games as a second edition in 2020. The game was designed by Mark Derrick and is set in Mexico. The moderate length game features minor and major railroads, as well as government ones. 18MS: The Railroads Come to Mississippi The standalone version of 18MS was published by All-Aboard Games in 2020 and
designed by Mark Derrick. A lighter 18XX game set in Mississippi and Alabama. The older 2015 version was only available in the same package with 19Dixie. 18 Namibia Designed by Helmut Ohley and Adam Romoth. Reimplements 1895 Namibia. 18NEB 18NEB was published by Deep Thought Games in 2010.[14] Designed by Matthew Campbell, it
supports 2-4 players and plays in 2-4 hours. It is set in Nebraska, United States. 18NL Set in Netherlands, the game was self-published in 1999 and 2005 by Wolfram Janich through Marflow Games. It uses the same system as 1830 over a new map. 18NW: Railroading in the "Great Northwest" Designed and self-published by Gary Mroczka in 2017.
Set in the US Pacific Northwest and surrounding areas. 18NY Designed by Pierre LeBoeuf, published by Deep Thought Games in 2011. Set in the New York state and surrounding areas. All-Aboard Games will publish a new version in 2023 through its fifth Kickstarter wave of projects. 180E: On the Rails of the Orient Express Designed by Edward
Sindelar and published by Designs In Creative Entertainment in 2014. The large game (rivaling those of the likes of 18C2C) covers the entire Europe and features a staggering five types of companies. 18SA 18SA, set in South America, designed by Peter Mette and published by Marflow Games in 2015, is a feature-rich and moderately complex entry in
the 18XX series, such as different tokens for different kinds of trains, and extra costs for laying tracks across countries. 18Scan 18Scan was published by Deep Thought Games in 2005.[14] The game, set in the Scandinavia, is one of the smaller 18XX titles, and was designed by David G.D. Hecht in order to introduce gamers to some of the more
"exotic" systems used in other designs. 18Scan includes 1835-style minor companies, an 1835-style merger corporation, 1870-style destination rules (for the minor companies), 1856-style company flotation rules, and market-priced incremental capitalization rules as in 1851 and 1826. 18S]: Railway in the Frozen North Designed by Orjan Wennman
and self-published in 2021 (with a newer edition publishing in 2023 by All-Aboard Games), 18S]J is set in the United Kingdoms of Sweden and Norway during the formative years of Nordic railways. The game features nationalization of public railway corporations. 18Svea Designed by Jonas Jones and self-published in 2022. 18Svea is one of the smallest
and fastest 18XX games around with less than two hours playtime taking place on a map with only ten hexes in total. Designed for two or three players. 18TN 18TN was published by Deep Thought Games in 2006.[14] The game was designed by Mark Derrick originally in 1996, and upon discussions with Chris Lawson it was modified and published by
Chris as 1851 in 1998. The two games were sufficiently different that the publication of the original was warranted. It is set in Tennessee. 18US 18US was published in 2006 by Deep Thought Games.[14] The game, designed by David G.D. Hecht as an "advanced" 18XX game, is set in the continental United States. Unlike 18C2C or other, similar
products, it is a very compact game: the entire "Lower 48" only takes up two map panels. 18VA 18VA was published by Deep Thought Games in 2005.[14] The game, designed by David G.D. Hecht, is a smaller 18xx game, originally intended to be similar in scope to Mark Derrick's "one-state" games 18AL and 18GA. Set in Virginia and Maryland, it is
slightly more complex than the two mentioned. 18West 18West was published in 2007 by Deep Thought Games.[14] The game, designed by David G.D. Hecht, is set in the western United States. Many of the mechanics are quite different from other 18XX games, such as three different kinds of companies (including the Grange Road) and subsidized
track laying. All-Aboard Games published a new version of the game in 2020. 2038: Tycoons of the Asteroid Belt 2038, by Tom Lehmann, has the game mechanics of an 18XX railroad game but with an asteroid mining theme. Its financial aspects are fairly similar to those of 1835, including a set of minor companies and a larger merger company. Its
board features include asteroid mines that can be improved (the equivalent of cities), a small exploration reward for companies which explore asteroids (the equivalent of laying a tile, but requiring a spaceship/train), and two different types of corporations (those that start with full monetary assets and "growth companies”, which start with fewer
assets and a lower stock price but retain earnings from their unsold stock). The game was published in 1995 by Prism Games and TimJim Games. 21Moon Published in 2020 by All-Aboard Games and designed by Jonas Jones, the futuristic game is set in 2117 on the Moon. Players must build a network of transportation to support the resource mining
efforts on the Earth's natural satellite. Poseidon Set in the Aegean Sea during the Ancient Greece period, designed by Helmut Ohley and Lonny Orgler, with artworks drawn by Klemens Franz, and published through Lookout Games and Z-Man Games in 2010, is a shorter two-hours 18XX game with shipping lines instead of railroads.[26] Powerrails
Designed and self-published by Tom Schoeps in 1999. The game, based on 1830 and 1835, uses eleven small A4-sized map boards with only a handful of hexes and a small set of special rules for each of them.[27] Steam Over Holland Set in the 1839 Netherlands, the game was designed by Bart van Dijk and published by Vendetta in 2007. Railways of
the Lost Atlas Designed by Kevin Delger and Jacob Schacht, and published by Asterisk Games in 2024, RotLA features a variable-geometry modular board with divergent corporate abilities and mergers, with many variant options. Ur: 1830 BC The game is loosely adapted from the 18XX series, and features irrigation and kingdom management in
ancient Mesopotamia. It was designed by Jeroen Doumen and Joris Wiersinga and published by Splotter Spellen in 2001. Its play centers around ownership of valuable networks, replacing the rail networks found in most 18XX games with irrigation canals, shares with parcels of land, companies with kingdoms, trains with irrigation technologies (such
as reservoirs and pumps), and presidents with kings. Networks of canals and waterworks generate income by irrigating lands within kingdoms.[28] ~ Siggins, Mike (1991), "The 18xx Series - A Case for Re-Design?", Sumo, no. 6, archived from the original on 14 November 2007, retrieved 12 October 2007 ~ Bankler, Brian (1995), "A Survey of 18xx
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