
METRO 
GAME RULES 

 
Paris 100 years ago: 
The 1900 World Fair is just around the corner and in the open spaces they are digging and trenching.  Everywhere 
strange scaffolding structures arise.  Tunnels are being built in the streets, ready to be sunk into the ground. 
Join them in building the Paris Metro! 
 
Designer: Dirk Henn 
Artwork: Franz Vohwinkel 
Production: Bernd Dietrich 
For 2-6 players of 8 and over. 
 

Game Components 

• 60 track tiles 
each with 4 rail sections.  Each side of the tiles has 2 connections. 
In addition there is a red arrow shown. This is the direction in which the tile will be aligned when it is placed on the 
game board. 
[Text on the tile illustration:] 
Underground rails 
Arrow for aligning the tiles on the game board 

• 6 summary cards 
These are each in one or other of the player colours and numbered 1 - 6.  They show which underground stations 
each player starts from. 
Depending on how many people are playing, you will find in the corresponding column a list of your stations with 
their numbers. 
[Text on the summary card illustration:] 
The player using the colour lilac has line 5 
Total number of players, eg. 6 
Your own stations, for example: No.9 “Place de Clichy” 

• 61 underground carriages 
wooden, in 6 colours.  You use them to show which are your stations. 

• 1 game board 
Around the edge is a green scoring track (from 0 to 100), on which later the players scores will be marked. 
Inside that a circuit of 32 underground stations is shown, each with its own number.  The players stand their carriages 
on the right hand (roofless) track.  This track leads out of the station.  The other track is not assigned to any player. 
Inside that you can see 60 square spaces, on which in the course of the game the players lay the rail tiles in turn. 
In the middle of the playing area there are 8 underground stations, which are not assigned to any of the players.  If 
anyone’s line terminates here, he earns double points for the line concerned. 

• 6 score markers 
Each player takes the marker in the same colour as his carriages.  With it he will mark his score on the scoring track. 
 

Before the first game please carefully push the rail tiles out of their frames. 

Game Preparation 
• Place the game board in the middle of the table 
• Each player receives a set of carriages in one of the colours shown in the following table: 

with 2 players (16 pieces each) .................................... yellow, blue, 
with 3 players (10 pcs each) ............................ yellow, blue, orange, 
with 4 players (8 pcs each) ................... yellow, blue, orange, green, 
with 5 players (6 pcs each) ........... yellow, blue, orange, green, lilac, 
with 6 players (5 pcs each) .............................................. all colours. 



• In addition each gets a score marker in his colour, which he places on the green space beside the “0”. 
• Next each receives a summary card in the colour of his carriages.  On this appears, under the appropriate number 

of players, his own underground stations with their corresponding reference numbers. 
• On each of his stations the player now places a carriage of his colour. 
• Excess carriages should be put aside. 
• The track tiles are shuffled and stacked face down beside the game board in a draw pile. 
• Each player takes a tile and secretly looks at it. 
[Text below the illustration:] 
Here at the board margin all the carriages are positioned. 

Sequence Of Play 
• The youngest player starts, the rest following in clockwise order. 
Laying track tiles 
• The player whose turn it is places his track tile on the board.  In the event that he does not wish to play the tile in 

his hand, he may take a new tile from the face down pile, provided any are still available.  He then must place this 
tile. 

When laying tiles, four points should be noted: 
1. Each tile must be layed in an empty space.  It must border at least one already placed tile (edge to edge), or be 

placed in one of the spaces on the boundary. 
2. Align the track tile so that the arrow points in the same direction as the arrow on the board. 
3. A tile may not be placed such that a metroline from one numbered station to another traverses only one tile. 

Sole exception: the tile cannot be placed anywhere else. 
4. It is specifically allowed to lay a tile next to an opposing line or station, as long as the above rules are observed. 
[Text below the illustration:] 
Both of these examples (across the corner and on the border) are normally not allowed. 
• After his placement, the player takes a new tile from the draw pile, unless there are none left. 
• A player whose stations are all connected still continues to lay tiles. 
The track tiles are so designed that by the end of the game each of a player’s stations will be linked to some other 
station.  It can happen that routes are completed that are not linked to any station.  These routes have no value in the 
game. 

Calculation Of Victory Points 
• As soon as a Metroline forms a direct connection from its starting station to any terminus station (regardless of 

whether this is one of its own stations or a competitior’s), the victory points for this line are calculated.  For each 
tile over which the line travels, it scores 1 point.  If the line traverses the tile more than once, it gains a 
corresponding number of points.  If the line ends at a station in the central area, the victory points for it are 
doubled. 

• The points are recorded on the scoring track using the marker of the correct colour. 
• After the line has been scored, this is clearly indicated by turning its carriage through 90°, since each station can 

only be scored once during the game. 
 [Text below the illustration:] 
A track tile is counted more than once if the line crosses it multiple times. 
Example: 
In this illustration the yellow player scores 3 points (although the line travels over two tiles, it crosses one of them 
twice), the green player gets 2 points and the orange player gets 10 points (5 tiles doubled, because the line 
terminates at a station in the central area). 

End Of The Game 
The game ends when all of the lines have been scored and all of the tiles have been layed.  The victor is the one who 
has accumulated the most victory points. 

Variants 
• Those who would like to have more options for laying the track tiles can ignore the arrows when aligning them. 
• You can also agree to hold more than one tile in your hand (2 or 3).  The greater choice makes the game longer. 
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