
Connections Dice:
The connections must be neighbouring the station that 
you selected with the station dice and have exactly the 
same number of sections as number 
on the dice. 
Mark these connections as completed.

Station Dice: 
On your �rst turn you can only use the main central 
station marked with a star, �ll it with the number on 
your dice.

On subsequent turns you can do one of the following:

• Use an empty station you have connection to by 
writing the number of the dice in the station.
 or 
• Use an existing station with a number matching your 
dice.

Using your dice
Of the two dice you have selected one will be used as a 
station the other will form the connections. 
You must be able to perform both actions with your 
dice.
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Ben is about to take his second turn.  He has 
a few options using the 1,2 and 4 dice.

Ben could place the 2 in the empty station 
and use the 1 for the  connection.

Ben chooses to reuse the station with value 4 
and use the 2 for the connections.

Taking Your Turn
On your turn roll all 5 of the six-sided dice.

Select the 2 dice you would like to keep, these are not 
accessible to other players.

All other players can use any 2 of the three remaining 
dice, they do not have to be the same two dice.

Once all players have �nished using their dice, play  
continues clockwise with the next player.

Alexa takes her turn, rolling the �ve dice.  
She decides to use the 3 and 6 dice. This 
leaves, the 1, 2 and 4 dice for Ben, Carol 

and Dennis to choose two dice from.

Setup
Get 5 six-sided dice.
Give each player a tube map and a pen.
The player who arrived last goes �rst.

Aim of the Game
Score points by connecting stations 
and completing tube lines on your 
own map. 
Score the most points to win the 
game.
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Ending the Game
When any player has completed 5 lines the game ends 
after that turn.

Scoring Points
Add up the points you have scored for completing lines,  
completing zones and add an additional point for each 
pass you have not used.

The player with the most points wins.

Completing a zone
When you have marked o� every station in a zone, you 
have completed that zone. 
If you are the �rst player(s) to do so you score the 
higher number of points for completing the zone.

Circle the higher number of points matching the zone, 
all other players should cross this option o�.

If you complete the zone later, you score the lower 
amount of points associated with that line. 
Circle the lower number.

Both Alexa and Ben 
completed all stations 
in Zone 1 in the same 
turn. They both circle 
the 10 points.

Later Carol completes 
all stations in Zone 1. 
They circle the 5 points.

Completing a line
When you have marked o� every station and connection 
on a line, you have completed that line. 
If you are the �rst player(s) to do so you score the higher 
number of points for completing the line.

Circle the higher number of points matching the line, all 
other players should cross this option o�.

If you complete the line later, you score the lower amount 
of points associated with that line. 
Circle the lower number.

Dennis has completed 
all stations and 
connections on the 
Central line, so circles 
the 7 points.

Alexa, Ben and Carol 
cross o� the 7, if they 
complete the central 
line later they will only 
score 3 points.

Using a pass
You may use a pass to change the value 
shown on any dice up or down by one.

You may use as many of your remaining 
passes as you want in a single turn. 

When you have used a pass, cross it o�.

Carol has a 4, but wants a 6. They cross two 
of the pass marks from the sheet so they 
can treat the 4 like a 6.
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