CARVEWRIGHT

Mexican Train Project Instructions
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Materials Needed:

+ Min Board size = .75” x 7.25” x14.25” (your choice of wood)
+ 1/16” Carving Bit

* Your choice of stain and/or paint

+ Sandpaper (various grits)
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Step 1

+ Open the project file Mexican_Train_Project.mpc.
This file is set up with a circular railroad track pattern, but can be customized with
patterns and text any way you choose.

Customized

+ Upload the project to your memory card.

Step 2

* Prepare your board - Min Board size = .75” x 7.25” x14.25” (your choice of wood).
Make sure the board you are using is straight and square with good clean edges. It’s
often advisable to add masking tape to the bottom of the board along the edge of the
tracking roller.

* Load the board into the CarveWright machine.

» Choose the TriCard project from your memory card and follow these commands
Stay Under Rollers - press 1) NO

How to Place... - press 1) Center
Cut Board to Size? - press 2) NO
Select Cutting Bit: 1/16" Carving- Press ENTER.
The machine will move the truck to the center of the machine in preparation for the

bit installation.

After homing and finding surface, the machine will begin the carving process.
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Step 3

Remove the pieces from the board by cutting the tabs with a sharp chisel. Then sand
your project smooth.

Step 4

Paint and stain however you like.

Step 5

Enjoy playing your game!



Mexican Train Game Play Instructions

Equipment and Preparation

A double twelve set of dominoes is used. This contains all
possible pairs of numbers from 0 (blank) to 12, giving 91
pieces in all. In addition some markers are required.
Traditionally, coins were used: one penny for each player
and one nickel, but some players nowadays use markers
representing locomotives.

The dominoes are shuffled and each player takes a number
of dominoes and stands them on edge so that their faces
are visible to the owner but not to the other players. Up to 4
players take 15 dominoes each, 5 or 6 take 12 each, 7 or 8
take 10 each, and 9 or 10 players take 8 each. The remain-
ing dominoes are left face down in the boneyard.

Game Play
First turn

The player who has the 12-12 begins the first game by
placing it in the centre of the table. The second game will
be started by the 11-11 and so on downwards to the double
blank for the 13th game. If no one has the double required
to start, players draw equally from the boneyard until it is
found.

Beginning with the player who placed the starting double,
and continuing in clockwise order around the table, each
player now starts to build a train, which is a single row of
dominoes starting from the double in the centre and extend-
ing towards the player. The ends of adjacent dominoes
must match in number and the centre facing end of the first
domino played must match the centre domino (in the first
game, therefore, a 12 is needed). A single train might look
like this:

12-12, 12-7, 7-2, 2-8, 8-8, 8-0, 0-5

In this first turn only, the player may play as many dominoes
as they wish, so long as they form a valid train.

If any player ends the train they form in their first turn with a
double, this has no effect on the game until everyone has
played their first turn. When the first player takes their
second turn, they will have to satisfy the first exposed
double, as explained under doubles.

If any player is unable to start their train - having no domino
that matches the centre double - they do not draw from the
boneyard. They must simply place a marker (penny) in the
position where their train would have started. This indicates
that, starting with the first player's second turn, any player
will be allowed to play a domino in this position, to start the
train. Note, however, that no player is allowed to play on
another player's train, nor to start the "Mexican train",
during their first turn.

It may sometimes happen that a player is able to play all his

or her tiles on the first turn. In this case the game does not
end immediately, but continues until all players have played
their first turn. After that the scores are counted.
Subsequent turns

After everyone has had one turn, in which they started their
train if possible, the rules of play change. Now, each player
plays just one domino per turn (unless that domino is a
double - see below). This domino may normally be played
either

1. on the player's own train, or

2. on another player's train, if that train is marked with a
penny, to show that its owner was unable to play on it at
their last move, or

3. on an extra train, known as the Mexican Train or
Caboose, which is always open to all players.

Of course, each domino must be played in such a way that
its inward end matches the open end of the domino it
touches.

The Mexican Train or Caboose can be started by any player
from the second turn onwards, beginning with a single
domino which matches the starting double at one end. The
nickel is placed on it, to distinguish it from the other trains
and show that it is open to all players.

If you find at your turn that none of the ends of your domi-
noes matches the free ends of the layout on which you are
allowed to play, you must draw one domino from the
boneyard, and you may play the domino you drew. If you
are still unable to play, you must pass and place a marker
(penny) on your train, which indicates that any player is now
allowed to add a domino to it, as an alternative to playing
on their own train or the Mexican train. If you are unable to
play and the boneyard is empty, you simply pass and place
a marker on your train. (If there is already a marker on your
train you just leave it there.)

You must play a tile at your turn if you are able to. You are
not allowed to draw from the boneyard if you had a tile that
you could legally play. If you cannot play, but draw a tile that
is playable, you must play it.

When the owner of a train with a marker adds a tile to it in
their turn, the marker is removed. Now only the owner of
that train is allowed to play on it.

Note that if you were unable to start your train in your first
turn, but in a later turn you draw a domino that enables you
to start your train (no one else having started it for you), you
only play this one domino in that turn (and remove the
marker from your train). Having failed to start your train on
your first turn you have lost the opportunity to play a series
of connecting dominoes all at once to make a train.

Doubles
From your second turn onwards, whenever you play a

double you must play an extra domino, which may go
anywhere on the layout where you are allowed to play - not



necessarily on the double you just played. If you cannot
play a second tile you must draw (if available) and if the
drawn tile is not playable you pass and put a penny on your
train. If the extra domino you play is a second double, you
must play a third domino, which again may go anywhere -
on the first or second double you played or elsewhere, and
may be a third double - and so on. Your turn ends after you
play one domino that is not a double or (being unable to do
S0) you pass and place your penny on your train. The only
exception to this is that if your very last domino is a double
you may go out with it: in that case the game ends immedi-
ately and is scored.

If a double is played, and the player leaves a train ending in
a double, then after the end of that player's turn the next
domino added to the layout must be played on a double.
This is called "satisfying" the double. This situation arises in
several cases:

1. the player of a double was unable to play a further tile
2. the player of a double played the second tile on a differ-
ent train

3. a player plays more than one double (and having only
one free turn cannot satisfy more than one of them)

The duty of satisfying the double falls first on the next
player after the person who played the double. If they can
satisfy the double they must do so - even though it may be
in a private train where they could not normally have
played. If they cannot satisfy the double from hand, they
draw a tile and if that does not match the double either, they
pass and place a penny on their own train; the duty of
satisfying the double then passes to the following player in
turn. If a player leaves several doubles unsatisfied at the
end of a turn, each of the exposed doubles must be satis-
fied by subsequent players in the order that they were
played.

If one or more players ends the train they play on their first
turn with a double, then these doubles must be satisfied in
order as soon as everyone has had their first turn - so
beginning with the first player, who played the centre
double.

Note. Some players may prefer to play doubles crosswise
on the train (as in other domino games) rather than in line.
Whichever way around they are played, doubles in this
game do not create a junction where additional tiles can be
added as in Chicken Foot. Apart from the starting tile, once
a double has two tiles touching it (the tile on which it was
played and the tile that satisfies it), no further tiles can be
played adjacent to that double.

The Scoring

The play ends as soon as one player runs out of dominoes,
or when the layout becomes blocked so that no one can

play.

Exception: in the unusual case where someone manages to
play all their dominoes at once in their first turn, connecting
them all into a train, the play continues until everyone has

had their first turn, and then ends.

Each player scores as penalty points the spots on the
dominoes they have left (so a player who ran out of domi-
noes will score no penalty points for that game).

As already explained, a complete session would consist of
13 games, the first started with the 12-12, then the 11-11,
10-10 and so on down to the 0-0. The object is to accumu-
late as few points as possible over the 13 games - the
player with the lowest total score is the winner.

Variations

There are a number of versions of this game, and some of
the published descriptions are unfortunately not very clear,
making it hard to tell exactly what rules are intended.

There are several variations in the exact circumstances in
which markers are placed on personal trains, making them
available to be played on than others:

1. Some play that the marker is removed as soon as any
player (not necessarily the owner) adds to that train. In this
version, placing a marker only allows one tile to be added to
your train by an opponent, so that you can then continue it.
2. Some play that a marker on your train is removed if you
manage to play anywhere on the layout. The effect is that,
since your train has not been extended since the marker
was placed, you are likely still to be unable to play on it, and
will probably have to put your marker onto it again in a
future turn when you run out of other moves.

3. Some play that you do not place a marker on your train if
the turn was one in which you were not allowed to play on
your train because you had to satisfy a double. The logic
here is that you may have been able to play on your train
had you been allowed to, so you should not have to open it
to other players at this point.

Some do not play the rule that exposed doubles must be
satisfied by the next player.

Some play that doubles must be satisfied in the reverse of
the order in which they were originally played.

Some do not allow more than one double to be played in
the same turn. In this version there can never be more than
one unsatisfied double on the table.

Some play the tiles one at a time from the start, rather than
each player playing as many tiles as possible on their own
train in their first turn.

Some score with positive points instead of penalty points.
The player who ran out of dominoes, or the player with
fewest points in case of a block, scores the total number of
points on the dominoes remaining in the other players'
hands. In case of a block with a tie for winner, the winners
share the other players' points.

Instructions are from
http://www.pagat.com/tile/wdom/mextrain.html



