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Scotland	Yard	is	a	unique	board	game	that	can	be	played	in	multiple	ways,	depending	on	whether	you're	playing	as	Mr.	X	or	one	of	the	detectives.	As	Mr.	X,	you	must	avoid	capture	long	enough	for	the	detectives	to	run	out	of	their	fare	tickets,	while	the	detectives	work	together	to	find	and	capture	you.	The	game	requires	strategy	and	deduction,	with
players	using	various	modes	of	transportation	to	move	around	Central	London.	The	twist	is	that	Mr.	X	only	reveals	his	location	at	round	numbers,	adding	an	element	of	mystery	to	the	game.	To	win,	one	of	the	detectives	must	land	on	the	same	space	as	Mr.	X,	while	Mr.	X	must	avoid	capture	and	use	his	transportation	skills	to	evade	the	detectives.	The
game	comes	with	a	variety	of	components,	including	the	Scotland	Yard	game	board,	pawns,	fare	tickets,	start	cards,	and	official	rules.	Many	players	have	reported	enjoying	this	game,	despite	some	initial	confusion	over	the	rules.	One	player	suggested	that	there	may	be	newer	versions	available	at	a	lower	price	point.	Others	have	shared	tips	and
strategies	for	playing	the	game,	including	the	importance	of	tracking	Mr.	X's	movements	and	using	transportation	to	your	advantage.	The	game	of	Ravensburger	Scotland	Yard	is	a	thrilling	adventure	where	players	take	on	the	roles	of	detectives	trying	to	catch	Mister	X,	who	is	attempting	to	evade	them	through	various	modes	of	transportation	in
London.	The	game's	rules	can	be	tricky	to	grasp	at	first,	but	it	offers	an	engaging	and	strategic	gameplay	experience,	especially	when	played	competitively.	Some	users	find	the	rules	confusing	due	to	the	written	instructions	being	too	verbose,	making	it	hard	for	them	to	understand	how	to	play	without	guidance	from	someone	else.	However,	once
explained,	the	game	becomes	more	enjoyable	and	challenging	for	players	who	prefer	a	hands-on	approach,	asking	questions	to	clarify	the	rules	as	they	go	along.	Overall,	the	game	is	considered	fun	and	suitable	for	family	gatherings,	offering	a	mix	of	strategy	and	entertainment	value.	It	includes	components	such	as	ticket	sheets	for	detectives	and	a
sight	screen	for	Mister	X,	with	130	tickets	divided	into	different	boards	for	players	to	navigate	through.	The	game	encourages	strategic	thinking	and	quick	decision-making,	making	it	appealing	to	those	who	enjoy	detective-themed	games	and	challenges.	In	this	mysterious	game,	Mister	X	is	always	one	step	ahead.	He	leaves	clues	in	his	wake,	but	only
those	with	exceptional	detective	skills	can	catch	him.	The	detectives	must	track	down	their	quarry	by	following	a	trail	of	cryptic	hints	and	misleading	leads.	To	begin,	players	decide	who	will	play	the	role	of	cunning	Mister	X.	The	other	players	take	on	the	roles	of	skilled	detectives,	each	with	their	own	unique	abilities	and	strengths.	The	game	board	is
laid	out,	and	tickets	are	placed	alongside	it,	waiting	to	be	claimed	by	the	detectives.	Mister	X	receives	a	special	set	of	tools:	a	transparent	playing	piece,	a	travel	log,	a	pencil,	and	a	visor	that	conceals	his	identity.	He	also	has	access	to	black	tickets,	which	can	only	be	used	at	certain	times	during	the	game.	Each	detective	is	given	a	colored	playing
piece	and	a	ticket	board,	where	they	lay	out	their	tickets	for	bus,	underground,	and	taxi	transportation.	If	there	are	fewer	than	four	detectives,	additional	playing	pieces	called	Bobbies	are	introduced	to	lend	a	helping	hand.	These	Bobbies	have	special	rings	that	allow	them	to	move	freely	without	using	tickets.	The	game	begins	with	the	initial	starting
position,	determined	by	drawing	start	cards	with	either	a	D	or	an	X	on	the	back.	The	detectives	draw	their	cards	and	place	their	playing	pieces	on	the	corresponding	stations,	while	Mister	X	looks	at	his	card	but	keeps	it	secret.	Gameplay	consists	of	up	to	22	rounds,	in	which	Mister	X	makes	the	first	move,	followed	by	each	detective	and	Bobby	in	any
order.	Each	player	must	change	location,	and	for	every	distance	traveled,	a	ticket	is	used	from	their	board	and	added	to	the	general	draw	pile.	Mister	X,	however,	can	collect	tickets	from	the	general	draw	pile	at	any	time.	Throughout	the	game,	tickets	are	drawn	randomly	from	the	general	pool,	with	each	station	on	the	map	corresponding	to	one	or
more	means	of	transportation	(taxi,	bus,	underground).	The	colors	of	the	stations	indicate	which	type	of	transportation	is	available.	As	players	navigate	the	twists	and	turns	of	the	game,	they	must	use	their	wits	and	strategic	thinking	to	uncover	Mister	X's	hidden	path	and	catch	him	before	it's	too	late.	The	game	begins	with	each	player	starting	at	a
station,	moving	forward	by	using	their	corresponding	color-coded	ticket.	The	taxi	(yellow)	moves	in	short	increments	along	the	yellow	line,	while	the	bus	(turquoise)	travels	longer	distances	but	only	to	stations	with	turquoise	semi-circles.	The	underground	(red)	line	allows	for	greater	movement	but	covers	fewer	stations	than	both	the	taxi	and	bus.
Players	can	move	back	to	previous	stations	on	their	next	turn.	Mister	X	starts	secretly	moving	his	piece	from	one	connected	station	to	another,	recording	new	locations	in	his	travel	log.	However,	he	conceals	his	moves	by	covering	the	tickets	used	for	each	journey.	Detectives	can	see	which	transportation	Mister	X	has	used	but	not	his	destination.	On
each	detective	and	Bobby's	turn,	they	discard	their	ticket	from	the	general	draw	pile	and	move	to	a	chosen	station	using	their	available	tickets.	Key	rules	include:	detectives	have	limited	tickets;	if	exhausted,	they	sit	out;	no	ticket	trading	among	themselves;	and	tickets	always	lie	face-up	for	Mister	X	to	see.	Mister	X	must	surface	at	set	intervals	(3rd,
8th,	13th,	18th,	and	24th	moves)	by	showing	his	station	in	the	travel	log	and	then	moving	away	from	it.	This	presents	detectives	with	a	temporary	opportunity	to	catch	him	or	trap	him	before	he	disappears	again	on	their	next	turn.	If	Mister	X	uses	a	double-move	ticket,	he	can	visit	two	locations	simultaneously	on	one	turn	using	any	combination	of
modes	of	transportation,	but	only	once	per	round.	He	records	both	moves	in	his	travel	log	and	discards	the	ticket.	If	he	starts	at	a	station	that	requires	surface	exposure,	he	appears	for	a	moment	before	reappearing	with	his	next	move.	Using	a	double-move	allows	Mister	X	to	avoid	stations	occupied	by	detectives	on	his	first	or	second	turn.	Black
Tickets	offer	flexibility,	allowing	him	to	choose	any	mode	of	transportation	without	revealing	its	use	to	the	detectives,	and	can	be	combined	with	double-move	tickets.
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