	Game Element
	Age of Steam
	Railroad Tycoon
	Basic Steam
	Standard Steam

	Issuing
Shares
	Players issue shares only at the beginning of the turn and receive $5 per share issued.
	Players issue shares for $5 per share whenever they need cash to pay for something during the turn
	Players move their marker downward on an income track to receive $5 per space whenever they need cash during the turn. 
	Players move their marker downward on an income track to receive $5 per space only at the beginning of the turn.

	Share
limits
	Limit of 15 shares for whole game
	No limit
	No limit
	No limit

	Turn
Order
	Auction:

Minimum opening bid is $1. First to pass is last in turn order and pays nothing. Second to pass is second to last in turn order and so on. Last two in the auction pay full bids. Everyone else pays half their bids rounding up.
	Auction:

Minimum opening bid is $1. Highest bid goes first and turn order proceeds clockwise from high bidder. Only high bidder pays bid.
	Auction for turn order occurs before the game begins. There is a separate auction for each place in the turn order. In subsequent turns the special actions chosen by each player determine turn order.
	Auction:

Minimum opening bid is $0. First to pass is last in turn order and pays nothing. Second to pass is second to last in turn order and so on. Last two in the auction pay full bids. Everyone else pays half their bids rounding up.

	Special Actions
	First Move: 1st to ship cubes

First Build: 1st to build track

Engineer: build four tracks

Locomotive: increase links immediately. May choose even if maxed.
Urbanization: upgrade town to city. No cubes added
Production: place two random cubes on the goods growth chart.

Turn Order: one free pass during turn order auction.
	Handled differently. Players can choose cards as an action. These have various effects. There is no choosing of roles at the beginning of each turn.
	First Move: 1st to ship cubes

First Build: 1st to build track

Engineer: build four tracks

Locomotive: increase links immediately. May not choose if maxed.  Cost: $4 + $ equal to new link level.

Urbanization: upgrade town to city, add 3 cubes and a growth marker to it. Cost: $6

City Growth: Place 3 cubes and a growth marker on any city with no growth marker. Cost: $2.

Turn Order: First in turn order next turn.
	First Move: 1st to ship cubes

First Build: 1st to build track

Engineer: build four tracks

Locomotive: increase links immediately. May not choose if maxed.
Urbanization: upgrade town to city, add 3 cubes and a growth marker to it. 

City Growth: Place 3 cubes and a growth marker on any city with no growth marker. 

Turn Order: One free pass during turn order auction

	Game Element
	Age of Steam
	Railroad Tycoon
	Basic Steam
	Standard Steam

	Regular Action
	3 Regular Actions in the following order:

1)Build Track (may urbanize if you picked that special action)

2) Move Goods (May instead increase link)

3) Move Goods (May instead increase link if you didn’t do it during second action)


	3 Regular Actions: You may choose to do any of the following in any order and you may choose the same action more than once.

1) Build Track

2) Move Goods 

3) Increase links

4) Urbanization

5) Build Western Link

6) Take or Play Special Action Card
	3 Regular Actions in the following order:

1)Build Track (must urbanize or do city growth if you picked either special action and didn’t pass)

2) Move Goods (May instead increase link)

3) Move Goods (May instead increase link if you didn’t do it during second action)


	3 Regular Actions in the following order:

1)Build Track (may urbanize or do city growth  if you picked either special action)

2) Move Goods (May instead increase link)

3) Move Goods (May instead increase link if you didn’t do it during second action)



	Track Tiles
	Single Sided
	Double Sided
	Double Sided
	Double Sided

	Town Tiles
	Dedicated Town Track Tiles and Town Marker + Track Tile 
	N/A
	Dedicated Town Track Tiles Only
	Dedicated Town Track Tiles Only

	Track Costs:

Placing
	Simple: $2

Complex Co-exist: $3
Complex Crossing: $4

Town: $1 + $1/track coming out

Terrain: +$1 for river, +$2 for mountain
	Terrain:

$2 open terrain

$2 following river

$3 cross river

$4 mountain

$8 cross ridge
	Simple: $2

Complex Co-exist: $4

Complex Crossing: $4

Town: $1 + $1/track coming out

Terrain: +$1 for river, +$2 for mountain
	Simple: $2

Complex Co-exist: $4
Complex Crossing: $4

Town: $1 + $1/track coming out

Terrain: +$1 for river, +$2 for mountain

	Track Costs:

Replacing
	Simple to Complex Crossing: $3
Town: $3
All Others: $2
	Just pay terrain cost.
	Simple to Any Complex: $4
Town: $1 + $1/track coming out
	Simple to Any Complex: $4
Town: $1 + $1/track coming out

	Track Costs:

Redirecting
	$2 flat cost
	N/A
	Standard cost minus terrain
	Standard cost minus terrain

	Uncompleted Track
	Must extend each turn to maintain control
	Removed if not connected to a city by end of turn
	Must extend each turn to maintain control
	Must extend each turn to maintain control

	Game Element
	Age of Steam
	Railroad Tycoon
	Basic Steam
	Standard Steam

	Connection Limit
	May connect to more than one city/town during single build phase.
	May only connect to one city during single build phase.
	May connect to more than one city/town during single build phase.
	May connect to more than one city/town during single build phase.

	Urbanization
	Only the player who picked this special tile at the beginning of the turn may urbanize during the build track phase. Place a new city tile.
	Anyone may pay $10 to urbanize as a regular action or do it for free with a special card. Place a new city tile with 3 random cubes
	Only the player who picked this special tile at the beginning of the turn may urbanize during the build track phase. Place a new city tile and choose a set of 3 cubes to go on it.
	Only the player who picked this special tile at the beginning of the turn may urbanize during the build track phase. Place a new city tile and choose a set of 3 cubes to go on it.

	Move
Goods
	Move a cube from any city a number of links less than or equal to your current links level. Use any player’s track.
	Move a cube only from a city that you are connected to a number of links less than or equal to your current links level. Use any player’s track as long as the first link is yours.                                                                                                                                                                                                                                                   
	Move a cube from any city a number of links less than or equal to your current links level. Use any player’s track as long as you earn at least as many track points as any other player along the route.
	Move a cube from any city a number of links less than or equal to your current links level. Use any player’s track as long as you earn at least as many track points as any other player along the route.

	Cube
Delivery
	Move your marker up a number of spaces on the income track equal to the number of links you own along the shipped route. 
	Move your marker up a number of spaces on the sharedVP/income track equal to the number of links you own along the shipped route. VP and income have separate values.
	Choose to move your marker up the VP track or the income track equal to the number of links you own along the shipped route. VP and income are completely separate.
	Choose to move your marker up the VP track or the income track equal to the number of links you own along the shipped route. VP and income are completely separate.

	Improve Engine
	Once during the move goods phase a player may instead improve their engine. It costs nothing to do so.
	A player may choose this as a regular action up to three times during a single turn. There is an increasing cost to do this.
	Once during the move goods phase a player may instead improve their engine. It costs nothing to do so.
	Once during the move goods phase a player may instead improve their engine. It costs nothing to do so.

	Income and Expenses
	Income minus shares minus links level
	Income minus shares
	Income
	Income minus links level

	Game Element
	Age of Steam
	Railroad Tycoon
	Basic Steam
	Standard Steam

	Economic

Shortfall
	Reduce income one step for every $1 needed. If at 0 income, bankrupt.
	N/A
	N/A
	Reduce VP one step for every $2 needed. If at 0 VP, reduce income one step for every $2 needed. If both at 0, bankrupt.

	Income Reduction
	Cummulative -2 for every 10 income earned. Player’s marker is moved down on the income track a number of spaces equal to current income reduction at the end of each turn.
	Income peaks and then declines incrementally as players progress on the VP track.
	N/A
	N/A

	Goods
Growth
	Automatically occurs at the end of each turn. Dice are rolled and cubes moved off of a chart and onto the board according to the result.
	Only occurs through urbanization or playing a special action card. Cubes drawn randomly from a bag.
	Only occurs through urbanization and city growth. Cubes chosen from sets placed at the start of the game.
	Only occurs through urbanization and city growth. Cubes chosen from sets setup at the start of the game.

	End Game Conditions
	Game ends after set number of turns
	Game ends after a set number of cities are depleted of cubes
	Game ends after set number of turns
	Game ends after set number of turns

	Scoring
	3 x (Income – shares)  + (Track sections in completed links you own) 


	(Current VP) + (Secret Tycoon Card) – (Shares)
	(Current VP) + (Income x 2) + (Completed links you own)
	If Income is positive:

(Current VP) + (Income / 2) + (Completed links you own)
If income is negative:
(Current VP) + (Income x 2) + (Completed links you own)


