Can you beat
The Timesaver?
Object:

Deliver all cars to their correct sidings. Pick up any cars waiting to be delivered.

Rules:
1. You may not touch the engine or cars, except to rerail them.

2. Re-railing the cars incurs a one-minute penalty.

3. Cars may only be uncoupled at designated points.

4. Only two cars fit on each siding, except for the main line, which holds three.

5. Switches may not be thrown if a car or engine is over the mechanism.

6. Cars in your way may be moved, but must be returned to their original positions.

7. Your turn is over when the engine is back in its original position.

Tips:

1. Don’t rush. Keep the engine moving at the slowest speed to avoid derailments.

2. Pay attention to the switches. Wrongly set switches cause derailments.

3. Use the “run-around” maneuver to move the engine to the other side of a car.

4. For greatest efficiency, operate the throttle with your left hand, and keep the coupler in your right hand as you throw switches.

Starting position:
Ending position:


The Timesaver Game was invented in 1972 by renowned model railroader, John Allen. 

It was adapted for LEGO by Rick Clark, member, PNLTC.
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