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can trace a route through a face-up port and/or an External Location to 
the one you wish to sell to. 

To sell to a Distant Market your mill must be connected to a constructed 
port (anyone's Port, whether flipped or not, or an External LOCDtion). If 
you sell cotton to the Distant Market via a face-up port, do not flip the 
port. A single sale involves you turning over the top tile on the Distant 
Market stack and moving the Cotton Demand marker down a number 
of spaces on the track, as indicated on the tile. If the marker has not 
reached the bottom space then you CDn flip your cotton mill. You then 
increase your income a number of spaces indiCDted at the side of the 
track (in addition to the spaces you advance from the tile itself). You do 
this every time you sell to this market. Place the Distant Market tile you 
revea led face down on the bottom of the stack. 

If the Cotton Demand marker reaches the bottom space then you do not 
flip your mill. Your action ends immediately. No more cotton can be sold 
to the Distant Market by ANY player for the rest of the period and all 
Dista nt Market tiles are removed from the box. You can still sell you r 
cotton to unflipped ports on the main map in later actions. 

You may sell to the Distant Market via the same port multiple times in 
the same action. More broadly, if you have several face-up Cotton mills, 
you could sell via a face-up Port to access the Distant Market multiple 
times, sell to the Port (once) to flip it, and then sell via it an additional 
number of times - until the Cotton Demand bottoms out, of course. 

BDTakeloan 
The particular card you played before selecting this action has no effect 
on how much money you can take as a loan. 

You may take a multiple of f1 0 from the bank, up to a maximum of 
BO. The spaces on the IncomeNP track are grouped into bands 01 the 
same Income value. For each flO you take you must move your 
wooden disc one Income band down the income track. Thus each f1 0 
you borrow reduces your income by fl. You always move back to the 
highest numbered space in a band. It is not possible to move below 
-f1 O. You do not pay loans back. 

IMPO flTANT: You cannot take a loan once the deck of cards has been 
exhausted in the Rail Period. 

In the example below you have just taken a loan for f30, which would 
move you back three bands, as shown. 

C'OUNTER TYPES AND 
FLIPPING 
It's important to get your counters flipped to their other side as this 
earns you income immediately and it scores you VPs at the end of the 
period. Each counter can only be flipped once. It is the responsibility of 
the player who owns a flipped counter to increase his Income Level by 
the amount indicated in the gold circle. In the example below you have 
just flipped an Industry counter with a gold circle value of 5. You would 
move your disc five spaces up the track, as shown. 

mu: Level 2and higher Industry counters that are built and flipped 
during the Canal Period Will also score at the end of the Rail Period as well 
as the Canal Period - as long as they are not removed by being overbuilt. 

Coal mines Coal IS represented by black cubes and is produced by coal 
mines. When you build a coal mine you place a number of coal cubes 
on it equal to the number in the black box. You flip a coal mine when 
all of these cubes have been removed. Later coal mines require iron, 
which represents the use of steam pumps to Sink deeper mines. 

Cotton mills Cotton mills produce cotton, but this is only represented 
abstractly by flipping the tile when the cotton is sold. You can flip a 
cotton mill when you choose the Sell Cotton action and are able to flip 
a connected, un-flipped port as well. Alternatively you can attempt to 
sell to a Distant Market. Early mills are water-powered, which is why 
they do not need coal. Later they start uSing steam engines, whICh 
means a demand for coal. while the most advanced mills require iron 
as well. 

Iron works Iron, represented by orange cubes, is produced by iron 
works. When you build an iron works you place on it a number of iron 
cubes equal to the number in the orange box. You flip an iron works 
when all of these cubes have been removed. Iron works do not produce 
raw iron; they represent the production of steam engines, tools, 
building materials, etc. That IS why the cubes are linked to the 
Development action; the use of iron machinery IS the cutting edge of 
technology in this period. 

Ports Ports are locations where cotton can be sold. Ports are flipped 
when a player sells cotton to it. Players CDn sell to the Distant Market 
via an unfllpped Port. This does not cause the Port to flip. 

Shipyards Shipyards produce ships, which are represented abstractly 
as an Immediate sale. When you build a shipyard you immediately flip 
it to its other side. You start with Tech Level °shipyards. You will have 
to develop these, (see rules to Develop), before you build Tech Level 1 
shipyards. Only Tech level 1 shipyards can be built in the Canal Period. 
Only Tech Level 2 shipyards can be built in the Rail Period. During the 
Canal Period you wil I be able to build a shl pyard only in Liverpool. 
There is no way to transport the required coal to Barrow-in-Furness and 
Birkenhead until the appropnate rails are built during the Rail Period. 



GUIDE TO PLAY GT GAME
 
Your aim is to score the most victory points. VPs are earned from 
industries that have been flipped and canals/ralls. The key to winning 
the game is to build industry counters that will end up being flipped. 

When you build an industry it has produced something and is looking 
to sell it. When you build a cotton mill it is producing cotton but does 
not yet have a customer. A port is a potential customer. You can flip a 
cotton mill if you can also flip a port or sell to the Distant Ma rket, 
(counters can only be flipped once). That does not represent a one-off 
sale, you are continually producing and selling cotton via that port. 
That is why your income level IS increased. Similarly, coal mine and 
iron works have coal!lron cubes to sell. When all of the cubes from 
one of these counters have been taken then it is flipped, which 
increases your income level. Your coal mine is still prod ucing coal but 
is selling everything it makes. The only industry that flips immediately 
is the shipyard. 

The game is all about supply and demand. You want to build an 
industry when you know there IS a demand for its products; otherwise 
you are wasting your money and actions. The only exception to this is 
coal mines; it can be very useful to start the Rail Period with a coal 
mine with coal on it. In that sense the game is very tactical. If a number 
of coal cubes have been taken from the Coal Demand track then 
demand is hig h and extra profits will be made by the next person to 
meet thiS demand. Thus if you build a coal mine and it IS connected to 
a port you immediately move cubes from it to fill the vacant spaces on 
the Coal Demand track. You gain cash for this, not an increase in 
income level. 

The total demand for cotton is determined by the number of ports that 
have been built and the Distant Market, (which will allow between two 
and six lots of cotton to be sold). Once agam, look for opportunities. 
If there are a lot of cotton mills that have not sold their produce then 
build ports. Although the cotton mill owner makes more money It saves 
you an action. 

The demand for coal will be low at the beginning of the game but will 
increase as time goes on. Do not go into coal too heavily early on. 
During the Rail period the demand for coal goes through the roof. 

The demand for iron depends very much on how much development 
players undertake. As you can choose where to take iron from when 
you develop you can create your own demand for iron. 

To a certain degree the cards are a distraction. Early on In each period 
you should be able to bu lid almost any type of industry that you wish 
to. What you may not have is complete control over where you get to 
build it, but that is not often a critical problem. When it is your go think 
about which industry you wish to build, then look for whether your 
cards allow you to do that. You may need to plan ahead a little and 
put off the building of a certain industry until you have built some 
canalJraillinks. 

Remember to develop your industries. First time players generally do 
not do this. You can make such development work for you if you can 
get an iron works down. Gettl ng a few Level 2 industries down In the 
Canal Period will make a big difference to your position in the Rail 
period. Remember that at the end of the Canal period all Levell 
industries are removed. This does not mean they have really 
disappeared - remember you stili are earning money from them. 
You can see it as an increase in the amount of available land and the 
decline in Importance of early industries. Check out the Industry Counter 
Details table at the end of the rules. Hopefully you will see that the 
higher the Tech Level the more victory points you gain, especially with 
cotton mills and shipyards. 

Money IS important. All industries have a cost to build, marked on the 
front of the counter. You will run out of money fairly quickly, which will 
mean taking out a loan. You can try to avoid this situation by getting 
your Income up as quickly as possible. One way to do this IS building a 
cotton mill and port and using both of them with a 'Sell Cotton' action. 
Once your income level is up you will be collecting money at the 
beginning of each turn. It also means that if you do then decide to take 
a loa n you will not be slipping into negative income. 



Period pha.ses 
I. Initial cards 

II. Player actions 

III. Victory points 

IV. New period 

PI aver action 
phase steps 
A. Collect income 

B. Play cards 

C. Order of play 

D. Refill hand 

Available a.ctions 
1. Build industry 

2. Build link 

3. Develop 

4. Sell cotton 

5. Take loan 

Build industry 
req u'j rements 
1. Does card allow you to bUild in 

desired location? 
2.	 Does the symbol in the space 

match the symbol on the counter? 
3. If you need coal can you move it 

to the location? 
4. Where are you going to take iron 

from if required? 
5, Can you pay the full cost of the 

counter plus any additional costs? 

ped 

o it. 

E,alsy to, forget rules 
• Remove the right number of cards from 

the deck at the start of the period. 

• Only play one card in first turn of the 
Canal Period. 

• Check Industry cou nter to see if it ca n 
be built in the present period when 
you build. 

When you build a coal mine or iron 
works check to see if you need to move 
cubes to the relevant Demand track. 

• Each counter you remove during 
development requires you to take 
an iron cube from somewhere. 

• All the money you spend goes in the 
Amount Spent box. 

• You can build over your own Industry 
counters. 

• You can build over other player's coal 
mines and iron works depending on 
the amount of coal/iron available, 

Leyel Cost meoInt; \IPs G 

1 

2 
3 

4 

£12 

£14 

£16 

£18 

5 

4 

3 

2 

3 

5 

9 

12 

Le\llli Cost m~coIn V~ G 

1 

2 

3 

4 

£6 

£7 

£8 

£9 

3 

3 

4 

4 

2 

4 

6 

9 

Level Cost e-tomIn Vis C; 

1 

2 

3 

4 

£5 

£7 

£8 

£10 

4 

7 

6 

5 

1 

2 

3 

4 

• You can combine your two adions to allow 
you to build in any location. 

• When the Cotton Demand marker reaches 
the bottom of the Cotton Demand track 
nobody can sell to the Distant Market until 
the next period. 

• The bonus for selling cotton to the Distant 
Market is added to your Income Level. 

• The virtual link to Blrkenhead is only there to 
allow you to build an industry counter using 
an Industry card. It cannot be used for any 
other purpose. 
At the end of the Canal Perrod, remember to
 
remove all Tech Level 1 Industry counters,
 
along with any cubes, from the board.
 

• During the Canal Period, you can only have 
one of your counters in a location. 

• You cannot take a loan during the Rail Period 
once the deck of cards has been exhausted. 
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fliRS When... 

it sells to an unfll p 
Port or the 

Dista nt Market 

flIps wh.en... 

a Cotton Mill sells t 

Flips whell, .. 

its last cube is removed. 

its last cube is removed. 
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