








GUIDE TO PLAYING THE GAME

Your aim is to score the most victory points. VPs are eamed from
industries that have been flipped and canals/rails. 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 preducing cotton but does
not yet have a customer. A port is a potential custemer. You can flip a
cotton mill if you can also flip a port or sell to the Distant Market,
{counters can only be fiipped 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, ccal mine and
iron works have coalfiron 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 producing 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 I1s 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 high and extra profits will be made by the next person to
meet this demand. Thus if you build a coal mine and it s 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 agatn, 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 1t 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 iren 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 bulld 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
canalfrail links.

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. Getting 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 Level 1
industries are removed. This does not mean they have really
disappeared — remember you still are earning money from them.

You can see it as an increase in the amount of available land and the
decline in 1mportance 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 victery peints you gain, espedially with
cotton mills and shipyards.

Money 1s important. All industries have a cost to bulld, 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 1s building a
cotton mill and port and using both of them with a ‘Sell Cotten” 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 loan you will not be slipping into negative income.




Player aid sheet

Period phases

1. Initial cards
Il. Player actions
lil. Victory points
IV. New period

Player action
phase steps

A. Collect income
B. Play cards

C. Order of play
D. Refill hand

Available actions

1. Build industry
2. Build link

3. Develop

4, Sell cotton

5. Take loan

Build industry
requirements

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 1o take iron
from if required?

5. Can you pay the full cost of the
counter plus any additional costs?

Easy 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 counter to see if it can
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.

= Lach 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 coalfiron available.

= '{ou can combine your two actions to allow
you to huild in any location,

* When the Cotton Demand marker reaches
the hottom 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 Birkenhead is only there to
allow you to build an industry counter using
an Industry card. It cannot he 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.

Industry counter details

Couon Mill

Port

Flips when...

it sells to an unflipped
Port or the
Distant Market.

Fﬁu’ when...

Flips wher..

Flips when...

itis built.

a Cotton Mill sells to it.

its last cube is removed.

its last cube is removed.

Level | Cost | Income | VPs | Coal?
1| £12 5 3 =
2 | £14 4 5 S
3 6] 3 | 9 v
4 | £18 2 |

Level | Cost | Income | VPs | Coal?
1 £6 3 2 =
2 £7 3 4 =
3 £8 4 6 <
4 £9 4 9 =

Level | Cost | Income | VPs | Coal?
1 £5 4 1 -
2 £7 7 2 =
3 £8 6 3 =
4 | £10 5 4 =

Level | Cost |Income | VPs | Coal?
i £5 3 3 v
2 £7 3 5 v/
3 £9 2 7 7
4 | £12 1 9 v

Level | Cost |Income | VPs | Coal?
0 | NA | NA | NA | NA
1 | £16 2 sl
2 | £25 1 TR WA

Iron? | Period No.
= Canal 3
- - 3
v - 3
v - 3
Iron? | Period No.
- Canal 2
- - 2
= = 2
= = 2
lron? | Period | No. | Cubes
= Canal 1 2
= = 2 3
v - 2 4
# = 2 5
Iron? | Period | No. | Cubes
- Canal 1 4
- - 1 4
- - 1 5
- - 1 6
fron? | Period | No.
N/A NEITHER 2
v Canal 2
v Rail | 2






