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Each game in the Empire Builder series features two
of our most vital and enduring passions—railroads
and cold cash. You and your fellow players draw tracks
with crayons on an erasable board and operate your
rail empires in an effort to accumulate the most
money. You win the game by building the most effec-
tive railroad empire!

Each game in the Empire Builder series uses the same
set of core rules that govern all of the basic elements of
play. This booklet contains those common, core rules.
Each individual game has its own rules booklet contain-
ing the rules that are specific to that game.

Note: If an interpretation of the series rules and game
specific rules conflict, the specific rules take precedence.

GAME PARTS

Each game in the Empire Builder series contains:

** A board (map)

** Load chips

** Cards—including: demand cards, event cards,

and two-sided locomotive (loco) cards

* Wipe-off crayons

< Pawns

< Money

These rules use components from the North Ameri-
can and European games in examples and illustrations.

2 BOARD / MAP

The board shows a map of the specific region covered
by that game. The map has a grid of round and trian-
gular dots, called mileposts. The mileposts regulate rail
building and train movement. Different types of ter-
rain are represented by different types of dots, as
shown in the map key.
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The map also shows cities. Each major city is marked
with a red hexagon, while each other city is marked by a
smaller circle or square. Near each city are symbols repre-
senting the goods available for pickup in that city.

The map also shows the approximate locations of
coasts and major rivers. The locations of some cities
have been moved slightly inland to ease play.

2 CRAYONS

Special wipe-off crayons let players draw on the board
during play and clean the board afterwards. Players
should not use any marker other than those supplied
unless it is first tested for erasability on a section of the
board away from the playing area. The crayons in this
game are plastic based, not wax based.

2 LOAD CHIPS

Each load chip represents a load which
can be carried on a player’s train. To show
that a load is being carried, place the load
chip on the player’s loco card.

The unused loads remain in the tray,
where players can see what loads are avail-
able for pickup. When a player delivers a
load, drops a load without delivering it for
payoff, or loses a load due to an event card,
the load chip is returned to the tray.

The load chips are limited to those pro-
vided in the game—additional load chips
should not be made (except as replace-
ments). Charts showing the loads available
and the cities where they can be picked up
are included in the game specific rules
booklet.

IMPORTANT: The board is covered by a thin plastic
coating to allow for easy cleanup between games.

Do not use abrasive cleaners to clean the board. Use a dry
paper napkin or towel. Using water will not speed cleanup.

Do not use other markers than those recommended.
Pencils, pens, regular crayons, and dry markers will per-
manently color the playing surface and ruin the board.

Whenever using any marker other than those provided,
first mark the board away from the playing surface and
leave it overnight. If the mark can then be wiped off with-
out leaving a stain, the marker is usable. Each individual
color has to be tested. Keep the special wipe-off crayons
away from direct heat.

Always clean the board immediately after play!

Note: Laminated poster maps suitable for dry-erase
markers are available at www.mayfairgames.com.
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& CARDS

& DEMAND CARDS [ @

§ load demand shows:
. 1) The city needing

B is not his turn.

: game play. When drawn, an event et
g By . Any train withi
b card is immediately shown to all 8 nillepouts of
players and immediately takes ey

¢ described on page 6. After an event |

¢ his type of train, its maximum speed,

& standard types of trains.
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There are three types of cards: demand cards, event

cards, and loco cards. Before playing, separate the loco
“cards from the other cards. Shuffle together the demand

cards and event cards to make the draw deck. Place the
loco cards and the face down draw deck near the board.

.

BERLIN
o 14 miLLioN ‘
Bauxite

ZURICH

.............

_ 20 miLLioN
%%*‘ Potatoes

Each demand card shows the load ‘
demands for three cities, and each

the load (Sevilla):

2) The money payable on
delivery of the load to
that city (48 million).

3) The load needed (Beer):

A player with fewer than three demand cards must
draw a replacement demand card immediately, even if it

.........

European Rail Journal

EVENT CARDS Stvpe i
|

Event cards can affect normal |}  VeryUrgent News

SAREJEVO,
PORTO,
STUTTGART, or
PARIS
loses 1 turn and 1 load.

effect. General event card effects are |

is resolved, the drawing player con- ‘
tinues to draw until he has three |

demand cards in his hand. L;*__/

% Loco (LocomoTIVE) CARDS

Each player has a loco card, showing

and its load capacity. There are four

% A freight may carry up to
2 loads and may travel up to
9 mileposts per turn.

A fast freight may carry up to
2 loads and may travel up to
12 mileposts per turn.

A heavy freight may carry up to
3 loads and may travel up to
9 mileposts per turn.

% A super freight may carry up to
3 loads and may travel up to
12 mileposts per turn.

Each player starts with a freight. At the end of his turn,
he may upgrade his train instead of building track. An
upgrade costs 20 million for a fast freight or a heavy

; freight. If a player has a fast freight or heavy freight, he

may pay 20 million to upgrade this train to a super
freight. When upgrading, a player takes the new loco card
and returns the old locomotive to the bank.
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PREPARATION

The players sit around the board. One player acts as
banker who manages the loco cards and load chips.

Each player starts the game with some money, a loco
card, a pawn, and a crayon as specified in the game spe-
cific rules booklet.

* After shuffling the draw deck, deal three demand cards
face up to each player. Any event cards dealt are discarded
and replaced until each player has three demand cards.

Note: Event cards are discarded only at the beginning
of the game—event cards drawn later in the game are
displayed and immediately take effect.

Each player now looks at his demand cards and finds
the single largest payout for a demand. The player who
has the largest single payout goes first (break ties based
on the next largest payout).

Before beginning play, shuffle the discarded event cards
back into the draw deck, and place the draw deck on the
board. If the draw deck runs out during the game, reshuffle
the discard pile and form a new draw deck.

Note: Before your first game, remove the reference
sheets on the middle 4 pages of the game specific rules
booklet. Then cut (or tear) them into 4 separate half-
page sheets.

HOW TO PLAY

A game turn is divided into two phases:

% The first is the operations phase, where the
player’s train moves (paying user fees if needed),
loads and unloads goods, and collects payoffs;

% The second is the building phase, where the player may
spend up to 20 million either to build track or to
upgrade his train.

Note: The first two turns for each player are devoted
to building track—there are no operation phases
during those turns (see page 3).

Instead of taking his normal turn, a player may discard
his entire hand and draw three new cards, resolving and
replacing any event cards drawn. Event cards drawn take
effect immediately. A player who loses his turn because
of an event card may not discard his hand during the
lost turn.

A player must always have three (3) demand cards. If a
player has fewer than three demand cards, he must draw
a replacement demand card immediately, whether or not
it is his turn.

A player ends his turn by paying the bank any money
spent or by declaring that he is not spending any money
that turn. Then the player to his left takes his turn.

SR,
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BUILDING RAILROADS

During a player’s turn, he may spend money to build
track between mileposts on the board. When a player’s
track connects the appropriate cities, he is able to run his
train on his track to deliver loads and make money.

A player builds his railroad by drawing a line with his
color crayon from one milepost to the next. For each sec-
tion of track, the player must pay the cost for the mile-
post to which he is building. Each game specific rules
booklet provides a complete list of milepost costs for that
game. The most common costs for mileposts are:

W oo Clear 0 L i 1 million
e e 2 million
A e AIDIRG Lol i i e 5 million
. . — Small City or Medium City ....3 million
' e Major CRyu i ivimssessssimaonsras 5 million
, Bt RAVEE CROBBUIR (.ol ineinine o nans +2 million

Beginning Construction — A player may build track
from any major city milepost or from any milepost to
which the player has already built track.

Right of Way — Only one section of track may be built
between any two mileposts.

Rivers — The cost for building track across a river is in
addition to the regular building cost.

Example: Blue builds westward from the Ruhr to
Bruxelles—to one clear milepost (1M), to a clear mile-
post across the Meuse river (1M+2M), to another clear
milepost (1M), and finally into Bruxelles, a medium
city (3M). Blue’s total cost so far is 8M. He also builds
northwest into Antwerpen (3M) for a total of 11M.

Example: Green decides to build from the Ruhr to
Luxembourg—first south to two clear mileposts (1M
each), then south to a mountain milepost (2M), and
finally into Luxembourg (3M). Green also builds a
branch track to Frankfort: to 2 clear mileposts (1M
each) and then east across the Rhein river into Frank-
fort (3M+2M). Green'’s total cost is 14M.
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The board begins without any track on it. At the start of
the game, each player takes two turns with no operatio
phase to start building his rail empires. Each player may
spend up to 20 million (of his initial money) in each of his -
two turns to build track or upgrade his train.

.For the first round, the first player takes his turn, and
play progresses clockwise. After completing the first
round, the player who played last in the first round goes
first in the second round. The order of play then contin-
ues counterclockwise until the the last player (the origi-
nal first player) takes his turn. (This is known as the
Switchback Start.) From this point, players will take nor-
mal turns, starting with the first player, with play contin-
uing in a clockwise direction.

2 SPECIAL CASES

When building track there are a number of rules that
cover special situations.

RIGHT TO ENTER MAJOR CITIES

Every player has the right to build at least one segment
of track to each major city. No track may be built which §
blocks any player from connecting all the major cities. No £
track may be built in the red area of a major city.

LiMiITs oN BuiLDING FRoOM MAJOR CITIES

During his turn, a player may not build more than two
track segments from major city mileposts. These mile-
posts may be from the same major city, or from multiple £
major cities.
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However, a player may build an unlimited number of
track segments into major city mileposts at a cost of 5
million each. With proper planning, players can avoid
building track into major cities (and the 5M expense!).

Example: On his turn, Green builds track out of the
Ruhr to Luxembourg (A). Green also builds from the
Ruhr to Bruxelles (B). Green would like to build from
the Ruhr towards Frankfort (C), but he should wait
until his next turn because he has already built twice
out of the Ruhr this turn.

FRANKFURT
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LIMITS ON ENTRY INTO

MEDIUM AND SMALL CITIES

" Only three players may build track into a medium city
| (squares), and only two players may build track into a
small city (circles). No player may build more than three
# track sections to a medium or small city. No track may
8 be built which would prevent a second player from
i building at least one segment of track into a small city,
or which would prevent a second or third player from
building track into a medium city.

Example: (See previous diagram) Orange would like
build track into Luxembourg from Frankfort (F).
However, he may not do so because Blue and Green
already have track running into Luxembourg (D,E).

i1 No CReDIT/No LOANS

A player may not build track for which he cannot
immediately pay. Track drawn which cannot be paid for
is immediately erased.

HAULING FREIGHT

STARTING YOUR TRAIN

At the beginning of the game, a player may start his
¢ train (represented by his pawn) in any city on the map.
Note: A player must begin building track from a
major city, but he may begin his train at the begin-
ning of the game in any city.

RUNNING THE TRAIN

A player moves his train by traveling on track built on
the board and counting the mileposts reached, up to the
maximum movement of the train. A train’s speed is shown
! on its loco card: freight and heavy freight locos may move
up to 9 mileposts each turn. Fast freight and super freight
locos may move up to 12 mileposts each turn. The type of
§ milepost does not matter—each milepost costs one move-
ment point to move to, regardless of terrain.

There is no limit to the number of trains that may end
@ a turn on one milepost or use the same track. A player's
¢ train does not block another player's train movement;
two trains may pass each other on the same track (it is
assumed that there are sidetracks available).

A train may only reverse direction if it is in a city
(including all major city mileposts). However, a train
may change direction (but not reverse direction) at a
junction during its move. A train may change direction
in this way as many times as a player wishes each turn, as
g1 long as it still has movement points remaining.
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Each player may treat the red areas of the major cities
as common track. This represents local belt or terminal
rail systems. Any train may travel across the city using
the red area as its own track. Loads may be picked up or
i dropped off at any milepost in the major city. The center
milepost is counted for movement.
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RENTlNG TRACK

A player pays nothing to run his train on his own
track. A player may run on an opponent’s track, but
must pay 4 million per turn to each opponent upon
whose track his train will run. A player may not use an
opponent’s track unless he has the cash to pay before
using it. These fees do not count toward the spending

limit in the building phase of the turn.

PIcKING UP LOADS

A load may be picked up by a train passing through a
city where the load is available. If there is no load chip of
that type available, then a player may not pick up that
load until one is returned to the bank.

Trains may carry up to two or three loads, depending
on the type of loco card the player has. The maximum
number of loads that can be carried at one time is
shown on the loco card. Trains may carry different types
of loads, or multiples of the same type.

A train may pick up and carry loads whether or not
there is a demand for those loads. It may be profitable to
carry such loads in case a demand card for them is
drawn.

A load may be dropped without payoff at any city. A
player picking up or dropping off a load incurs no
movement penalty and may still travel up to his full
movement allowance. During the Operation Phase, a
player may load, unload, and move his train any number
of times in any order. Movement is limited only by the
type of train and any event cards in play. A train may not
move more than its maximum movement during the
Operation Phase, regardless of the number of starts and
stops it makes.

DELIVERING LOADS

When a player delivers a load to a city with a demand
for that load on one of his demand cards, the player
must then:

1. Return the load chip to the stock of available loads.
2. Receive from the bank the amount stated on the card.

3. Discard the demand card. Only one load can be
delivered for payoff with each demand card.

4, Draw a new demand card. If an event card is drawn,
it takes effect immediately, and another card from
the deck is drawn. The event may prevent the player
from making other deliveries.

Important: Only one demand is filled on a demand
card.

After delivery, the player continues his turn, including,
if he can: delivering another load for payoff, dropping a
load, picking up a load, and moving. The player may
continue until his movement allowance is used up.

When making multiple deliveries to the same city, each
load must be resolved separately. A player must complete
all of the above steps for each load delivered, before
making the next delivery.
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EXPANDING TRACK

After finishing movement, a player proceeds to the
Building Phase of his turn. A player may spend up to 20
million to build track or to upgrade his train. Adding new
track follows the rules described on page 3.

& OPERATIONS EXAMPLE

O Blue starts his turn with his “freight” train in
Norfolk, along with the three demand cards (A,B,C) and
the track shown below. Blue picks up Imports (%) bound
for Cincinnati (card-B )and moves 3 mileposts to Raleigh.

@ In Raleigh he picks up Machinery (%) bound for
Pittsburgh (card-A )—his train is full.

® Blue moves 6 more mileposts to Pittsburgh and delivers
his Machinery (%% ). He collects 6M as indicated on
card-A, discards card-A, and draws card-D.

His movement for the turn is over since his train may

only move 9 mileposts each turn.

@ On Blue’s next turn, he moves his train 6 mileposts to
Cincinnati, where he delivers his Imports (% ) and collects
11M as indicated on card-B. He discards card-B and
draws another demand card (not shown). He picks up a
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load of Coal (& ) to take back
to Raleigh (card-C).

@® Blue uses the rest of his
movement for the turn to
move 3 mileposts back towards
Pittsburgh.

® On Blue’s next turn,

he moves his train 3 mileposts
to Pittsburgh where he picks
up Steel (1) which he

hopes to eventually deliver

to New York (card-D ).

© Blue uses the rest of his
movement for the turn to
move 6 mileposts to Raleigh
where he delivers his

Coal (&) and collects

10M as indicated on card-C.
He discards card-C and
draws another demand card
(not shown).

---------

29 MILLION

Tourists |

----------

----------

6 MILLION

~ Machinery |

...............

- 28 miLLioN
Uranium

CINCINNATI
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PLANNING ROUTES

Before building any track, each player should look at
e nine demands on his 3 demand cards—finding where
the loads are available for pickup by looking on the chart
and matching each of them to the corresponding city on
the board. The player should then plan a route for his
railroad to connect the cities where the loads can be
delivered for payoff. The player begins to build track.

Important: Keep in mind that a player will only be
able to deliver one demand on each card. When filled,
the demand card is discarded and replaced. So try and
fill demands on more than one card if possible.

Note: Each game specific rules booklet includes quick
reference sheets that can help the players locate cities
and find the goods they need to fulfill load demands.

EVENT CARD EFFECTS

An event card takes effect immediately when it is
drawn. Some event cards remain in play until the end of
the drawing player’s next turn (in the next round) and
affect all players. Some events stay in play until the
requirements on the card are fulfilled. Players must obey
the directions on all event cards while they are in effect.

i & GENERAL EFFECTS

Here are explanations of general effects that are com-
§1 mon to a variety of event cards:

HALF RATE

When trains move at half rate, freights and heavy
freights move 5 mileposts per turn and fast freights and
super freights move 6 mileposts per turn. When an event
card causes the drawing player’s train (which had already
moved) to move at half rate, or a player’s train moves
into an area of bad weather, the train’s remaining move-
ment is halved, rounding all fractions up.

LosING TURNS
A player may not move his train, | e——

deliver or pick up any loads, or build | | Shicage Daily News

track or upgrade a loco on a lost

turn. A player may also not discard

all his demand cards and draw new

ones on a lost turn.

A player who draws an event card |
that causes him to lose his turn,
loses the rest of the current turn and | |__"™" g™
all of his next turn. For this reason, ‘
it is important to resolve any event
drawn right away. If a player was trying to deliver two
loads to the same city, and an event caused him to lose
his turn after he delivered the first load, then he would
have to wait until after his next turn before he could
deliver the second load.
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Special News Flashl

EARTHQUAKI
Each train within
3 mileposts of
MEXICO CITY
loses 2 turns and all loads.
Each other train within
8 mileposts
loses 1 turn and 1 load.
No rail building is allowed
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LosT LOADS

When a train loses a load, the player operating the
train chooses which load is lost from those the train is
carrying. The event card does not affect any loads picked
up after the card is drawn.

COUNTING MILEPOSTS

. Mileposts are counted the same way train movement is
counted. To count mileposts from a major city, count
from the city center (starting with zero) and not from
the outer mileposts. To count mileposts from a seacoast,
count from the milepost nearest the seacoast (starting
with one).

& COMMON EVENT CARDS

Here are more complete explanations of the effects of
various common event cards:

FLoobs

Each flood card indicates which
rivers are flooded by that event.
There are three effects:

1. All bridges built over the indicat-
ed flooded rivers are destroyed.
Erase all the bridges over those
rivers.

P ———

| Euro anRall]ournal

Bruacie
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Vrry Urgent News

FLOOD
No train may cross
the RHEIN river.
All bridges over this

river are destroyed.

2. The rivers continue to flood until ‘

the end of the drawing player’s

next turn. No one may build any track over a flooded

river, and no one may move his train over a flooded
river, until the event leaves play.

3. While a flood event card is in effect, the bridges within
the red area of a major city are disabled and closed.

When a river floods, each player must be given an oppor-
tunity to rebuild his bridges once the flood ends. A player
may not build where another player’s
bridge was located until after that
player has had one turn to rebuild it.

RAIL STRIKES

During a Rail Strike, all mileposts
touching a border of the area are
affected. Affected trains may not
pick up or deliver loads. Strikes last
until the end of the drawing player’s
next turn.

DERAILMENTS

One of the greatest hazards to the
railroads is the risk of derailment.
Each derailments card lists a num-
ber of cities on the map. If a train is
within 3 mileposts of one of the
cities listed, the player owning the
train must return one load of his
choice that is on the train to the
bank. The player also loses his next
turn.

T T S A
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European Rail Journal
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Very Urgent News

LONGSHOREMAN’S
STRIKI
No train may
pick up from or deliver to
any city within 3 mileposts
of any coast.

@PRNECTY T U SRR,

European Rail Journal

Brmactics 7 beve / Dratilows_+__ a1 ew 43

Very Urgent News

DERAILMENTS
Any train within
3 mileposts of
ABERDEEN,
‘ HAMBURG,
| SAREJEVO,
PORTO,
STUTTGART, or
PARIS
loses 1 turn and 1 load.

[ ———




anlm ;mmm

HOW TO WIN

In most Empire Builder series games, a player declares
victory when he fulfills some variation of the following
two requirements:

* Connect six of the seven major cities with one contin-
uous line of track. This track can have any number of
loops and branches, but must be unbroken. In some
EB series games, this might be “7 of 8” or “5 of 6” etc.

* Have at least 250 million in cash at the end of his turn.
Only cash is counted; the money spent on building
railroads or upgrading locomotives does not count
toward winning. In some EB series games, this cash
value may vary.

When a player declares victory, play continues until the
current round ends, that is, once each player has completed
an equal number of turns. If two or more players all
declare victory in the same round, the one with the most
cash wins. In the event of a tie, the cash requirement is
raised by 50 million to 300 million. Play then continues,
with all players still eligible to win. Both requirements still
need to be fulfilled in order to win.

COURTESY IN PLAY

A player’s demand cards and loco cards (together with
the load chips on the loco cards) must be face up in
front of the player for all to see. In most Empire Builder
series games, a player need not show his money until
after a Tax event card (or similar card) appears, after
which the amount of each player’s money is also public
information.

VARIATIONS

Here are some optional rules that players might want to try
when playing Empire Builder series games. All players must agree
to any optional rules that are used before the game begins.

Be Alert: Some of these rules can radically alter game play.

& MERCY

Sometimes new players will find themselves trapped and unable
to move or build to make money. Sometimes, the solution comes
from merely discarding the player’s hand and getting new cards;
more often the position is untenable. To let the player continue
enjoying the game, try one of these rules:

Borrowing — A player may take a loan of up to 20 million from
the bank. He must repay twice the borrowed amount as soon
as he has the money to do so.

Late Payment of Use Fee — A player may use another player’s
track and pay the track usage fee from delivery payoffs
obtained by delivering loads while on the other player’s track.

Backtracking — A player may reverse his train’s direction on any
milepost (not just a city milepost) at the cost of losing one full
turn. A train which backtracks can move in any direction in its
next turn. A train may not backtrack when the player has dis-
carded his cards during the same turn; a train may backtrack
if it cannot move for any other reason (e.g., derailment). A
player whose train backtracks while on an opponent’s track is
assessed the use fee for that turn.

Hi !HHHHHI’

e

HHHHH

ﬁ FAST TRAINS

Note: Recommended for beginners.

New players (or old hands who want a quicker game) can pl
with fast trains. When using this rule, freight and heavy freight
trains can move up to 12 mileposts per turn. Fast freight and
super freight trains can move up to 16 mileposts. Half Rate is 6
and 8 mileposts respectively.

& FAST GAME

To speed up the play, use the Fast Trains rule above and/or any
or all of the following rule changes:

%+ Each player starts with 70M and 3 pre-movement turns.

% Discard the event cards dealt during the initial deal; do not
shuffle them into the deck.

** Any Tax event card has no effect and is removed prior to play.

%+ Deal 5 cards to each player at the beginning of the game,
replacing event cards normally. After completing the first 2
building turns, each player discards 2 demand cards, and then
play continues normally.

& TIME LIMITS

During tournament play, it may be necessary to enforce a time
limit for each game. All players should be made aware of the time
limit before the game begins. If any player wins before the time
limit is reached, then he is the winner. Otherwise, play continues
until the stated time limit is reached. Once time has expired, play
continues for one last round (so all players get an equal number of
turns). The player who has a continuous line of track that connects
the number of major cities normally required to win the game, and
who has the most cash on hand is the winner. If no player’s track
connects the required number of major cities, the player with the
most cash wins. If the tournament awards second or third place,
then having a connection to the required number of cities takes
precedence over having the most money for those positions as well.

& EB SERIES GAMES FOR 2

** Reduce the load chip availability by 1 load for every good.
For example, only 3 loads of Oil are available, rather than 4.

** Only 2 players may build track into a medium city, and only
1 player may build track into a small city. A player who
intends on building into a small city must have a demand
card for that city or for a load available at the city. Once the
player builds into the city, that demand must be fulfilled, and
only when it is fulfilled may the demand card be discarded.

% Any load may be dropped at any city. If the load is available
in that city, it is returned to the tray; if not, it remains in that
city. If there is already a load at the city, the first load is
returned to the tray, and the newly dropped load remains.

2 CROSSGRADING
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A player may crossgrade from a fast freight to a heavy freight, or §

vice versa, for 5 million. When a player crossgrades, he may also
spend up to 15 million to build track in the same turn. There is no

limit to the number of times a player may crossgrade. Money &

spent on crossgrading does not count towards the upgrade to a
superfreight.

& HALF-RATE MOVEMENT

A player's train moves at half rate only within the stated affected
area. While within the area, it costs two movement points for each
milepost. When it leaves the area it moves the remainder of its
movement normally (one movement point per milepost).
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CHALLENGE GAME

" To create a more challenging game for experienced players, use

any or all of the following rule changes:

" OPEN CONTRACTS

Whenever a player discards his hand, the discarded demand
cards are not placed on the discard pile, but are placed on the
board.

** These cards are open contracts available to all players. The
first player to deliver a load on an open contract picks the
card from the table, discards it, and receives the payoff for
the delivery in the usual way.

** Only four open contracts may be face up on the table at any
time; additional cards are immediately discarded.

FIELD WAREHOUSING

Loads dropped off in a city without a payoff remain at that city
for 4 turns. During that time, any player may pick up that load by
passing through the city and picking it up normally. At the end of
the dropping player’s fourth subsequent turn, the load is
returned to the tray.

CosT TO MOVE
Each player must pay 1 million per turn that his train moves on

. its own track. The 4 million cost for moving on the other players’

track remains the same.

CosTt 10 LOAD
Each player uses one milepost of movement to pick up or drop

. off one load. For example, if a player both picks up 1 load and

drops off 1 load or if a player picks up 2 loads, the player has
used 2 mileposts of movement.

. ADDITIONAL TRAINS

Each player starts with two trains, a freight and a fast freight,
which may be upgraded in the usual way. Both move and may
move in the same turn. Players may (by mutual agreement) have
four demand cards instead of three.

RESHUFFLE
When a Tax event card is drawn, reshuffle the deck and remove
the Tax event card from the game.

SELLING AND TRADING TRACK

Instead of building track, a player may purchase track from
another player for whatever price both players agree to. The pur-
chase may take place only in the purchasing player’s turn. Players
can agree to trade track for track, with no money involved. In
both trading and selling, the selling player replaces his colored
lines with lines of the new owner’s color.

. . .
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If you have any 8uest10ns about these rules,
or any Mayfair Games product, write us at:

Empire Builder Rules Questions,
Mayfair Games, 8060 St. Louis Ave. Skokie, IL 60076.
or send a message to our rules guru at:
RulesGuru@mayfairgames.com

BUILDING COSTS

Milepost Type or Terrain Cost

{earte) ... ... 1M
Desert (@) . 1

Forest (") . ... ..2m
Mountain (&) ............ 2M

Jungle ( T . 3
Marshland (N N2)...........3M

Alpine AN

River ( , M
Lake (S8=) ...cci i B3N

Small City:
max. 2 players (‘) cereisaioM

Medium City:

max. 3 players (88 B8 ......3M

Major City: (.) s

(see Rules)
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