RAIL BARON

GAME
COMPONENTS

Mapboard of the United States

Rulebook and Destination Chart (on back of
rulebook)

Payoff Chart

28 Rail Line Title Cards

6 EXPRESS Title Cards

6 SUPERCHIEF Title Cards

6 sets of colored tokens, each set having one
pawn and two matching chips

2 white dice and 1 colored die
Play Money

THE MAPBOARD

The mapboard portrays the 28 major rail
lines and the major cities they connected in the
United States during the great days of railroad-
ing. Each rail line company is represented by
its own distinctive set of lines, running from
dot to dot; the Pennsylvania RR is represented
by reddish sawtooth lines, for example. The
players move by moving their pawns along
these rail lines from dot to dot.

The square ‘‘dots” represent the major
cities where the players start and end their
trips (the paired squares, Oakland-San Fran-
cisco, and Minneapolis-St. Paul, represent
twin cities—each pair is counted as one city in
the game).

The round dots are smaller towns and rail
junctions that the players use for movement.
Each player rolls the dice and moves the

-number of dots he rolls.

The board has been divided into seven
“Regions’” (labelled NORTHEAST to SOUTH-
WEST), each tinted a different color.

STARTING THE GAME

At the start of the game, each player is
given $20,000 in cash, and one pawn and two
chips of the same color. The pavvﬁ:\flwis “train”’
that he will move from dot to dot; the chips are
used to keep track of the city that he starts each
trip from and the destination city that he is
heading for. All Title Cards and remaining
money are placed in the Bank.

The players roll to see who will go first, the
high roller starting the game. Play proceeds to
each player’s left, clockwise around the board.

Before the start of play, each player rolls
twice and consults the DESTINATION TABLE
to determine the region and city where he will
start the game (see ROLLING FOR DESTINA-
TIONS, below). This city is his “"home city" for
that game; he places his pawn and chips there
at the start, and he should write it down on a
piece of scrap paper since he will have to
return to thatcity atthe end of the game to win.

As soon as all the players have home cities,
the first player rolls to find his first destination,
and starts his first trip.

(If two players roll the same home city, the
second player must roll again for region and
city to find a new home city—no players can
have the same home city.)

ROLLING FOR DESTINATIONS

Each player must roll for adestination each
time he starts a new trip (he does not roll at the
end of the old trip; instead, he must wait until
just before he starts moving on his new trip).

The player uses the DESTINATION TABLE
to determine what city is his next destination.
The DESTINATION TABLE is divided into eight
small charts, one chart labelled REGIONS and
the other seven charts named after the seven
regions on the mapboard. To find his next
destination, the player must first roll all three
dice and consult the REGIONS chart to see
which region on the board he is going to; then
he must roll again and consult the chart for
that region to pinpoint exactly which city in
that region he must go to. He should put one of
his chips on his destination city to remind
himself where he is going (and leave the other
chip on his starting city.)

How to use the charts

The player must roll all three dice. Each
small chart is divided into two columns
labelled “odd” and “even’ and into eleven
rows numbered 2" through “12". To find his
destination, the player must look in the column
indicated by the colored die and in the row
indicated by the total rolled on the white dice. If
the colored die comes up 1, 3 or 5, he looks in
the “odd” column, if it comes up 2, 4 or 6, he
looks inthe ““even’’ column; then he runs down
that column until he comes to the row with the
same total number that he rolled on the white
dice (so if the white dice totalled 7, he would
look in the 7" row). The entry that is found by
this cross-indexing is that player’s next desti-
nation.

Special: Choosing a REGION

If a player rolls the same region that his
pawn is already in (when he is rolling and
consulting the REGIONS chart), he does not
have to go to that region. Instead, he may
choose any region on the board for his next
destination. He cannot choose a particular city;
he must choose just the region, and then roll
again on that region’s chart to determine the
exact city he must go to.

Once a player has chosen a region and
found his destination city, he cannot change
his mind—he must go to that city. If he is
already in the city he rolls, then he loses his
turn that round.

MOVING

When it is his turn, a player moves by
rolling the two white dice (not the colored die)
and immediately moving his pawn along the
rail lines on the board for the number of dots
that he rolled. Once he has rolled he cannot
pause to count dots or check routes—he must

start moving immediately. To move from one
dot to another dot, the pawn must move along
a rail line that runs between those two dots; if
more than one rail line runs between those
two dots, the player must announce which rail
line his ““train’’ is using. The player may never
take back any part of his move once he has
moved his pawn—he is committed to using the
first route his pawn uses! The player may
choose his route and change it from turn to
turn, but he must follow the rail lines and obey
the rules below:

Special: Once a pawn has used arail line to
move from one dot to another dot it cannot use
that same rail line to move between those
same two dots until after it has arrived at its
next destination. In other words, each section
of rail can be used only once per trip. The pawn
can move through either or both of the dots
again, and it can even move from one of the
dots to the other again, as long as it uses a
different rail line each time it moves between
the dots. As:soon as the pawn arrives at its
destination city it can use all of the rail sections
on the board again, on its next trip. (Note: it is
against the rules for a pawn to move in such a
way that it is “trapped”, unable to get to its
destination city. If moving to a particular dot
would mean that the pawn could not get to its
destination city without going over the same
rail section twice, then the pawn cannot move
to that particular dot—it must move to some
other dot.)

During his move, a player may change rail
lines any number of times, but he can change
rail lines only at a dot. In other words, if a train
pawn is on one rail line when it leaves a dot, it
must stay on that rail line until it reaches the
next dot; only then can itchange to another rail
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not allowed

In certain places on the board, rail line(s) of the same or
different rail line companies intersect other than at a dot. As
long as the token travels along the rail line of the same
company it may change lines at this type of intersection. It
may never switch from a rail line of one company to arail line
of another company except at a dot.

Cities (black squares) count as dots; each
pair of twin cities (Oakland-San Francisco,
Minneapolis-St. Paul) count as one dot for the
pair.

A player must always move the full number
of dots that he rolls, whether he wants to or



not, until he arrives at his destination city. As
soon as his pawn reaches its destination city, it
must stop immediately—any extra movement
is just lost.

If a pawn arrives at its destination during its
turn the player immediately collects his payoff
and has the opportunity to make one purchase
from the bank (see PAYOFFS and PUR-
CHASING, below.)

When the player has finished moving (and
collected his payoff and made his purchase, if
he arrived at his destination during his turn), it
is the end of his normal turn.

The Bonus Roll: Depending on what he rolls
on the white dice during his normal turn, a
player may be entitled to a Bonus Roll after he
has finished his normal turn. A player is
entitled to a Bonus Roll after his normal turn if
either:

1) He rolled “boxcars’ (two 6°s) on the
white dice during his normal turn; or

2) He owned an EXPRESS and he rolled any
doubles during his normal turn; or

3) He owned a SUPERCHIEF when he rolled
the dice during his normal turn. (So a player
with a SUPERCHIEF gets a Bonus Roll every
turn.)

The colored die is rolled once for a Bonus
Roll. The player must move his pawn the
number of dots he rolls on the colored die, and
he must abide by all of the normal rules for
movement—he may not move along a section
of rail line he has already used this trip, he
must move the full number of dots he rolls
(unless he arrives at his destination), and so
on. If the player arrived at his destination
during his normal turn, then he must find a
new destination and use the Bonus Roll to start
his next trip. If the Bonus Roll brings him to his
destination, he immediately collects his PAY-
OFF and has a chance to buy from the Bank.

A player can get no more than one Bonus
Roll per turn, no matter what he rolls and what
he owns. If he is entitled to a Bonus roll he
must take it.

USER FEES

At the end of your turn, you must pay for the
rail lines that your pawn used that turn. You
pay only for the rail lines that your pawn used
to move from dot to dot. How much you pay,
and who you pay, depends on who owned the
rail lines when your pawn used them.

1) You must pay the Bank $1000 if your
pawn moved along any rail lines that you own
or that the Bank owns. You pay only $1000 per
turn, no matter how many of your own and the
Bank’s rail lines you used that turn. If you do
not use any of your own or the Bank’s rail lines,
then you do not have to pay the $1000.

2) You must pay $5000 to each player who
owned a rail line that your pawn moved along
that turn. If your pawn moved along rail lines
belonging to two players, then you must pay
each of them $5000. You must pay that player
$5000 only once per turn, no matter how many
of his rail lines you use that turn; one payment
of $5000 allows you to use all of that player’s
rail lines that turn.

3) As soon as all of the rail lines have been
bought, the $5000 penalty goes up to $10,000
for the rest of the game. After all the rail lines
have been bought, you must pay $10,000 to a
player if you used any of his rail lines that turn.
(This $10,000 penalty remains in effect even if
rail lines are sold back to the Bank later in the
game: once all the rail lines have been bought,
the penalty is $10,000 for the rest of the
game.)

4) Special: If the penalty for using a rail line
goes up while you are on a dot that that rail line
runs into, then you are “established’” on that
rail line and continue to pay the old penalty for
as long as you continue to use that rail line. As
soon as you use another rail line to move from
dot to dot, however, you are no longer
“established’’ and you must pay the new, full
penalty to use that rail line after that.

Example A: Your pawn is on New York
Central, which nobody owns; to use it you pay
$1000 to the Bank. Then some other player
buys New York Central while you are on it. As
long as you stay on it, and do not use any other
rail line, you continue to pay only $1000 per
turn to use it, instead of $5000 (you must pay
the $1000 to the owner, not to the Bank,
however). If you use another rail line and then
use New York Central again later—even later
the same turn—you must pay the full $5000
penalty.

Example B: You are on GM & O, which
another player owns, sothe penalty for using it
is $56000. Then somebody buys the last rail
line, so the penalty for using GM & O goes up to
$10,000. Since you were on it when the
penalty went up, you can continue to use itand
pay only $5000, as long as you do not use any
other rail line.

You can pay no more than one penalty to
each player on the same turn—so if you move
along a rail line that you are “‘established” on,
and then move along a new rail line that is
owned by the same player, you pay that player
only one penalty—the $5000 (or $10,000)
penalty to use all his rail lines.

You must pay a separate penalty to each
player whose lines you used that turn, and in
addition, you must pay the Bank if you used
your own or the Bank’s rail lines.

You must pay all your penalties. If you do
not have enough money, you must sell a rail
line (see SELLING, below) and keep selling
until you have enough money. If you don‘t have
any rail lines and cannot pay your penalties,
you are out of the game!

SELLING

If at the end of his turn a player does not
have enough money to pay all his penalty fines,
then he must sell one (or more) of his rail lines.
This is the only time inthe game that a player is
allowed to sell anything he has bought; he may
never sell a SUPERCHIEF or an EXPRESS. He
may never sell unless he does not have enough
money to pay his expenses.

A player who is forced to sell has two
choices. He may se//any of his rail lines back to
the Bank for half of its normal price; or he may
put the rail line up for auction among the other
players. In an auction, the bidding starts to the
seller’s left and proceeds clockwise around the
table; the minimum bid is one half of the rail
line's normal price; players may bid or pass,
but every bid must be a multiple of $500 and
must be higher than the last bid. Players who
pass may bid again if the auction comes
around to them again; the auction is over as
soon as all the players have passed in turn
around the table. The highest bidder pays his
bid to the selling player.and takes the rail line.

If nobody bids, the Bank automatically buys
the card for half price. Once a player has put a
rail line up for bid, he cannot take it back, even
if nobody bids or he doesn’t want the high
bidder to get it: he must auction it.

ENDING A TRIP

Whenever a player’'s pawn moves onto the
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destination city it is heading for, the pawn
must immediately stop (the player does not
have to roll the exact number of dots to move
onto the destination city—if he rolls higher he *
just moves onto it and loses the rest of that
roll.)

As soon as his pawn arrives at its destina-
tion, the player immediately collects his
PAYOFF and has the opportunity to make one
purchase from the Bank.

PAYOFFS

As soon as he arrives at his destination, the
player collects acash PAYOFF. The player uses
the PAYOFF CHART to determine how much
money he receives for that trip; the amount of
money depends on where the trip started and
where the trip ended. The player reads across
the top of the PAYOFF CHART until he finds the
column for the city where he started the trip
(he should have left one of his colored chips in
that city at the start of the trip, to help him
remember). Then he reads down the chart until
he comes to the row for the destination city he
has arrived at. The number at the intersection
of that column and that row is the amount of
money he collects (the number is given in
thousands of dollars, and .5 is $500; so a
payoff of “25.5"" would be $25,500).

After he has collected his payoff, the player
should move both chips to his destination city,
in preparation for his next trip.

PURCHASING

As soon as he has collected his PAYOFF,
the player immediately has the chance to
purchase one item from the Bank. This is the
only time that a player may purchase from the
Bank—ijust after he has collected a PAYOFF—
and he may buy only one item per PAYOFF. He
must complete another trip and collect another
PAYOFF before he can buy another item.

A player can buy either a rail line (if the
Bank owns any), an EXPRESS, or a SUPER-
CHIEF (if he does not already own one). If he
buys anything, he takes the appropriate title
card—either a rail line title card, or the
EXPRESS or SUPERCHIEF title card with the
same color as his pawn—and pays the Bank
the price that is printed on that card. If he does
not have enough money to pay the price, then
he cannot buy that item—he cannot sell a rail
line he already owns to get the money to buy
something else.

(For easy reference, the rail line prices are
also printed on the game board and on the back
cover of this rule book. EXPRESSES always
cost $4000, and SUPERCHIEFS cost $40,000.)

If a player buys a rail line, he cannot buy
anything else at the same time.

SPECIAL TRAINS—
EXPRESS AND SUPERCHIEF

Owning an EXPRESS or a SUPERCHIEF
increases the player’'s chance of getting a
Bonus Roll each turn. An EXPRESS costs
$4000, and the player gets a Bonus Roll if he
rolls doubles on the white dice while he owns
it. A SUPERCHIEF costs $40,000, and the
player gets a Bonus Roll every turn that he rolls
the white dice while he owns it.

A player owning neither gets a Bonus Roll
only when he rolls double sixes on the white
dice.

A player can never get more than one
Bonus Roll per turn, no matter what he owns.

A player cannot “‘trade in”" an EXPRESS on
a SUPERCHIEF; a SUPERCHIEF costs full price






