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4 Calcutta Market markers

4 Benares Market markers
1 for each player
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4 Financial Advisors
1 for each player

-« ém

4 Turn Order markers
1 for each player

8 Small Freight Cars
2 for each player

4 Large Freight Cars
1 for each player
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32 Commercial Contracts
8 for each player

16 Asset Value markers
4 for each player, 1 in each color

1 for each player

4 Performance markers

1 for each player
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36 Investment markers
9 for each player

4 Medium Freight Cars

1 for each player

. ;mi_-ﬁ“?
Hih-£ i

100 Crates
25 for each player

32 Strategic Contracts
8 for each player

4 Cash Flow markers
1 for each player
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The main Game board and the Company boards both contain several sections that will be referred to throughout this rulebook. You

can use this graphic as an easy reference.
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Turn Order Junction Loading zone ( Q) Single Track Shipping Golon: m (city)*

track Segment Segment zone

Asset Value track Agency track Concession Bonuses
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Development ity action Card slots Cash flow track Contract slots

*The current names/spelling for these cities are Varanasai and Kolkata, but we chose to keep the names these cities had back in the late 19th century.




Hislorical Bacfcgmuncf

In the late 19th century, the Bengal Presidency—covering what is now Western Bengal, Bihar, Odisha, and parts of Bangladesh—became one of the
most significant regions for railway expansion in British India. While the countrys railway journey began in 1853 with the first passenger train from
Bombay to Thana, it was in Bengal that development truly accelerated.

The East Indian Railway Company played a leading role, launching its first eastern route from Howrah to Hooghly in 1854. Railways rapidly
spread across the region, driven by a combination of factors: the need to transport resources like coal and tea to export harbors, the strategic desire to
strengthen British control, and the broader economic benefits of connecting rural markets to major cities.

By the end of the 19th century, Bengal boasted one of the most extensive and commercially important railway networks in India, transforming the
region into a logistical powerhouse of commerce and shipping and a central node in the British Empires economic machinery.
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About the [same

In Movers & Shakers, you become a powerful railway magnate operating in Bengal during this pivotal era. As the industrial age booms,
you'll compete to fulfill contracts, transport essential crates across the region using your own or rival trains, and invest your profits to
grow your empire. You will have to transport goods from Benares to Calcutta, and vice versa, and organize your transport as efhiciently
as possible.

Gameplay unfolds over two strategic rounds, where money talks—and every decision counts. At the end of the game, the player who
has built the greatest wealth, through clever planning and bold investments, is crowned the winner.

This is a game about ambition, careful planning, and timing during an era of rapid change.

Are you ready to shake the foundations—and move the future—of Bengal's railways?
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Example of a 2-player setup:

@
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o Place the Game board in the center of the table. Use
the side of the board that corresponds to the number of
players: side @ for a 1- or 2-player game, and side @
for a 3- or 4-player game. In a 3-player game: place the
Investment Grid overlay over the existing Investment grid.

Shuffle the Load cards and the Movement cards
separately. Place each deck face down next to the Game
board. These form the Load deck and the Movement
deck.

Sort the Agencies by type. Place them in four separate
face-up stacks next to the Game board.

Sort the Deal tiles by type. Place them in two separate
face-up stacks next to the Game board.

6 Place all Investment tokens in a pile next to the Game

board.

Shuffle the white and red Performance Bonus tiles
separately. Place each tile randomly on the indicated
spaces in the Performance section of the Game board.

Each player takes 1 random Company board and places it
in front of themselves.

0 Each player takes the 2 Starting Contracts whose icon

on the back matches the icon in the lower-left corner of
their Company board, and slides them into :
the matching Contract slots on the right side
of their board, making sure the seals match.
Then, each player places 2 Crates on each of
these Starting Contracts.



o Each player chooses a color and takes all components
in their player color, along with a full set of 4 Asset Value
tiles and 1 Cash Flow marker. (See page S for all the player
components.)

0 Each player places all their Asset Value tiles above the “0”
space of the Asset Value track at the top of their Company
board.

o Each player places their Cash Flow marker below the
“0” space of the Cash Flow track at the bottom of their
Company board.

Each player separates their Contracts by seal color and
forms two face-down stacks to the right of their Company

board.

@ Each player places their Benares Market marker,
Calcutta Market marker, and Financial Advisor in their

designated column of the Market track on the Game
board.

m Each player places their Performance marker on the “0”
space of the Performance track on the game board.

0 Each player draws 4 cards from the Load deck and 4 cards
from the Movement deck and keeps them hidden from
the other players.




Player Selup

After completing the main setup, lay out the five Setup cards next to the board in alphabetical order, from A to E. Take 1 Deal tile and
the four Asset tiles, shuffle them face down, and place 1 tile randomly above each of the Setup cards—1 per card. Here's an example:

Randomly determine which player will draft first. This player receives 2 (3= British Indian Rupee*) on their Cash Flow Track (by
advancing their Cash Flow marker 2 steps). Then, going clockwise, each subsequent player receives 1 more than the previous player
(e.g., X3 for the second player, ¥4 for the third, etc.).

In that draft order, each player selects one pairing of Setup card and Asset/Deal tile. This combination
determines the starting location of their Freight Cars, their initial Assets, and their turn order for the first round.

Players keep their Asset/Deal tile for later use.

Players then place their 4 Freight Cars on the map according to their chosen Setup card and receive the
corresponding starting bonuses and marker advancements. For full details, please refer to page 23 of this rulebook.

Following the alphabetical order of the selected cards, players place their Turn Order markers onto the Turn
Order track. (The first letter goes into position 1, and so on.)

Setup example for 3 players: Ag gets randomly

chosen to draft first. He receives 32 . Indrani is second and
receives 3, followed by Somenath who will start the game
with 4.

The five Setup cards (A to E) are laid out on the table
with one randomly drawn tile placed above each card.

In drafl order; Agipma chooses Setup card C with a Deal

tile@ followed by Indrani, who picks Setup card A with Indrani
a Valuables Asset tile@ Finally, Semenath takes Setup

card D with a Bonds Asset tile@ All players keep their

tiles for later use.

Each player now places their Freight Cars on the map
and receives starting bonuses according to their Setup
card.

For this example, we will detail Somenathls Setup card.
He places 1 Small Freight Car, loaded with a Crate,

in Segment on the map@ his Large Freight Car
in Benares ||\ (8) and his Medium Freight Car and
remaining Small Freight Car in Calcutta ] @

*This game uses the British Indian Rupee as its currency. During the time of the Bengal Presidency, amounts were typically written using the abbreviation “Rs. rather than the X
symbol, which was only introduced in 2010. But to improve clarity, we have chosen to use the ‘X" throughout the rulebook.
3 Y 2 ) 8




Next, he advances both his Benares and Calcutta Market

murkers@ He can also load a Crate from one of his Contracts

onto one of his Freight Cars. He chooses to place a Crate from

his( ) Contract on to his Medium Freight Car in Ca (,lltta.

andj'ma he receives a Southern Agency, and places that to
the far right on his Company board's Agency track

Finally, players determine the turn order. Since turn order is
determined by alphabetical order of the cards, Indrani becomes
the Start Player for Round 1 and places her Turn Order
marker in the first position. Agpm (C) places his in the second

position, and Semenath (D) (10)
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Movers & Shakers is played over the course of two rounds, and the goal is to score as

ROUHC[ S}PUC}U]"B many Victory Points (VP) as possible. All VP are awarded at the end of the game.
Players earn points by:
1. Action Phase « Fulfilling Contracts
(in either order)

« Making deals with regional agencies
(. Perform Card action

« Making investments
b. Perform Card Slot action

« Improving their overall performance
2’ Administration Phase Each of these scoring methods is explained in more detail throughout the rulebook,
(. Evaluate Shipping Zone and summarized on page XX.

b. Collect money from deliveries

Each round consists of two phases: the Action Phase and the Administration Phase.
C. Adjust the Marker

| d Invest money During the Action Phase, players choose a card from their hand and place itinto a

N % slot of their choice on their Company board. They then perform the action shown on
the card, as well as the action linked to the slot where the card was placed. These slot
effects vary, so careful planning is essential.

During the Administration Phase, players evaluate the Shipping zone of the board,
which affects deals and modifies turn order. They then collect money from completed
deliveries, adjust the Market, and invest their money to prepare for the next round.



HOW ‘][O pralj

1. Action Phase

In turn order, each player chooses and plays one card from their ~ After placing your Action card, you may perform the action(s)

hand. There are two types of Action cards: Load cards and shown on the card itself and the uncovered Company action.
Movement cards. Despite their type, all are considered Action The order in which you resolve them is up to you, but you must
cards for gameplay purposes. complete each action fully before starting the other.

To play a card, place it in any available slot on your Company Ifyou place your card to uncover the top () action,
board (i.e., a slot not already occupied by another card). Each you'll notice that each Action card has a Development icon in
slot shows two possible actions—one at the top and one at the the top-left corner. The slot you place the card in determines how
bottom. When placing your Action card, you must slide it either ~ many times you may perform that action.

up or down to cover one of these two actions. The uncovered
action is the one you will perform.

« The top actions are called actions, which focus
on growth, strategic expansion, and external operations—broad-
ening your company’s reach.

« The bottom actions are called actions, which deal
with the day-to-day functioning of your company;, such as
movement, upgrades, and efficiency.

Both types are referred to collectively as Company actions.

Players continue taking turns playing Action cards in this manner

i until each player has placed six Action cards and all card slots
are filled. Once this is done, proceed to the Administration
Phase (see page 20).

Company

actions Important: Performing actions—whether from the Action card

itself, the Company action, or both—is always mandatory.
The only action where you have a bit of flexibility is the number
W of Crates you can Load (see page 13): you can always Load a
number of Crates up to the number that indicated. But otherwise,
: you must always perform the Card action(s) and Company
You may only perform one of these per turn—either the action(s) as indicated. In the very rare case where you cannot
or the action—depending on how you perform any Card action, you must place the card as usual, but

place your card. Choose wisely. you skip your Card action, and receive 3.

Example: Its Indranis turn. She chooses to play a
Load card from her hand into the third card slot of her
Company board(T) She places the card to cover the
Logistics action, leaving the Development action visible.

She decides to perform the card action first. She loads
a Crate onto one of her Freight Cars@ and another
ontoa Ship@ (Don't worry—we'll explain these
actions in more detail on the following pages.)

Then, she performs the Development action from
the card slot. She advances two of her Asset Value
markers(®) (they can be the same or 2 different ones),
. and draws a new Load card, adding it to her hand (8)

S
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In this section of the rulebook, we'll explain the different actions available in the game. Most of these appear on Action cards and
Company board slots, but you'll also encounter actions that trigger as bonuses from other actions—allowing for interesting domino

effects and combos during your turn.

Before we dive in, a quick note on Action card iconography, particularly the lines that sometimes divide actions on the card:

Here, you can perform

: both indicated actions.
In this case, )
& Mg You may choose which
you must =) !
: of the two actions to
choose either e
; erform first, but you
the upper or 8 " P Y
. - must always complete
lower option: .
one before starting the
ey -

Money in Movers & Shakers works a little differently than in most
games. Instead of collecting (coin icon with a white number) or
spending (coin icon with a red number) individual coins, you
manage your finances by sliding your Cash Flow marker (@)
along your Cash Track:

-

Each time your Cash Flow marker reaches the

D

“10” space, you immediately gain 1 Investment
Token (C‘) and reset your marker back to “0”

These Investment Tokens are extremely valuable: They allow
you to make investments at the end of each Round, earning you
Victory Points and boosting your Asset Values (see page xx).

Note: Managing your cash is a delicate balance. While earning
Investment tokens is crucial, you'll also need Rupees to pay for
many in-game actions. Running out of liquid cash can seriously
slow your progress—so plan your spending carefully.

Example: A\ receives 34 from performing an Action @ His
Cash Flow marker sits at 38, meaning he ends up with 312. He

2
receives 1 Investment token@ and moves his Cash Flow marker

to the 32 spot@

When icons are
separated by a thin
line, read the actions
as if they were on a
single line:

=8
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B. Advance Market Markers -

There are three types of Market markers in the game:
« Benares Market marker ( ‘)

« Calcutta Market marker (‘)

« Financial Advisor (‘)

Whenever you trigger the matching icon, advance :
the corresponding marker the indicated number I _

of steps forward on the Market track. G |
Ifyou see the generic Market icon (| ), youmay - -
choose any one of the three markers to advance. —m—

The Benares and Calcutta markers determine the
value of Crates delivered to their respective cities (see page XX).

The Financial Advisor grants instant bonuses as he climbs
the Market track, rewarding you each time he crosses an even-
numbered row:

o—> Receive a Double Deal tile
&—> Receive a Southern Agency
&—> Receive a Single Deal tile

—> Receive a Northern Agency

Keep any Deal tiles next to your Company board. Place Agencies
onto your Agency track, always filling spaces from right to left (see
next page for details).




C.Increase Asset Value /

D. Establish an Agency | E

Advance the indicated Asset Value marker(s) the specified When you establish an Agency, take the indicated Agency and
number of steps on the Asset Value track. These four markers place it on your Agency track, starting from the rightmost empty
represent the value of the four different Asset types in the game.  space and moving left.

Each of the four Agency types represents a difterent aspect of
your Company’s expansion across the Bengal Presidency and
grants a unique advantage when acquired.

u Grants 1 VP at the end of the game for each

i Deal dile you've collected.

Bonds Valuables Resources Infrastructure

Grants 2 VP at the end of the game for each

Increasing Asset Value is a key way to score Victory Points at the
Deal tile you've collected.

end of the game. As shown beneath the Asset Value track, each
marker’ final position will determine the number of VP you gain:

CAAARARARARI)

Each Asset’s value is multiplied by the number of matching Assets
you've collected (see page XX).

Gain ¥4 immediately. Also grants 1 VP
at the end of the game for each Deal tile
youve collected.

Provides no immediate effect, but
accelerates access to Concession Bonuses
by advancing your Agency track.

You can collect Assets through:

1. Setup Asset tiles: received during game setup (see page 8)

2. Contracts (see page XX): the most common source
As you increase your Asset Values
and establish new Agencies, the

markers and tiles on your Company

When increasing Asset Values via a action, you may board will gradually move toward
choose which Asset advances 1 step and which advances 2 steps.

In this example, you may move your Bonds marker
1 and your Valuabl ker up 2—or the oth .

up 1an y(c)iur aluables marker up 2—or the other 12 W

way around.

3. Performance Bonus tiles: gained as your Performance marker
advances (see page XX)

each other.

When an Asset Value marker and an Agency meet, you
unlock a Concession Bonus. Refer to the Concession
display in the top-right corner of your Company board and
gain the bonus listed next to the corresponding Asset type.

N 7

Since you have 4 Asset Value markers, you can unlock up to
4 Concession Bonuses over the course of the game.

Example: Someneth places a Load card from his hand into the
rightmost card slot of his Company board(T) and leaves the
Logistics action visible.

He decides to perform the card action first. He pays 32 @ to
Load 2 Crates, and establishes a Northern Agency

Next, he performs the Logistics action(®) and decides

to advance his Resources marker 1 srep@ and his

Infrastructure marker 2 steps(8) This unlocks a Concession

Bonus(Z) so he receives 3(8) and can increase another Asset
_ Value marker of his choice! He decides to advance his Bonds

marker one more step @



E. Load Crates

This action, along with “Move Trains,” forms the heart of the
game. As you play, you'll aim to load Crates onto Freight Cars—
your own and those of your rivals—and move them across the
map to deliver goods from one city to another.

To load a Crate, remove one (or more) goods from your active
Contracts and place them onto a Freight Car with available space
that is currently located in a Loading zone (indicated by o)
These zones include both cities and the two central Junction
Segments.

Important: It doesn’t matter who owns the Freight Car—you
can load Crates onto ANY Freight Car, not just your own. It also
doesnt matter which Loading zone the Freight Car is in.

Unless stated otherwise on the Action card you are using, you
cannot load more than one Crate into the same Freight Car
during a single turn. You may take goods from either or both of
your active Contracts, but each Crate must go into a different
Freight Car!

Example:éﬁlﬁm} plays a card from his hand,
which allows him to load 2 Crates, plus 1

additional Crate, since he possesses 1 Deal

ti]e@ He decides to Load all 3 Crates from
his Bonds Contmct@

The first Crate is loaded onto his Large
Freight Car in Calcurta@ the second is
loaded onto Somenetls Medium Freight Car
in Benares@ and the third one is loaded
onto his Small Freight Car in the Northern

Junction Segment@

At the end of his turn, his completed Bonds
Contract lets him establish a Southern
Agency@ He draws 2 Strategic -
Contracts, keeps one, places the other on the
bottom of the stack, and adds 3 Crates to
the chosen Contmct@

Conlracls [

Each player has a personal set of 16 Contracts plus 2
Starting Contracts. These are divided into two distinct
types, based on the seal color on the back of each tile:

+ Commercial Contracts  focus on short-term
economic benefits. They reward you with cash, allow
you to increase the value of your Assets, and often involve
shipping Crates.

Strategic Contracts  are geared toward long-term
company growth. Completing them improves your
Performance and Agencies, helping you scale your
operations over time.

Asset type the Contract ' =0 Number of Crates
represents SR e placed on the
Contract when
selected

Reward received once this

Contract is completed (i.e.,

when all Crates have been (Commercial
loaded onto Freight Cars) or Strategic

Balancing both types of Contracts is essential to building a
versatile and successful company.

At the END of your turn, if one or both of your Contracts
have been fully completed (i.e., emptied of Crates), follow
these steps for each completed Contract:

1. Gain the reward shown at the bottom of the completed
Contract.

. Place the completed Contract to the left side of your
Company board.

. Draw 2 new Contracts from the same stack (Commercial
or Strategic) as the one you completed.

. Choose one to keep and place it face up in the empty
Contract slot. Return the other to the top or bottom of
the stack.

. Place the required Crates shown at the top of the new
Contract onto it immediately.




Now that you know how to load Crates onto Freight Cars, it's Minimum Load Requirement

time to move those Freight Cars across the map. One of the

primary ways to carn money—and ultimately Victory Points—is To be eligible for movement, a Freight Car must be loaded with
) atleast half of its total capacity:

« A Small Freight Car must be fully loaded (1 Crate)

by delivering Crates to Benares (U) and Calcutta(

To do this, you'll use the Move Trains action, which allows you to
move Freight Cars across a number of Rail Segments. But before  « A Medium Freight Car can move with 1 or 2 Crates

we dive into the rules, lets go over a few key concepts. ]
8 Y P « A Large Freight Car must have at least 2 Crates to move

Important: Only Freight Cars meeting this minimum load
threshold can be part of a Train and move across the board.

The railway on the board is divided into Rail Segments, which
SBReRuR R s Sroment e e TakmqtheMoveTrams Action's i Hemngle
Segments:
When you take the Move Trains action, you may either form a
e new Train or move an existing one already on the board.
\ To form a new Train, select any eligible Freight Cars—that s,

< Freight Cars that meet the minimum load requirement—and

group them together. This is only allowed in the two main cities,

( < Benares and Calcutta, where Trains begin their journey.

gt e SR Once the Train is formed, slide it onto the first Single Track

Segment leading out of the city. This entire process—grouping

usaicgSenp it the Freight Cars and placing them on the track—counts as one
movement. Remember, even a single Freight Car placed on the
track in this way counts as forming a new Train.

Each Rail Segment contains one or more rows, and each row is
made up of three spaces, each space fitting one Small Freight Car.

A single row can hold a combination of Freight Cars based on
their size, up to a total of 3 Small equivalents. For example:

« 3 Small Freight Cars, or
+ 1 Medium Freight Car and 1 Small Freight Car, or

« 1 Large Freight Car

Alternatively, you may move an existing Train already on the
board by advancing it 1 Rail Segment in its current direction.
For each movement point you spend, you may choose any Train

on the board; you are not required to continue moving the same

Train.

Note: You may always place fewer Freight Cars, but may never
exceed the space available in a Segment row.

What is a Train?

In this game, a Train is any group of Freight Cars
that share a single Rail Segment row. These
Freight Cars may belong to one or more players.

Freight Car  An existing train may not be split until its arrival into a

A Train can consist of just 1 Freight Car or several, u Junction Segment or a City (see pages 15 and 16 for details).

When positioning the Train, slide it fully to the front of the row;
matching its direction. In other words, push the Train as far as it
Train can go within the Segment to maintain clear positioning.

as long as they fit within the row’s space. We define
a Trains size by its capacity: a size-1 Train can carry
1 Crate, a size-2 Train can carry 2 Crates, and a size-
3 Train can carry 3 Crates.




4 -

-

E Act_w_ns

Important rules: However, if there is not enough room to merge the incoming
Train due to space limitations, this triggers a pushing situation,

o No Reversing: Trains always move in a clockwise direction. A
L Ry me which will be explained shortly.

Train starting in Benares must head toward Calcutta, and vice
versa.

Splmting Teaunsy== 1 =:s R I GIATRESE 3
o Mandatory Movement: You must use all movement steps

granted by the action or bonus, unless it’s physically impossible
(e.g., no eligible Freight Cars available).

When a Train arrives at a Junction Segment, you are allowed to
split the Train across multiple rows, depending on your needs
and the available space. How you divide the Freight Cars is
entirely up to you, but remember: Cars that end up sharinga
row must be merged.

o Shared Control: Any player may move any Train, regardless of
who owns the Freight Cars or the Crates they carry.

Mepgingilrains i = wkmiy ¥ om0t o =

When moving a Train into a row with another Train, you must
merge the two Trains if the combined size does not exceed 3
Freight Car spaces. This applies in both Single Track Segments
and within a row of a Junction Segment. You may not leave a gap
between Freight Cars in a Track Segment row.

Pushinglrainshst=E=ly 7 el et il

Whenever you move a Train—or split one upon entering a
Junction Segment—and there’s an existing Train but insufficient
space to merge, you'll need to push the Train that’s already ahead

ofyou.

When this happens, the Train in front is pushed forward for
free, moving 1 Segment ahead without using any movement
points. This can create a chain reaction, with one push leading to
another across multiple Segments. Because of this, it’s important
to always complete one movement step fully before triggering
the next.

If a Train is pushed into a Junction Segment, you may choose
to split it up following the usual rules. However, this may lead
to additional pushing situations, depending on how the Freight
Cars are arranged. If multiple pushes are triggered at once,

you must respect the order in which the Trains arrive into the
Junction (meaning: the frontmost Frieght Car/Train moves in
first, etc.) .

Forming a gap in a row is never allowed!

Example of one Train movement, where multiple Trains get pushed.




You may have already noticed two special tracks on the board;
these are called Shortcuts. Theres one located just before
reaching each City. When moving Trains, you may spend

the indicated number of movement steps to bypass the final
Segments of a railroad (four steps before Benares, three before
Calcutta).

Important: When pushing Trains, you may never push a Train
over a Shortcut. If a Train is pushed out of the Junction Segment
directly before a Shortcut, it must be pushed into the next
available Single Track Segment instead.

Arrival in a City

Eventually, every Train

will reach its destination in
Benares or Calcutta. When
a Train arrives in a City, the
first thing you must do is
unload its cargo. Take all
the Crates from the Freight
Cars and place them in

the warehouse adjacent to

that City. These delivered

Rupees at the end of the
round (see page XX for details).

Next, each Freight Car that arrives in the City
increases its owner’s Performance. Move your
Performance marker forward a number of spaces
equal to the car’s size (1 for Small, 2 for Medium, 3 for Large).
This is explained more fully just below, but here’s the key thing to
remember:

Always resolve Performance gains in order, Freight Car by
Freight Car. Start with the frontmost Freight Car, advancing its
owner’s marker first, then move on to the next Freight Car, and so
on.

I
e Y

Once everything is resolved, split up the Freight Cars and leave
them available anywhere in the City, ready to be loaded and
moved again on a future turn.

G. Boost Performance @.

The Performance Track benefits players in two key ways: It
grants bonuses during the game when your marker reaches
certain icons, and it awards Victory Points at the end of the
game, depending on your final position.

Whenever your marker lands on a white (§) or red @ circle, you
may choose one of the corresponding Performance Bonus tiles
and remove it from the board.

« White ) Performance Bonuses provide

There are two types of Performance Bonuses:
an immediate, one-time effect (various
actions that are explained throughout this

]n
“Actions” section) and also reward you

with the amount of money shown in the same row. After using
the bonus, the tile is removed from the game.

« Red @ Performance Bonuses grant you a
Performance Bonus Tile which counts as @
an Asset for end-of-game scoring, To claim

it, you must pay the amount of money
shown in that row. Keep the tile until the end of the game.

Once your marker reaches the end of the track, you
earn X1 for every extra space you advance beyond it.
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Example 1: Agjpm places a Movement card from his hand into the third
card slot of his Company board ® and leaves the Logistics action visible.

He decides to perform the Card action first(Z) and since his Benares
marker is the highest among all players(3) he can Load 3 Crates(%).

He then decides to perform his Logistics action, which allows him to Move
Trains 4 Segments, toward Calcutm@

Theres already a bunch of Trains on the map, and a few ready to depart
from Benares.

For his first move, he decides to form a new train by
grouping his Medium Freight Car and Somenetlis cligible
Small Freight Car into the first Single track Segment@
His own Small Freight Car is not eligible since its not loaded

su]fﬁciently@

For his second move, he decides to form a Train using
Somenetlfs Medium Freight Car and move it into the
Sfirst rail Segment since it carries one of his Crates. Its
bound to please Someneth since he sees his Train gain a
free” movement from A, but it creates a chain reaction.
Because of this movement, the Train in the first Segment
now gets pushed into the second Segment@ which in turn
pushes the size-3 Train that consists of Indrani's Medium
Freight Car and his own Small Freight Car into the Junction
Segmentﬂﬁm decides to split the Train by moving
Indrani’s Medium Freight Car into the top row of the
Junction, and his own Small Freight Car into the middle row.

For his third move, Agfup moves the size-3 Train from the
second Segment into the Junction @), He decides to keep
this train grouped, and this pushes his size-1 Train out of the

]unction@

For his fourth and final move, Arjun moves the size-3 Train
out of the ]unction@ (as a reminder; when a player moves
a Train out of a Junction, they CANNOT split up the Train;
this ONLY occurs when a Train enters a Junction!), which in
turn pushes his size-1 Train to the next Segment

kg B



Example 2: Tndrani activates her cards ability. She can
either perform 4 moves, or 6 moves if she has already
delivered Crates to both Benares and Calcutta(L) which she
has(@)! The choice is clear: Tndrani opts to take the 6 moves.

She begins by moving her size-3 Train, spending 4 movement
steps to take the Shortcut@ shed rather avoid helping
At and Someneth by pushing their combined size-2 Train

into Benares

As her size-3 Train enters Benares, she delivers her 2 Crates
along with one belonging to Somenetls to the warchouse (8)
Since her Large Freight Cars enters the City, she advances
3 steps on the Performance Track@ This grants her a
Red Performance Bonus. She chooses to pay 32 to claim the
cheaper Bonds tile@ which she places next to her player
board for end-of-game scoring

Finally, she moves her size-1 Train 2 Segments further down

the line

On a later turn, Indrani plays a Load card that
allows her to load 2 Crates and move perform 2

I’HOVBS@

She loads 2 Crates onto Freight Cars in Benares—I
onto her own Large Freight Car, and 1 onto Somenethis Medium
Freight Car (remember, Crates must always be loaded into

different Freight Cars)

She then uses her 2 movement steps to move her Train. With the
frst step, she merges it with the Train ahead of her, forming a size-3
Train

With the second step, she pushes the newly formed Train into
Benares@ All Crates from Indrani, Someneth, andﬂ@m

are delivered to the warehouse. Then, each player receives a
Performance bonus, resolved in the order their Freight Cars enter
the City.

Someneth gocs first and gains a white Performance bonus, choosing
a Northern Agency and ?4@&@;{8 is next—disappointed that
Someneth took the bonus he wanted—but he instead takes 33

and advances his Financial Advisor &) Finally, Tndrani simply
advances her Performance marker by one step @3)
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With this action, you may place the indicated number of Crates
from your Contracts onto the different Ships of the Shipping
zone. You may deliver them to different ships, or the same one.

the Crates to a specific ship, like here:

However, some actions will require you to ship L4 ﬂ]
‘h' i
]

Every crate you load onto the Ships gives you an immediate

reward:
Advance your Receive 33 Advance 1 Asset
Financial Value marker of
Advisor one step your choice

The Crates placed here will also offer Deal tiles at the end of each
round, and help determine player order for the next round. We
will explain this on the next page.




How o Play

Once players have played a card in each of their Card slots, the
round is over, and they move on to the Administration phase.
This consists of four steps:

Start by checking which player has the most Crates across all
three Ships (I, I, and III combined). That player receives a

Double Deal tile. All other players with at least one Crate on any

Ship receive a Single Deal tile.

If there’s a tie for most Crates, break it by comparing Crates on
Ship L If still tied, check Ship I1, then Ship IIL, and finally use the

current turn order to break the tie.

Once Deal tiles are assigned, adjust the turn order using the
same order established above: the player with the most Crates
goes first. If theres a tie, check who has more Crates on Ship I,
then Ship II, then Ship III, and if the tie still isnt broken, use the
current turn order.

Example: This is what the Shipping zone
looks like at the end of Round 1:

L and Indrani both have 3 Crates in the Shipping zone, and

Someneth has none. Since Agfum has more Crates on the first Ship,
he wins the tie and receives a Double Deal tile. Tndrani gets a Single
Deal tile, and Someneth receives none, as he didn’t ship any Crates
this round. Agpm now becomes the new first player, followed by
Indrani, and finally Someneth.

b. Collect Money from Deliveries

Each player receives Rupees based on the
number of Crates they delivered in Benares
and/or Calcutta. Check each warehouse, and
multiply the number of Crates by the value of
the matching Market marker. The values are
indicated to the right of the Market track.

Remember to take 1 Investment token ((ﬁ ')
for every 10 Rupees you earn! You will need
those soon.

Example: Indrani managed to deliver 5 crates in

Benares@ Her Benares marker is on the third row

@ so she scores XS per Crate, earning a total of 325. Next,

she calculates her earnings from Calcutta, where she delivered 3
Crates(3) Since she scores 36 per Crate there(®) she earns an
additional ]18.

Indrani therefore earns 43 in total. She receives 4 Investment
tokens@and advances her Cash Flow Marker by 3 steps@

T P

In step b. of Round 2 only, Crates still present on Trains may
earn money. Each Crate scores based on its position along the
Path: either X1, 32, or 33 per Crate, depending on which Junction
Segment it reached on the way. The owner of the Train is
irrelevant—only the color of the Crate matters.

Example: Someneth still has a few Crates en route

to Calcutta. He earns X2 for the 2 Crates in the indicated .
size-3 Train (2 x Tl)@ and an additional 6 for the 2 Crates ™|
that have reached the third Junction (2 x ?3)@




At this point, players must adjust their Market

Value markers. Move all three of your personal
markers to the lowest-valued position among
them.

Then, gain the Rupee bonus shown for that
row. Note that there is no bonus for rows 1 and
D

Finally, players may now use their
Investment tokens. In the new turn
order, each player may spend any
number of Investment tokens to place
1 Investment marker per turn into

the Investment grid. Players continue
taking turns until they are done
investing,

When placing your marker, choose a
row and spend the number of tokens *@u
shown to the left of that row. Then,
immediately advance a number of

Asset Value markers as indicated at the %8
top of the column.

You may place your Investment marker in a space that already
contains other markers. However, for each marker already present
(regardless of color), you must reduce your Asset advancement
by one step. If this penalty would reduce your total advancement

w’k KT --ﬁnl
s - )
To help you remind you how many

Investment markers players can place in a particular column,
check the markings underneath each column.

below zero, you may not place your
marker in that row.

Note: If advancing your Asset Value markers triggers one or
more Concession Bonuses that grant you Rupees, immediately
advance your Cash Flow marker as usual. Any Investment tokens
gained this way may also be used during the same phase.

Example: Agfip has 4 Investment tokens, Indrani also

has 4, and Someneth has five. Since A s the first player;

he acts first. He spends all 4 tokens to place his Investment marker
in the third column, earning 3 Asset Value advancements(L)

Next is Indrani. She also spends 4 Investment tokens, but places
her marker in the second column instead @ Had she placed it on
top of Agiufs marker in the third column, she would have received
only 2 Asset advancement due to the penalty. By choosing the
second column, she still gains one advancement, and secures a spot
worth a massive 40 Victory Points at the end of the game.

Finally, Someneth takes his
turn. Since both rivals have used
up their tokens, he has a free
choice. He spends 3 Investment
tokens to place 1 marker in

the third column, gaining 1
Asset Value advam‘.cment@
then spends his remaining 2
tokens to place another marker
in the first column, which will
be worth 18 Victory Points at

the end of the game@

Slanting Rolind 2ie =3 B ke vegiztei = 00 6

At the end of Round 1, prepare the board for the second and final
round as follows:

1. Remove all cards from the Company Boards.

2.Return all Crates from both Warchouses and Ships to their
respective owners supply.

3. All Trains and Freight Cars, whether empty or still loaded with
Crates, remain in their current positions.

4. Deal 3 Load cards and 3 Movement cards to each player.

Play now resumes with the new First Player, then continues in
the new turn order.
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At the end of the second round, players calculate their Victory Points by following these five steps. (Use the notepad provided to keep track

of your scores.)

Jetiasels vi el b s BT s i e s vesiments (o i e BRI A e
Each player multiplies the number of each Asset they acquired—  Each Investment marker placed on

whether from completed Contracts, starting Asset tiles, or Red the board grants the number of Victory

Performance Bonus tiles—by the corresponding Asset Value Points shown in its slot.

their marker reached on the Asset Value Track.

Example: Arjun
Example: ' % earns 36 + 30 + 16
P! b

Each Investment marker you placed is also worth an additional
bonus equal to the value of your lowest Asset.

3 Assetsx 5 S Assetsx 5 1Assetx4 1Assetx4
=15VP =25VP =4VP =4VP Example: Arjun placed 3
Investment markers, and his
lowest Asset is worth 3 VP. He

2. Deals scores another 9 VP.

Each player counts the total number of Deal tiles they collected
during the game and multiplies it by the sum of VP values shown
on all their Agencies.

Example:

The player with the most Victory Points is declared the winner,

Each player scores the number of R . ] _
having built the most successful and influential operation!

Victory Points indicated by their

final position on the Performance Iy i In the case of a fie, the tied player with the most remaining
Track. ey > Rupees is considered to have managed their wealth most
SO wisely and wins the game.
Example:
Someneth earns - I aftie still remains, prestige breaks the deadlock: The player
12 VP who sits earlier in the current furn order claims the final honor.




Reference (quide

Place 1 Small Freight Car in Junction A, and load it with a Crate

3

Place your Large Freight Car in Calcutta

Place your Medium Freight Car in Benares

3

Place 1 Small Freight Car in Benares
« Advance your Calcutta Market marker 2 spaces
« Advance an Asset Value marker of your choice one step

i« Draw 1 extra Load card

« Place 1 Small Freight Car in Junction B, and load it with a Crate
« Place your Large Freight Car in Benares

« Place your Medium Freight Car in Calcutta

« Place 1 Small Freight Car in Calcutta

« Advance your Benares Market marker 2 spaces

« Advance your Performance marker 1 step

i o Draw 1 extra Move card

« Place 1 Small Freight Car in Junction C, and load it with a Crate
« Place your Large Freight Car in Calcutta

« Place your Medium Freight Car in Benares

« Place 1 Small Freight Car in Benares

« Advance your Calcutta or Benares Market marker one space

« Advance 2 different Asset Value markers of your choice one step

« Receive a Northern Agency

« Place 1 Small Freight Car in Junction D, and load it with a Crate

« Place your Large Freight Car in Benares

« Place your Medium Freight Car in Calcutta

« Place 1 Small Freight Car in Calcutta

« Advance your Benares and Calcutta Market markers one space

+ Load 1 Crate from one of your starting Contracts into a Freight Car of your choice

Receive a Southern Agency

i « Place your Medium Freight Car in Junction E, and load it with 1 Crate
« Place your Large Freight Car in Benares
« Place both of your Small Freight Cars in Calcutta

« Advance your Financial Advisor 2 steps (and gain the instant bonus)

« Ship 1 Crate from one of your Starting Contracts to Ship I1I (and gain the ship's reward)




Load Cards

| Reminder: When loading multiple Crates, they must go into different Freight Cars, unless the card indicates otherwise!

‘L1 Load up to 2 Crates from 2 different Contracts, = g8 ' L12.Load up to 2 Crates, AND
oR¥D 1L AND —%= |
@re® | 3 'ii] i Load 1 additional Crate if you have at least 1 Crate

u Pay X2 to Load 1 additional Crate. ;u delivered in Benares.

= £ 1.2. Load up to 2 Crates from the same Contract, o=

] H | H }
":E n AND i s | L13. Load up to 2 Crates, AND
\

- Load 1 additional Crate if you currently have 5 or
i more in your Cash track.

| dr Load 1 additional Crate if you already have at least
i 1 Crate on a Ship.

S»zs | L3.PayR2 0 Load 3 Crates, OR g b e AR T

: : Load 1 additional if your Perf
&> i Pay X2 to Load up to 2 Crates and Perform 2 el iugnd CEHbouRR

= F O = o & | marker is at 3 or more in Round 1, or 8 or more in
[V i i Round 2.
=  L4. Load one or more Crates onto 1 Freight iu = - : L15. Load up t0 2 Crates, AND
] : 5 b | -— :
!’-;r;;l : Car (yours or another player’s). You may fill it ! __‘;ﬂ_ i Load 1 additional Crate if your Calcutta Market

: completely with this action. Pay X1 per Crate 4oml  : marker is the highest (or tied for highest) among

D loaded S | your markers on the Market track.

B n L16. Load up to 2 Crates, AND

Load 1 additional Crate if your Benares Market
‘ _ 40ml i markeris the highest (or tied for highest) among
h H == ¢ your markers on the Market track.

m n L17. Load up to 2 Crates, AND

| s . et |

{ : | T :

| —"5-;— L6. Load 1 Crate, AND 3 ‘-" i Load 1 additional Crate if your Financial Advisor
pEa—. Ship 1 Crate. 4l is the highest (or tied for highest) among your
h H == i markers on the Market track.

Tgf L7 Load up to 2 Crates, AND &t : L18. Load up to 2 Crates, AND

- Load 1 additional Crate if your Financial Advisor

> (including this one). Pay X1 per move. u i is on position 6 or higher on the Market track.

iy Perform 1 move per card youve played this round

m L8.Load 1 Crate, AND
= |
p Y T

L19. Pay 32 to Load 1 Crate, plus 1 additional
i Crate for each of your Crates currently placed on
¢ different ships.

Perform 2 moves if you used this card to trigger

B
_ 4g|  : one of the [Logisiies Aeifens in the third or fourth

i slots on your Company board.

1,

£,

L20. Load 1 Crate for each of your Market
i markers (Benares, Calcutta, Financial Advisor)

- L9. Load 1 Crate, AND
| ¢ thatis at position 6 or higher.

Perform 3 moves.

m m L21. Load up to 2 Crates, AND
'-'1 i

: L10. Load up to 2 Crates, OR ‘

|
" H .. .

: Sitin b - | Load 1 additional Crate if you have the most
el Load up to 3 Crates into other Player’s Freight Bl e

v — Cars. u H

L11. Load up to 2 Crates, AND

<t L22. Load up to 2 Crates, AND

S : [ 3= :
‘ 4i : i Load 1 additional Crate if you have atleast 1 Crate i ;_'T':] i Load 1 additional Crate if you own at least 1 Deal

b delivered in Calcutta. u tile.




I
“? 3. :123.PayR2toLoad 1 Crate and perform 4 moves.
o —

L24. Pay X2 to Load up to 2 Crates and Perform 2
oot - moves.

-t L25. Load up to 2 Crates, AND

{ Advance 1 step on the Performance track.

@> L.26. Pay X2 to Load up to 2 Crates and gain a
~«** &l Northern Agency.

‘ Eret L27. Pay X3 to Load up to 2 Crates, AND
3 Advance 2 different Asset Value markers.

TP | 128 Load up to 2 Crates, AND
-’1 H

‘-" Load 1 additional Crate if your Calcutta Market
o i marker is the highest (or tied for highest) among

=D all players.

F L29. Load up to 2 Crates, AND
-’1 :

i
-

Load 1 additional Crate if your Benares Market
4m) | marker is the highest (or tied for highest) among

_ all players.

£ 130. Load 1 Crate, AND

Get X2 for each different type of Agency you own

[ HS +
By VS EW).

co L31. You may Load any number of Crates from
|- | asingle Contract, paying X1 for each Crate you
{ Load.

L32. Pay X3 to Load 1 Crate for each different type
<= g of Agencyyou own (Northern, Southern, Eastern,
Western).

“ £ 1.33. Pay 1 to cither Load up to 3 Crates or
-E Perform 3 moves, OR

- Pay ¥4 to Load up to 3 Crates and Perform 3

D=0 moves.




ML. Pay 1. Perform 1 move per card you have
¢ played this round, including this one.

M2. Perform 1 move for each empty card slot on
your Company board. Since this card is being

i ¢ played now; it already counts as placed—so the

{ maximum number of moves is 5.

M3. Perform 3 moves, OR

¢ Perform 5 moves if your Financial Advisor is on
: position 6 or higher on the Market track.

M4. Perform 3 moves, OR

i Perform S moves if your Performance marker is at
i 3 or more in Round 1, or 8 or more in Round 2.

‘ MS. Perform 2 moves, AND

1 additional move for each Asset Value marker at
value 3 or higher.

& | M6.Ship 1 Crate, AND
" H

o

{

i Perform 2 moves.

M?7. Pay 33. Perform 3 moves, AND

¢ 1 additional move for each of your own Freight
¢ Cars currently on rail Segments (so, excluding
i those present in Benares or Calcutta).

Eﬂ - MS. Perform 3 moves, OR
- i :
i PE Perform 5 moves if you own at least 1 Deal tile.

M9. Perform S moves toward Calcutta, OR
Perform 3 moves.

M10. Perform 3 moves, AND

Immediately get X1 per Train you Moved with this
i action.

{ M11. Perform S moves toward Benares, OR

i Perform 3 moves.

»

M12. Perform 3 moves, AND

Perform 2 additional moves if you moved at least 1
i Medium Freight Car during the first 3 moves.

M13. Perform 3 moves, OR
Perform 5 moves if you have at least 1 of your
i Crates on a Ship.

M14. Perform 3 moves, OR

Pay 3 to Perform 6 moves.

M15. Perform 3 moves, OR

Perform 5 moves if you currently have 35 or more
¢ inyour Cash track.

M16. Perform 3 moves, AND

Perform 2 additional moves if you moved at least 1
i Large Freight Car during the first 3 moves.

: M17. Gain X1, AND

: Perform 1 move for each Crate currently on one of
¢ your Contracts (choose which Contract to use).

M19. Perform 3 moves, OR
Perform 5 moves if you have at least 2 Agencies.

M20. Perform 3 moves, OR

i Perform 5 moves if you have at least 1 Crate
i delivered in Benares or Calcutta.

M21. Perform 3 moves, OR

Perform 5 moves if your Benares marker is the
highest (or tied for highest) among all your

i markers.

i M22. Perform 3 moves, OR

Perform 5 moves if your Calcutta marker is
: the highest (or tied for highest) among all your

¢ markers.



¥ope Cards

M23. Perform 3 moves, AND

i lowest on your Asset Value track. If there’s a tie,
i choose one to advance.

—Eﬁ—h— : Advance 1 Asset Value marker that is currently

: M24. Ship 1 Crate, AND

e Perform 3 moves if you have 2 or more Crates on
> i the Ships (including the one you just placed).

‘ o M25 Perform 5 moves, OR

| 5 Perform 2 moves and Load 1 Crate.

e M26. Perform 4 moves, OR

| s Perform 6 moves if you have at least 1 Crate

h - delivered in both Benares and Calcutta.

‘ - M27. Perform 3 moves, AND
Advance 1 step on the Performance track.

e M28. Perform 3 moves, AND
Get 1 Northern Agency.

M29. Perform 4 moves, OR

- Perform 6 moves if you have the most money on
; the Cash Track (or are tied for the most).

n M30. Pay X1 to Perform 3 moves, AND
EH“E_’ { Ifyou perform the action, you may

i resolve the “Move Trains” action 2 additional

T M31. Perform 4 moves, OR
s Load 2 Crates.

M32. Get 1 Northern Agency, AND

Perform 1 move for each different type of Agency
: you own (Northern, Southern, Eastern, Western).

> | M33. Perform 4 moves, OR

W Perform 5 moves if you play this card as your third
i action this Round.
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7 Solo Load cards 7 Solo Movement cards

Front Back Front Back

6 Campaign Goal tiles

Sefup

Set up the game as for a 2-player game, with the following
changes:

1.

Take the Solo Board and place it next to the main Game
board. This replaces the Company board for Major Banerjee.

Major Banerjee Pieces - Take all the Freigh Cars, Crates,
Turn order disc, Investment markers, Financial advisor;
Performance Marker and Market markers of an unused colour.

Setup Cards - After placing the Setup Cards and rondomised
the Deal tile and the four Asset tiles, choose one combination
of Card and tile. Then, take the four remainging Setup cards,
and draw one at random for Major Banerjee. You apply the
player order and Freight car placement, but Major Banerjee
does not receive a bonus, nor does it receive and Asset/Deal
tile.

Initial Money - As in the normal game: you receive X2 if you
are the first player, or X3 if you are the second.

Major Banerjee Deck - Create Major Banerjee's deck by
shuffling the 8 round-1 cards (4 load, 4 movement). Set aside
the Round 2 Cards, you will be needing them at the end of
Round 1.

1 Solo Player Aid

6 Rival tiles

)
260
LT

Front

Back

®d @ +4 %




Step into the bustling world of 19th-century Bengal, where ambition and opportunity run as hot as the steam engines thundering
down the rails. Once a decorated officer in the Bengal Regiment, Major Anil Banerjee traded his uniform for a business empire,
channelling his strategic mind and iron discipline into the booming railway trade.

Now; hes your rival — a calculating magnate who sees every crate, contract, and rupee as a move in his grand campaign. Outsmart him,
outbuild him, and prove that your business acumen can match his military precision in a true battle of wits and wealth.

How to Play

You play against Major Banerjee as if he were a human opponent.  Major Banerje's actions are very similar to any player's action, but

3 : : le's look at these into more details:
On his turn, draw the top card of his deck and resolve all actions

from top to bottom. : St
P Move Major Banerjees

Lets take a look at the structure of a Solo Card: ( Benares, Calcutta, or Financial
lJ / #J/ “ i Advisor marker 2 steps up the

Market track.

ThisindicatessMajor:Banerjeestashvaluelonthar: s & ot s sl A ima fomas O A s e sl e e e et

turn. It only applies when one of your cards requires { Move Major Banerjee’s lowest
a comparison ( for example, Card L21). Exception: if H

you are the first player and there is no bot card on the
solo board yet, use X0 as Major Banerjees cash value.

i marker (Benares, Calcutta, or
i Financial Advisor) 2 steps up
i the Market track.

Indicates the o\ If there’s a tie, you choose
round in which ) i which marker advances.
the card should

be used (1 or 2).

i Remove the two topmost
i white Bonus Performance
i tokens (one from each

i Remove the two bottommost

/ i red Bonus Performance

Actions Major i tokens (one from each

Banerjee will column).

pe'form,ﬁ,om .............................................................. f ..............................................................

top to bottom . i Add one of Major Banerjee's
& . : Crates to the indicated Ship

: Add one of Major Banerjee’s
i Investment markers to the

General remarks: J / %Investment Grid, placing it

. . . ¢ on the rightmost space of the
Whenever Major Banerjees Crates are delivered, they are P P
. . . ¢ indicated row.
nnmedlately returned to his general supply, .............................................................. PR o R

. . . o . . : Perform the indicated
When moving trains, Major Banerjee will not split any train A :
. . . . . -_,-aﬂ,%h U i moves toward Benares,
at junctions unless the train contains only your Freight Cars . :

: toward Calcutta, or in either

carrying your Crates. If a Freight Car carries any ofhis crates,

; Lo ) ) = \ | A i direction, following the
Ma.Jor ?anerjee will always try to Ler-gg'Fret"gkt Cars into new 'iiiﬂ:” m / 9 R}} e shov%n g
trains (f space allows) and keep them joined if they are his colour ==l S8 { Pricrity Rules shown below.
or carry his crates. In short, Major Banerjee merges trains when e e
it benefits him and splits them when it benefits you less. He will Eciitii donto the Freight
always act in his own best interest. S following the Priority

ﬂ 4'ﬁ= }: J Rules below. As always, Each

i Crates must be loaded onto a
: different Freight Car.




Priorijuj rules for Loacﬁng and Moving

Lets see how Major Banerjee loads crates and moves trains
during his turn.

The Solo Board displays a schedule you must follow from
left to right, top to bottom.

If, after completing the full loading or movement sequence,
not all indicated crates or trains were handled, repeat the entire process once more in the same priority order. Do not repeat it
more than once.

If loading or movement is not possible, ignore the action or any remaining part of it.

Toad Action -" loe action (max. 2 Floves per Train)* w

o Your medium Freight Car (only if it Carries at leats one of the Major’s
i Crates)

o Your small Freight Car o Your small Freight Car’ (only if it Carries at leats one of the Major's Crates)

Important: Most Solo Action Cards * Major Banerjee will always move or merge with a train if it
show a Load action firstand a Move [, WSS s his own or if it carries any of his crates. When applying the
action second. 5 Priority Rules, treat any merged trains as a medium-sized

. Freight Car. Remember that Major Banerjee will split merged
trains when they enter a junction if they are pulling only your
Freight Cars carrying your crates.

The double arrow between them

(YA3) means that if Major Banerjee can load at least half
of the indicated crates (rounded up), you perform the Load
action first, then the Move action. t Since there are two small Freight Cars, follow these rules:

If he cannot load the minimum number of crates, perform « When loading crates, if both are available, you choose
the Move action first, then load as many crates as possible which one to load.

afterward. i = i
« When moving trains, if both are available, move the one

closest to its destination station.

« If there’s still a tie, the player chooses which one moves.

changes for Major Banerjee: Investment disc for him first, then alternate placing

Perform the same steps as you usually would, with the following d.Invest Money: If Major Banerjee goes first, place an E &
. Evaluate Shipping Zone: Apply the Player Order E three discs between him and the player, following

; - ; the Investment Priority: always choose the leftmost
rule; in case of a tie on the Cargo Ships, keep the Y Y

same order as before. the Major does NOT receive a
deal marker

available space, starting from the row with 4 Investment discs,

then 3,2, and finally 1. For example, if Major Banerjee places his

= first marker in the row with 3 discs, his next will go in the 2-disc

b. Collect Money from Deliveries: the Major does - row, and so on. Major Banerjee never places a disc on top of
NOT recevie any Rupees another disc, though you may.

At the start of Round 2, shuffle the six Round-2 cards together
with the two remaining Round-1 cards, place the deck face down,
and draw one card on the Major’s turn.

c. Adjust the Market: Major Banerjees' Market
markers also move down to the lowest-valued
position among them.




i Arespected player in Bengal's booming economy — success runs on

1

Your ventures are taking off, and your name is starting to carry weigh

i You've laid the first tracks of your empire — a modest but promising
i start.

Apprentice Tycoon




Rivals Dariant

Ifyoud like a bit more of a challenge, you can add a Rival Tile at the start of your solo game. Randomly draw one Rival Tile and place
itin the upper right corner of the Solo Board. You'll now need to beat the Major’s target score, and he will also begin the game with a

specific advantage during setup.

Setup: Major Banerjee starts Rounds 1 and ED
2 with a Crate on ship ITL

Score to beat: 260 VP

Setup: Major Banerjee starts with all three of
his Market markers in the value-4 row.

Score to beat: 260 VP

Setup: Add a second Large Freight Car for \
Major Banerjee, placing it in the opposite (235 |
city from his first.

When following the Priority list, this new
Freight Car is placed immediately after his

Setup: Major Banerjee starts with
Investment markers on the 40 and 24 spaces
of the Investment grid.

Score to beat: 235 VP

original Large Freight Car and before the \
player’s Large Freight Car. 210

the game. If you would win one, choose
another Agency of your choice.

Score to beat: 235 VP

Score to beat: 210 VP
; 4 YFEh
Setup: remove the Western Agencies from ——

Setup: Remove both topmost white
Performance Bonus tokens and both
bottommost red ones.

Score to beat: 210 VP

Bolo Campaign Hlode

For those secking an even greater challenge, you can play Movers & Shakers
in Solo Campaign Mode. In this mode, you'll play three consecutive games,
each with specific victory conditions and goals to g

complete.

L

R Finish with all three Market
(i Napr tokens at value 10.

Place the Solo Campaign Board next to the Solo
Board. Shuffle all six Goal tiles and place them on
the campaign board. Your objective is to win all
three solo sessions, meeting the required score

@ Reach value 10 in at least three

Cﬁ @ different assets.

thresholds and completing at least one available
goal in each game.

« Game 1: Score at least 210/220 VP and complete one of the three available
goals.

—_—
L
End the game with at least
seven discs on the Investment

track.

« Game 2: Score at least 230 VP and complete one of the remaining goals (one
or two may still be available, depending on your chosen path).

« Game 3: Score at least 245 VP and complete the final goal.

.
51 Be first during the Ship Phase
1

TR in both rounds.

After the first game, choose your path based on the goal achieved: leftmost
continues left, rightmost continues right, and middle lets you choose. Once
chosen, you must follow that path for the rest of the campaign.

Once youve chosen your path, you must follow it as indicated on the campaign

Finish the game with eight
completed Deals.

board for the remainder of the campaign.

You lose the campaign if you fail to meet either the score requirement or the
goal condition in any game.

Tip: use a Crate of your colour to make your progress on the Solo Campaign board.

Deliver at least 15 Crates in
total by train across the whole
game (not 15 per round). Keep
your Crates you delivered in
Round 1 separate to keep track
i of your goal.




