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HISTOR ICAL NOTE S 
When Cornelius Vanderbilt took over the New York Central 

(stretching from Albany to Buffalo) and merged it with his Hudson 

River Railroad (to New York city) he thought he was done. His son 

William, however, realized that the resulting railroad was only one 

of many crossing the Appalachian mountains. 

To ensure its future, it had to be extended to whichever city would 

eventually emerge as the great entrepôt (collection and processing 

point) for mid-western grain, cattle, and access to the far west. 

Five competing railroads crossed the Appalachian in 1851-1852. To 

the south of the NYC were the Erie, Pennsylvania, and Baltimore 

& Ohio. Northwards, Bostonian merchants, using the Rutland and 

the port of Ogdensburg to get around the New York Central, were in 

search of access to mid-western grain and allies with the Canadian 

Grand Trunk (which used a New England based line from Montreal 

to Portland, Maine to reach a warm water port). 

Already present in Ohio, Michigan, Indiana, and Illinois, were 

hundreds of failed local railroads. Promoters knew that somewhere 

in this region, a great transportation hub would emerge and wanted 

to dominate it. The only question was where? 

Would it be based on trading posts, such as Detroit or St. Louis? 

Or, centrally located, such as Indianapolis? Or, an offshoot of the 

thriving steamboat traffic on the Mississippi and Ohio rivers, such 

as Cairo, St. Louis, Louisville, or Cincinnati? Or, connected to rails, 

canals, and Great Lakes shipping, such as Toledo? 

All these rival cities were “logical” choices and heavily promoted as 

the future rail hub of the United States during 1830-1860. Chicago, 

promoted by Illinois State but with only 5,000 inhabitants in 1840, 

was initially ignored. 

Michigan, in 1837, impatient with the slow pace of private railroad 

development within its borders and not wanting to be left out of this 

impending rail boom, funded three railroads to cross its interior. 

Two of these, the Michigan Southern and Michigan Central, laid 

significant track but, by 1843, had taxed the state’s credit so heavily 

that almost all construction had to be halted. 

In 1846, these small railroads were sold off, the Michigan Southern to 

New York interests and the Michigan Central to Bostonian investors. 

This set the pattern for regional development as the rival eastern 

railroads began to move west, knitting together their mainline routes 

from existing short lines that had either failed, could be bought out, 

or “rescued” with additional financing and eventually merged in. 

By 1855, the first direct route—inefficient as it was—was established 

from New York city to Chicago by the New York Central, Michigan 

Southern, and various intermediate short lines. 

By this time, Chicago and St. Louis were the leading candidates for 

the mid-western entrepôt. Geography dictated that they would be 

important articulation points in the new rail network. St. Louis was 

the southernmost point along the Mississippi which could be 

bridged by the technology of that time, and Chicago provided land 

access to Wisconsin, Iowa, and Minnesota. 

As the canal and river trade dwindled in importance and settlers 

continued to head west, most earlier candidates were now too far 

east or on sites that simply weren’t important to railroads. 

Both St. Louis and Chicago took advantage of this and forbade 

through connections, establishing themselves as key junctions by 

forcing terminals and switching yards to be built. 

Ultimately, St. Louis lost ground due to the rise of Kansas City 

further west as a meat packing center. Kansas City was too far west 

to serve as a grain collection point for Michigan and Indiana, and St. 

Louis was too far south to do so for Wisconsin and Iowa. Chicago 

could do both, was a port with access to the Great Lakes, and, as its 

financial services grew, could still serve as a meat packing center 

for those who wanted the last, best price for their cattle. 

By the early 1900’s, all the eastern railroads, and the coal hauling 

Chesapeake & Ohio, had access to Chicago. The most successful 

eastern railroads—the NYC, PA, and B&O—had also built connec- 

tions to St. Louis. With access to these two junctions, their future 

was secure; no railroad would ever “outflank” them. 

Sou r ces 
MerleArmitage, The Railroads of America. (New York: Duell, Sloan 

and Pearce-Little Brown, 1952.) 

George H. Drury, The Train-Watcher’s Guide to North American 

Railroads. (Milwaukee: Kalmbach Books, 1984.) 

D. W. Meinig, The Shaping of America, Volume 2, Continental 

America 1800-1867. (New Haven: Yale University Press, 1993.) 

James E. Vance, Jr., The North American Railroad. (Baltimore: John 

Hopkins University Press, 1995.) 

NOTE: I particularly recommend the Vance book for anyone inter- 

ested in the historical development of American railroads. 

P LAYE R NOTE S 
1846 is my third 18xx game (after 2038, set in space, and the unpub- 

lished 1834, set in New England). 

1846 shares with 1834 its stock market, capitalization, and operating 

rules. With them, I sought to avoid full capitalization, so corpora- 

tions had to manage their financial growth, while also allowing 

diversified investment strategies. An issue with partial capitalization 

is that an early investment by a player other than its President can 

remove a corporation’s financial constraints. This has the effect of 

discouraging players from investing in any stocks but their own. In 

my opinion, this is not a good thing in a stock trading game! 

By allowing corporations to issue shares, within limits, much of 

this is avoided. Sometimes, an extra share invested can enable a 

corporation to do something it wouldn’t be able to do; often it just 

means that it issues one fewer share than it was intending. 

In 1846, I wanted to design a game novices could enjoy and to 

capture the flavor of the historical period where the eastern railroads 

pieced together their routes from the remains of failed companies. 

This meant I needed lots of private companies. However, auctioning 

them off, as in other 18xx games, was a problem for novices. How 

could they figure out how much to bid? This led to the distribution 

system used in 1846. 

My other goal was to design a flexible game, where corporations 

can start at very different prices, operate at just 20%, and transfer 

trains and buy private companies immediately. I urge you to explore 

many different strategies. Enjoy! — Tom Lehmann
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Set u p 
1. Draw for Seating 

Assign Priority Deal 

2. Remove $500s; give each player $400 

# Players 3 4 5 

Bank $6,500 $7,500 $9,000 

3. Remove: , , companies 

# Players 3 4 5 

Remove 2 1 none 

4. Set up board; remove trains if needed 

5. Distribute / Buy Private Compaines 

1 8 4 6 

P r iva t e Com pa n ies 

Setup Name Price Income Ability 

Lake Shore Line $40 $15 Extra, free Cleveland/Toledo upgrade 

Michigan Central $40 $15 2 extra, free yellow tiles in MC hexes 

Ohio & Indiana $40 $15 2 extra, free yellow tiles in O&I hexes 

Steamboat Co. $40 $10 +$20x Port marker in phases I-III 

Meat Packing Co. $60 $15 +$30 marker in phases I-III 

Tunnel Blasting Co. $60 $20 –$20 mountain/pass/tunnel costs 

– Chicago & Western $60 $10 Extra, free token in Chicago 

Indiana C&WI space 

– Mail Contract $80 – 1 route: +$10/city visited; permanent 

– Big 4 $40 +$60 – Independent RR in Indianapolis 

– Michigan So. $60 +$80 – Independent RR in Detroit

©  2016 GMT Games, LLC

Ga m e P h a s es 

All P h a s e s 

• Yellow tiles available 

• Corporations may buy trains from 
other corporations 

• May buy Privates Companies (I-II) 

P h a s e I 

• Use lower off-board values 

• Train Limit: 4 

P h a s e I I 

• Green tiles available 

P h a s e I I I 

• Brown tiles available 

• Remove Private Companies 
(except purchased Mail Contract) 

• Phase out I trains 

• Use higher off-board values 

• Train Limit: 3 

P h a s e IV 

• Gray tiles available 

• Remove Private Co. markers 

• No reserved token spaces 

• Remove I trains 

• Phase out II trains 

• Train Limit: 2 

R R Cor por a t ion s 
Setup Name Start City # tokens Abilities 

– Baltimore & Ohio Wheeling 4 Reserved $40/$100 Cincinnati 

token; no connection needed 

Chesapeake Huntington 4 – 

& Ohio 

Erie Salamanca 4 Reserved $40 Erie token 

– Grand Trunk Port Huron 3 – 

– Illinois Central Cairo 4 Extra capital; $0 cost tile lays 

Reserved $40 Centralia token 

– New York Central Cleveland 4 – 

Pennsylvania Homewood 5 Reserved $40/$60 Ft. Wayne 

token; no connection needed 

Tr a in s 
Types Phased 

Phase Available List Price Limit Out Removed 

I 2 $80 4 III IV 

II 3/5, 4 $160, $180 4 IV – 

III 4/6, 5 $450, $500 3 – – 

IV 7/8, 6 $900, $800 2 – – 

Cer t i fica t e Lim it 

# Corps. # Players 
in play 3 4 5 

7 - - 11 

6 - 12 10 

5 14 10 8 

4 or fewer 11 8 6 

Sequ en ce of P la y 

St ock R ou n d R R Oper a t ion s * 

• Pass or sell 1+ shares and/or buy 1 A. May issue/redeem shares 
certificate B. May lay tiles / place 1 token (in any 

• Ends when all players pass in succession order). May lay 1 yellow tile and lay 
2nd yellow tile or upgrade 1 tile • Reassign Priority Deal; adjust stock prices 

C. Run routes 
Oper a t in g R ou n ds ( 2 / s t ock r ou n d ) 

D. Pay out full, half, or retain revenue; 
1. Pay Private Co. income adjust stock price 
2. Michigan Southern, then Big 4, operate E. May buy trains (corporations must 
3. Corporations operate in stock price order own at least 1 train) 

(except OR1 done in reverse order) *At any time, may purchase Private 
Companies and/or use their abilities 
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Tile Ma n ifes t a n d Upg r a des 
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GLOSSAR Y 

Advance: when the first train of the next phase is bought. Phase: one of the 4 phases (I-IV) of the game. 

Available: a corporation in play that has not yet been launched. Phased Out: a train made obsolete by a phase advance; it is 

removed after its owner next runs routes, does not count against 

out of money. 

Blocked: a city with no vacant city spots and no tokens of the 

operating corporation. Paths and routes cannot run through a 

blocked city; routes can start and/or end in blocked cities. 

Certificate: a card held by a player, either a Private Company, 

President certificate, or 1 stock share. 

Closed: a corporation removed when its stock price equals $0. 

Corporation: a railroad capitalized by stock. 

Debt: amount paid for an Independent Railroad that goes to the bank. 

Dividend: the amount per share paid out by a corporation. Earnings 

per Share: revenue divided by 10; marked on the 

earnings track each Operating Round. 

East-West Routes: a route running from an East off-board loca- 

tion to a West off-board location, receiving bonuses for doing so. 

Hexside Cost: the additional amount paid if a new tile connects 

track across a Bridge or Tunnel hexside (i.e., it is the second tile 

to build to that hexside). 

Home City: the vacant city spot in which a corporation’s free 

token is placed upon the corporation being launched. Routes can 

be run through vacant home cities, but other tokens may not be 

placed in them. Home city spots of corporations removed during 

setup are blocked, marked by a face down token. 

In Play: in the game (not removed during setup or closed); this 

includes available corporations that have not yet been launched. 

Income: amount received by its owner for a Private Company at 

the start of each Operating Round. 

Independent Railroads: the Michigan Southern and Big 4. 

Issue: a corporation transferring a share from its treasury to the 

Stock Market, receiving one value less than its stock price. 

Launch: starting an available corporation by setting its initial 

stock price and buying its President certificate. 

List Price: the amount listed on a Private Company certificate; 

typically, the amount paid by a player for it and the most that a 

corporation can pay when purchasing it. 

Location: a city or off-board area (with a value). 

N Trains: a train that may visit up to N cities or off-board areas. 

N/M Trains: a train that may visit up to M cities or off-board 

areas, but can count only up to N of them for revenue. 

Operating Round: when companies act; there are two operating 

rounds per stock round. 

Off-board Area: a location, possibly either East or West, that 

cannot be run through and whose value changes in phase III. 

Payout: the total money paid out to all shareholders (including the 

corporation treasury or the Stock Market, if either has any shares); 

this is compared to its current stock price to determine its new 

stock price. 

the train limit, and cannot be bought by other corporations. 

Player Cards: numbered 1-5, used for player seating, determining 

the initial Priority Deal player, and as “blanks” during the Private 

Company distribution. 

President: the player owning the most of a corporation’s stock 

and its President certificate, who makes the decisions for it. 

President Certificate: a stock certificate held by a corporation’s 

President that is worth two shares or 20%. 

Priority Deal Player: the player holding the Priority Deal card; 

first in a Stock Round. 

Private Company: one of up to 10 companies distributed at the 

start of the game (including the two Independent Railroads). 

Redeem: a corporation transferring a share from the Stock Market 

to its treasury, paying one value more than its stock price. 

Removed: no longer in play; either due to playing with 3-4 play- 

ers, advancing the game phase, or by being closed. 

Reserved: a city spot or hexes that only a certain corporation or 

Private Company can use, until either it is removed or Phase IV, 

whichever occurs first. 

Revenue: the total earned by all routes run by a corporation; it 

can be paid out in full, half, or retained by the corporation. 

Route: a length of track run by a train of a corporation (or Inde- 

pendent Railroad), that is not blocked and which includes a city 

with one of its tokens and at least one other location. 

Share: a 10% ownership of a corporation. 

Shareholder: a player, corporate treasury, or the Stock Market 

holding one or more corporation shares. 

Stock Price: the price of a 10% share of stock in a corporation. 

Stock Price Order: starting with the highest price corporation, 

followed by the others in descending order. 

Stock Round: when players may buy or sell stocks. 

Tile Cost: terrain cost plus any hexisde costs; where terrain cost 

is either $20 or any preprinted cost (if the lay or upgrade is the 

first actual tile in the hex), whichever is greater. 

Tile Lay: placing a tile in an empty hex. 

Tile Upgrade: replacing a tile (including preprinted tiles) with 

one of the next color (green, brown, or gray). 

Token: used to mark a city from which a corporation can trace 

paths and run routes.Acity can hold as many tokens as its (current) 

number of city spots. (Two tokens are also used to mark a corpo- 

ration’s stock price and earnings per share.) 

Treasury: the money belonging to a corporation. Its President 

may not mix this money with his or her own funds except during 

a forced train purchase. 

Value: the price listed in each column of the stock price track. 

©  2016 GMT Games, LLC

Bank Size: the amount of cash in the game before the bank runs 
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