For 2-6 players ages 12+
Approx. 1 hour per player
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The yardmaster rubbed his chin, and looked away. “Well, sometimes folks come around wondering about whether it’s proper
to use dragons for transport. What I can tell you is that they show up in the morning, they're fed until they are full, put in a
day’s work, and then fly off every evening if they don't stay in the caves outside the yard. You're welcome to walk up to them
and ask them if they’re mistreated, but I'd suggest you do it late in the morning, and not in the evening.”

The Century of Ruin is over, and once again the mighty Iron Dragon roars across the landscape, carrying goods and commerce |
across the realms of Darwinina! Lash your fate to these mighty machines of metal and fire, and use your connections (as well
as ships and the foremen that you hire) to restore an age of prosperity throughout the land!
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If any of these parts are missing from your new
| game, please write (identifying the missing part) to:
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Iron Dragon Parts
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1 Plastic laminated board, puzzle-cut into 8 pieces | 8060 St. Louis Ave. Skokie, IL 60076. t
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The crayons included in this game are plastic-based, not wax-based, crayons. The lamination on the board should give
you many hours of service, but always clean the board of all marks after completing a game. Marks left on the board can

- permanently stain the board over time. Should you choose to use a different type of writing utensil (china marker, some
dry-erase markers, some art pencils), ALWAYS check the marks on an unused edge of the board (we suggest drawing on the
‘board, leaving it for 10 minutes, and then seeing if the marks can be removed completely). You must test all colors that you
intend to use separately, as some colors react differently to the board! Mayfair Games makes no guarantee that any other
drawing tool, other than those included in the game, are safe for use, and defaced boards will not be replaced.

Do not use abrasive cleaners to clean the board. Use a dry paper napkin or towel. Using water will not speed cleanup.
- Occasionally, for some markers, drawing over the spot with the same marker and then immediately wiping it off will help

- with stains.
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g th€ goods that are available
..The map also shows the relative
ts and ma]or river obstacles. The

People  Luxury/processed goods ~Manufactured goods/services Ores/metals/
- brown (including food/drink) orange mined resources
R red purple

: than three demand cards, you must draw a replacement demand card
'Eeven if it is not your turn.



9 Event Cards

- Event cards can affect normal game play. When drawn, an event card is immediately shown to
‘? all players and immediately takes effect. General event card effects are described later in this
%”mlebook. After an event is resolved, the drawing player continues to draw until there are three

f X demand cards in their hand.

All trains within

10 mileposts of KoL a
move at half rate.
No rail building or
movement in moantain
mileposts in this area.
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0co card showing the player’ type of train,
.speed,ﬁ’d its load capacity. There are five levels of

= cards ’thegatne-
S A e
; ‘ Speed per Turn
a‘" : g e ~ Capac & p(Mil:.,posts)
Teapot = 10 Soads
Sardar o1 10 You will start with a Teapot loco, and optionally
S Salamander 12 upgrade your loco throughout the game, including
.!2 Fire Drake 12 during the Startup Phase at the beginning of the
3 White Dragon o S 14 game. There are only three of each type of the level
: Black Dragon 5 14 I1 - IV locos, so if other players own all three locos
Red Dragon 2 16 of a type, you may not purchase it until a player
Iron Dragon =2 16 upgrades that loco and returns it to the supply.

“Of course we put wizards on our paper money! Magic and paper money are
very similar: you don’t know why it works exactly, but everyone trusts that it
|| does, and when you need it most, it never seems to be around!”

are much easier to carry around! Your money is secret at
0 Fihe War Tax event is revealed, your treasury becomes



€EPARATION FOR LA)’

V. é&,déﬁi‘three demand cards face up to each player. Any event cards dealt are set aside and
r has three demand cards.

: asxde only at the Beginning of the game—event cards drawn later in the game are displayed and

ds and deal them out equally to all players (six to each player in a two-player game, four in a
on). Look at the cards and choose one to keep. Collect all of the rejected Foreman cards and

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

t). Before beginning play, shuffle the
ds back into the draw deck, and
k on the board. If the draw deck
the game, reshuffle the discard pile
draw deck.

-

Startap Phase ]
nna I, at the rededication of the Bluefeld railyards




Se, you may start ybur train (represented by your pawn) at any city on the map. You must begin
or city, but you may place your train at the beginning of the game:

tu'e hand and draw three new cards, resolving and replacing
' ect nnmednately If you lose your turn because of an event card, you may

?Perhaps it is the novelty, perhaps the food, perhaps a sense of duty or przde in the task,
ot want to do it, they would make it abundantly and definitively clear.
1 — Xela Geyaer, Bremmner Yardmaster
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n movement; two trains may pass each other on the same track (it is assumed that there are
0 may only reverse direction if it is in a city (including all major city mileposts) A train may only

idin or loadmg your train does not cost movement points (see below)

| rail systems Any train may travel across the city using the red area as its own track. Loads
if’a,ny milepost in the major city. The center milepost is counted for movement.

our tnunqn your own track. You may run on an opponent’s track that you are connected to, but
ach opponentupon whose track your train will run. You may not use an opponent’s track unless
ore using it. These fees do not count toward the spending limit in the building phase of the turn.

In the old days, the orcs had a proverb: “Gold for us, or rocks for you.” The trolls did not have
proverbs, but they did have a lot of rocks provided to them by orcs. Eventually, a proverbial

FRil b was dchieved. - Archmage Gaelwyth Grae
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ps for each load dehvered before makmg the next delivery. After delivery, you may continue
can: delivering another load for payoff, droppmg a load pxckmg up a load and moving. You

a ship, your train must travel to a port (you may also start the game at a port, so long as you can travel by
lestination). Ports are denoted by a © on the map. Once you stop at a port with your train, you may draw a
de if you want to board the ship. If you do, pay the boarding cost shown on the card for the entire trip (not
f you choose not to board the ship, you may discard the sh1p card (reshuffle the discards if all have been

sh1p to ship (8 to 13 movement/sea points), as does boardmg costs (1 to 3 GP). If you chose not to
‘need to leave and re-enter the port (using the normal movement rules regarding changing direction)

tge num er uj to.the movementvalue on the shnp card. You must stay on sea points
tq‘;ﬁ)b -ngf entire movem tvalue. Once you move onto a port mxlepost you

: Dma nnmedr ely @ : - '
AY%“ Y : S T | Bc | Speed per Turn
ad AL YOu-ariave: el ; ' (sea points)

Fourth Emperor
‘Mother Bren




;ztgrﬂ; ’antwy of Rum, much of the track throughout Darwinina was destroyed, but the cuts and clearings that the tracks

d remained. These paths, overgrown or blasted or simply neglected, remained enough for the modern-day engineers to
the Great Rebuilding. Many of these workers, who were too young to have seen an Iron Dragon race across the
' havre‘ that these roads held a presence that they could not explain, but that the very land whispered to them of
reat that had once been there, and would be there again. - El Rossnay, “The Great Rebuilding”
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Volcano 3% additional
Underground Rock 5% . ®»
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Medium And Small Cities
bl.uld track into a medium city (squares), and only two players
ma city (cnrcles) No player may build more than three track
cnty No track may be bmlt that would prevent

Max. 3 players

_from building track into a medium city. All players Max. 2 players

‘und, you must t pay the Orc Foreman a bribe of 1 GP (separate from the 1 GP bribe to move
' bnbe co ts as part of your 20 GP costs during your Building Phase. If you control either

Player builds track to mountain mileposts at a
cost of 1 GP.

Dingur Knorsen
Orrik Ironfist
Ragnor Rock]aw

Player builds bridges across rivers for free, and
across ocean inlets at a cost of 1 GP.

P Gaclwith Grg, £
Player builds mck_ '
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r pick up any loads, or Bulld track or upgrade a loco on a lost turn. You also may not
raw new. onesona lost turn. If you draw an event card that causes you to lose a turn,




f the eight major cities with one continuous line of track. This track can have any number of loops
s, but must be unbroken between the cities. (Don't forget magically linked cities!)




' .es that players mxght want to try when playing Empire Builder series games. All players must
btha e used before the game begins.

es radically alter the play of the game!

, éﬁd themselves trapped and unable to move or build to make money. Sometimes, the solution
scardmg the player’s hand and getting new cards; more often the position is untenable. To let the

- e Fee — A player may use another player’s track and pay the track usage fee from delivery payoffs
t dehvenng lq’ads while on the other players track.
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'rSe your trams direction on any milepost (not just a city milepost) at the cost of losing one full turn. A train
can move in any direction on its next turn. You may not backtrack if you discarded your cards during the
A tram may bacldrack if it cannot move for any other reason (e.g, losmg a turn due to event cards). A player

24




bié, discards it, and receives the payoﬁ for the delivery in the usual way. Only four open
e table at any time; additional cards are immediately discarded. A fulfilled face-up card is not

asdmpiaed offin a ity without a payoff remain at that city for 4 turns. During that time, any player
'aﬁ,ﬁng through the cnty and picking it up normally. At the end of the dropping player’s fourth

no _‘ ust pay 1GP per turn that your train moves on your own track. The 4 GP cost for moving on the
2 aﬁis the same.

R

‘-‘Sﬁ? ) axmrd 1sdrawn, remove e the War Tax card from the game and reshuffle the deck.



THE START

Starting Cash: ................... e O IG L
Number of Building Turns: .........c........ 2
Switchback Start:.........c.cceevennnne. 5 Yes

THE FINISH

A cvtnecennencnnensenensees 250 GP
Number of Major Cities Connected: .....
Equal Turns: ..........c.ccecenneeensecssncsacsscsensane

BUILDING COSTS
Clear: 1 GP

Desert: 1 GP

Forest: 2 GP

Mountain: 2 GP

Jungle: 3 GP

Alpine: 5 GP

Volcano: 5 GP
Underground rock: 5 GP

> D BD AP B0

Underground entrance: 2 GP

Port: 2 GP
Small city: 3 GP (maximum 2 players)

Bee

Medium city: 3 GP (maximum 3 players)
Major city: 5 GP (see rules)

Ocean inlet: 3 GP additional
River: 2 GP additional
Sea point: not allowed!
Border: no effect on building
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