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Background – The year is 1870 and the railroad business has been booming since the end of the American Civil War.  More people are employed in America by railroads than all other industries except Agriculture.  The long depression, however, is brewing.  The Franco-Prussian war begins this year, concluding in 1871.  Following its victory, Germany decides to cease minting coins in silver.  This ripples across the world affecting the price of silver and eventually is a major factor in the passage of the Coin Act of 1873, placing the United States effectively on a gold standard, further depressing the price of silver in the USA and causing instability to the United States monetary policy.   Issues are compounded when that same year, Jay Cooke & Company, a major banking institution, overextended itself in railroad securities and declared bankruptcy.  This triggered the collapse of several other banks, the closing of factories, and the failure of dozens of railroads in what would be known as the panic of 1873.

Scenario description: Players represent 4 of the more prosperous railroads of the day and are out to survive the long depression and come out of the event more profitable than the other players.  The first three turns, representing 1870-1872, play out as a typical game of Settlers of America. 

In turn 4, the long depression begins and lasts for 7 turns representing 1873-1879. During the depression:

1. The player who begins the turn draws a depression card at random.  The effects of this card last for the full turn and do not cease until either a new depression card is drawn or there are no more depression cards.  The depression card effects begin before the turn starts so they affect all players.

a. Labor strike
 

i. No trains may move this turn and no rail may be placed.  The development card “Engineer” may not be played this turn.

1. Any player may lobby the government by paying the supply 2 gold so they use the military to break the strike for their company or for that of another player.   Doing so removes the labor strike restriction for this turn.  2 gold must be played for each player the strike is to be broken for.

2. Playing the development card “Cavalry” works in the same way as lobbying the government to break the strike. If Cavalry is played to break the strike you may not move the outlaw or take 2 gold from the supply, but the player may take one random resource from a city adjacent to the outlaw.

b. Withdraw of government charter

i. Once this disaster card is drawn each player must roll a die.  The player with the highest number follows the below sequence first, with the player clockwise to them going 2nd, and so on until all players have gone through this disaster.

ii. Any cities on the board that are not currently connected to a rail line may be purchased from the government by the player who played them or they will be auctioned off.  The player who placed these cities may pay 1 gold to the supply per city to retain these cities.  The player may decide to pay for only some of their cities if multiple are at risk.
iii. If a player does not or cannot pay to retain their cities, they go to auction.  Other players may bid on these cities with a starting price of 2 gold.  The player with the highest bid may return the city game piece currently on the board to its player and replace it with their own.

1. Cities in which no players choose to or are able to bid are removed from the game board and returned to their player.

2. Goods delivered from cities that are removed from play or change ownership remain on the board and count for the player who delivered them.

c. Decrease in commodity value

i. The price of ore and coal has plummeted.  You cannot exchange ore or coal to the supply for gold or resource cards.

ii. Due to the decrease in price, you may purchase ore or coal from the supply for 1 gold instead of the normal 2.

iii. If purchasing a development card, you must spend 2 coal instead of 1.

d. Commodity scarcity see iii
i. The price of grain and cattle has exploded.  You must spend 3 gold to take a cattle or grain card from the supply instead of the usual 2.

ii. Players must spend either 2 wheat or 1 wheat and 1 gold to move settlers this turn.

iii. New settlers may not be placed this turn but they may be purchased.

iv. You may return 2 wheat or 2 cattle cards to the supply for 1 gold or 1 resource card instead of the usual 3 cards for the same exchange.

e. Lack of investor confidence see iii
i. No settler or train pieces may be placed this turn and no cities may be founded.

ii. Players may prove their profitability by paying 1 gold to the supply.  This nullifies the effects of this disaster card.

f. Early resource depletion

i. The two easternmost, then northernmost number tokens remaining on the board are moved to the two westernmost, then southernmost ?? hexes that remain on the board. 

g. Decreased influence see iii
i.  Players with one or more development card must discard one development card selected at random from the player across from them. No development cards may be purchased this turn.

ii. Players may spend 2 gold to the supply in order to prevent discarding a development card.  Players who spend 2 gold to the supply this turn may also purchase development cards as normal.

2. Optional: Instead of cards, the first event can be fixed with the rest determined by the roll of a 6 sided die. The first event should be “decreased influence” with the remaining events representing numbers 1-6 of the die. Events can either repeat based on their roll, or players can re-roll until an event that has not yet occurred is the result.
3. If a player ends their turn with 0 gold, their investors come after them for explanation.  If they have not provided a suitable explanation by the end of their next turn by holding 1 or more gold pieces they go bankrupt and are out of the game.  Their rails and settlements stay in play but the player cannot win the game. 

4. Victory conditions are changed.  Delivering goods gives a player 2 gold per delivered good rather than counting for victory.  Goods are delivered in the same way as a standard game of Settlers of America.

After all depression cards have been played, the game lasts for one more turn.  This turn once again plays as if a normal turn of Settlers of America.

After this final turn, the players assess their assets as points.  Gold is worth 2, rail lines that end at cities 1 per piece of track (track which contains other players rail pieces counts for connecting to cities, but players only receive points for their own rail pieces). Players deduct 1 point for each of their goods pieces that have not been delivered.  The player with the most points wins the scenario.
� 	Verbatim report of the general meeting of the share and bondholders of the Philadelphia and Reading Railroad Company held at the City of the Perkiomen Railroad Company held at the City Terminus Hotel, Cannon Street, London, June 6th, 1877: Thomas Wilde Powell, Esq., in the chair. pp. 5-7, 10;
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� 	Report of the Joint committee of the Legislature of Pennsylvania, appointed to inquire into the affairs of the Philadelphia and Reading coal and iron company and the Philadelphia and Reading railroad company. pp. 3, 7.


Quote on p. 17:


(last sentence) “Individual miners and shippers are absolutely at the mercy of these corporations, and at any time they can be crushed or driven out of the business….Public sentiment may always be able to control and regulate the use of this power; but it is a great power to confer upon a few men; and all history teaches that, sooner or later, great power is followed by great abuses.”


Quote on p. 18:


 Comments on abuse by Reading RR.  “…and yet this vast territory, this great aggregation of capital, this large army of employees, is controlled, so far as the coal business is concerned, in this combination by one man; and five others, representing almost equal corporate wealth, control all the anthracite coal known on this continent. In view of this fact, the Legislature cannot be too careful in guarding the public against the encroachments of these corporations, and in speedily enacting such laws as wisdom and prudence dictate.”


� Verbatim report of the general meeting of the share and bondholders of the Philadelphia and Reading Railroad Company held at the City of the Perkiomen Railroad Company held at the City Terminus Hotel, Cannon Street, London, June 6th, 1877: Thomas Wilde Powell, Esq., in the chair. pp. 11, 13-16, 19. 
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