
game rules, version 2.3 (November 2015)
Papercut Games (www.lajosbrons.net/papercut)

introduction
Freight is a train game for 2 to 6 players, combining
network building and pick up and delivery. During
the game, players build tracks between cities and
use these tracks to ship goods.

This rule book explains the rules for two versions
of the game: the standard rules for adults and older
children,  and  the  family  rules for  families  with
younger children. Even the family rules version is
not a kid’s game, however, and will  require guid-
ance and advice by parents. The standard rules are
explained  first;  the  family  rules  section  only
explains what differs from the standard rules.

Freight is still being play-tested, and consequently,
various details in these rules may change. Sugges-
tions for improvement are welcome.

components
The following components need to be downloaded,
printed out, glued to cardboard, and cut out: 
➽ A  set  of  track  tiles  (hexagonal  tiles)  including
three bridges (rectangular tiles) and a steam engine
tile for each player.
➽ City tiles, loan markers, and freight wagons.
➽ For the standard rules version of the game (but
not the family rules version) one copy of the “game
board” tracking game round, turn order, and future
supply and demand needs to be printed on heavy
stock paper.

The following components need to be provided by
the players (or game host):
➽One steam engine marker for each player in that
player’s color (i.e. in the same colors as that player’s
track  tiles  and  steam  engine  tile).  These  engine
markers  are  placed  on  or  next  to  city  tiles,  and
should be easy to pick up and move.
➽  The  standard  rules,  but  not  the  family  rules,
require one more marker per player in the player’s
color  to  mark  turn  order,  and  a  game  round
marker.
➽ Wooden  cubes  and  cylinders  or  disks  in  the
colors red, blue, green, yellow, black, and white. 10
cylinders  or  disks  per  color.  Approximately  13
cubes per color. (A few more may be needed with 5
or  6  players.  The  numbers  mentioned  are  not
intended to be limiting factors.)
➽  Game  money.  For  example,  25  or  more  coins
with value $1, and a similar number of coins with
value $5.
➽ A color die (hereafter “CD”) with faces red, blue,
green, yellow, black, and white.

Wooden cubes represent goods. Wooden cylinders
or disks represent demand.
City tiles have a lighter supply side showing three
colored  diamonds,  and  a  darker  demand  side
showing three colored circles. These are the goods
that  city  potentially  supplies  (i.e. produces)  or
demands, respectively.
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Supply cubes and demand cylinders/disks on cities
are  collectively  called  “markers”  (or  “supply/
demand markers”) in these rules. There can be at
most 4 markers on a city tile.

set up
Depending on  the  number  of  players,  a  different
number  of  city  tiles  is  placed  in  (more  or  less)
random places on the playing surface. The number
of cities for 2 players is 6; for 3 9; 4 11; 5 13; and 6
15.  The  average  distance  between  nearest  neigh-
bors should be between 2 and 3 tiles. No two city
tiles may be adjacent to each other. Align city tiles
for easy recognition of supply and demand (i.e. the
supply side of all city tiles faces in the same direc-
tion).  (Use  track tiles  to  measure  distances  and  align
city tiles.)

All cities start with four markers. On each city tile,
number  both  supply  and  demand  from  1  to  3.
Randomly pick a  number  between 1 and 3.  Place
supply  and  demand  markers  in  all  colors  except
those  corresponding  to  the  randomly  selected
number.  (Alternatively,  roll  a  CD four  times  for  each
city and place a marker – of the appropriate type – in the
color rolled. To speed up this alternative set-up method,
use multiple CDs.)

All  players  get  all  track  and  the  engine  tile  and
engine  marker  in  their  color,  and  one  freight
wagon. The freight wagon tile is placed behind the
engine tile.  The two white squares on the freight
wagon tile are slots for goods cubes.

additional set-up for the standard rules

The  above  covers  the  set-up  for  the  family  rules
version of the game, but there is some additional
set-up for the standard rules version.
Randomly draw a number of supply cubes equal to
the number of players and place those in box 1 of
the game board. Do the same for box 2.
Randomize  turn  order,  and  place  a  turn  order
marker for each player on the appropriate spot of
the turn order track. (In case of 6 players, the 6th
goes next to the board.)
Place  the  game  round  marker  left  of  the  game
board, next to the 1 space on the game round track.

playing the game:

standard rules
The  game  is  played  in  game  rounds.  Each  game
round  consists  of  the  following  phases  that  are
carried out in the given order:
1) advance game round marker;
2) roll for new supply and demand;
3) turn order bidding;
4) player turns (in turn order).

If  the  game  round marker  advances  to  the  11th,
unmarked space on the game round track the game
ends. Players have a final chance to pay back loans
before points are counted.

In  the  player  turns  (phase  4),  players  take  turns
building track  and shipping goods.  Turn order  is
determined  by  bidding  in  phase  3.  Turn  order
before the first round is determined randomly (see
set-up).

Players can get one new loan of  $10 at  any time
during a game round. A player can get  at most one
loan during a round,  except in the very first round
when she can get two (if desired).

supply and demand
For  each  city  with  two  or  less  supply/demand
markers, roll the CD. A marker in the color rolled is
added  to  that  city.  Whether  it  is  a  demand
cylinder/disk or a supply/goods cube depends on
what is shown on the tile. Circles represent possible
demand; diamonds represent possible supply.

turn order bidding
In reverse  turn order,  players  bid for  (new) turn
order. The starting bid is at least $0. Bids are raised
by $1 at a time. Winning bids are paid to the bank.

The first  auction is  for  the first  place  in  the  new
turn  order.  The  rightmost  (last)  player  starts
bidding at $0 or more. Bidding proceeds in reverse
(old) turn order until  all  players pass. The player
who  made  the  winning  bid  pays  that  bid  to  the
bank and moves her turn order marker to the first
place in a new turn order row (above or below the
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old  row).  Second place  in  the  new  turn  order  is
auctioned  next.  The  player  who  already  won  a
place in the new turn order does not participate in
that auction. Auctions continue until  all places in
the new turn order are taken. (If no one bids, turn
order is reversed each round.)

player turn actions
In each turn, in the following order, a player can:
1)  build  tracks,  bridges,  and  cities,  buy  freight
wagons, and/or repay loans; and/or
2) move her engine to pick up and deliver goods.
After that:
3) she pays interest on her loans; and
4) adds new supply or demand.
In the following, these four parts of a player’s turn
are  called  “phases”,  but  these  player  turn  phases
need  to  be  distinguished  from  the  game  round
phases mentioned above. (Player turns are sub-phases
of game round phase 4, and thus player turn phases are
sub-sub-phases of game round phase 4.)

1. building

In  the  building  phase,  a  player  can  build  track
(straight,  curved,  or  switch)  and cities,  buy addi-
tional freight wagons, and/or repay loans.

All new track (and new cities) must be in the same
connected  network.  A  player  cannot  build  track
that is not connected to her other tracks or to a city
connected to her tracks. A player’s connected track
and connected cities are that player’s network.
Track may not be built in such a way that another
player is completely blocked from building any new
track. (This kind of situation is very uncommon.)

The first time a player builds track,  she puts her
steam engine marker (not the steam engine tile!)
on a city connected to that track.

The costs of simple track (either straight or curved)
are $3 per tile.  A switch costs $5, but an upgrade
from simple track to switch costs $3. (Replace the
simple track with the  switch.)  A bridge,  which is
placed on top of another tile, costs $5. (Bridges can
cross  other  track,  but  cannot  overlap  with  other
track.)

A  player  can  build  a  new city  anywhere  inside  a
triangle  with  three  already  existing  cities  on  its
vertices for $5. However, no two cities can be adja-
cent to each other. (Align the new city similarly to
other cities; see set-up.) New cities start with one
randomly  selected  supply/demand  marker.  (Roll
CD.)  The  building  player  can  choose  a  particular
unused city tile if she wishes, but can also take one
randomly.

A  player  can  buy  one  or  two  additional  freight
wagons for $5 each. Each freight wagon can carry
two goods cubes.  A player can have  at  most  three
freight wagons.

Loans ($10) can only be repaid (to the bank) during
the building phase.  Pay  $10  and return one  loan
marker to the bank.

2. shipping

A player can spend 10 or more action points (abbre-
viated “AP”) in her shipping phase,  but  must end
the  phase  in  a  city.  (That  is,  the  steam  engine
marker must end in a city.)
(NB. Engine markers tend not to fit on city tiles as these
also  have  supply/demand  markers  on  them.  However,
because engines must end their turns in city, they can be
placed next to a city tile without causing confusion.)

The first 10 AP are free. For each additional AP a
player wants to spend she has to pay $1.

Any movement step to an adjacent (city or track)
tile costs 1 AP.
Movement over one’s own track tiles is free. Move-
ment  over  another  player’s  (or  the  bank’s)  track
tiles costs $1 per tile,  which is to be paid to that
player  (or  the  bank)  immediately.  (That  player
cannot refuse use of track.)
Trains can change direction on switch tiles.

Loading any number of goods cubes in a city costs 2
AP.  Similarly,  delivering  any  number  of  goods
cubes  in  a  city  costs  2  AP.  A  combined load  and
delivery action in one city costs 3 AP.
Loaded goods are put on the white squares on the
freight wagon tiles. There can be only one cube per
square.  Hence,  a  freight  wagon has a  capacity  of
two goods cubes.

Freight rules — 3/5



Goods  cubes  cannot  be  dropped off,  but  must  be
delivered to cities. Goods cubes can only be deliv-
ered to cities where there is (potential) demand for
that color good.
In  case  of  actual  demand,  shown by a  cylinder  or
disk in that good’s color, the delivering player gets
$5 per goods cube. Remove the delivered goods and
one demand cylinder/disk after delivery. (If there
are  multiple  demand  markers  of  the  same  color,
only one is removed, regardless of how many cubes
of that color where delivered.)
There  is  potential  demand in  a  city  for  a  color  of
goods if that color of goods is shown as one of the
three  demand  circles  on  the  city  tile,  but  no
demand  cylinder/disk  of  that  color  is  actually
present on the city tile at that time. Goods of that
color can be delivered to that city,  but the deliv-
ering player gets only $1 per goods cube. Remove
the delivered goods after delivery.

3. interest

The player pays $1 per loan marker in her posses-
sion to the bank. (See the “Loans” section on failure
to pay interest and bankruptcy.)

4. supply or demand

The  player  chooses  one  city  in  her  network  and
adds  a  marker  of  her  choice  from  box  1  of  the
future supply and demand area of the game board
to that city. A supply/goods cube can only be added
to a city if  the city tile  shows a diamond in that
color. A demand cylinder/disk can only be added if
it  shows  a  circle  in  that  color.  No  city  can  have
more than four markers.
Next,  she  chooses  one  marker  from  box  2  and
moves  that  to  box  1,  and  one  marker  from  the
supply and places that in box 2. At the end of her
turn, the numbers of markers in both box 1 and box
2 should be equal to the number of players.

loans
Players can get one new loan of  $10 at  any time
during their turn. When a player requests a loan,
she gets $10 from the bank and one loan marker.
A player can get at  most  one loan during a game
round, except in the very first round when she can
get two.

Loans can only be repaid during the building phase
of a normal turn.
Each turn a player pays $1 per loan marker in her
possession to the bank during the interest phase of
her turn.

If  a  player  cannot  pay  interest  and cannot  get  a
loan to pay interest then she must auction a track
section  (all  track  connecting  two  cities)  to  raise
money.  The bank makes the first  bid.  The bank’s
bid is always $1 per track tile. Players bid in turn
order,  either  raising  the  last  bid  or  passing.  The
player (or the bank) who made the highest bid gets
the track section. The bid is paid to the auctioning
player. If the new owner is a player, then replace
the track with track in the color of that player. (If a
player has insufficient track tiles of the right types,
she cannot bid for that track section!) If  the new
owner is the bank, then place $1 coins on each of
the track tiles to mark that.
If a player cannot pay interest and has no (more)
track  to  auction,  she  is  bankrupt  and  out  of  the
game. 

game end and winning
The  game  ends  after  ten  game  rounds.  Before
scoring,  players  have  a  final  chance  to  pay  back
loans to the bank. After that, points are counted for
each player. The player with the most points wins.
➽ Money in a player’s possession is converted into
points at a rate of 1:1. That is, $1 is 1 point.
➽  Each  loan  marker  in  a  player’s  possession  is
minus 15 points.
➽ Each city in a player’s network is 5 points.

family rules
For some families further simplifications (in addi-
tion to those explained below) may be necessary,
while for others a mixture of the family rules and
standard rules would work best. Parents are usually
the best judge of what their children are capable of,
but it may be preferable to opt for a set of rules that
is  a little  bit too difficult  and discuss  best  actions
with children during their turns.

These family rules omit most of the rules that are iden-
tical to the standard rules.
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Players  take  turns  building  track  and  shipping
goods. The youngest player is the starting player,
after that, turn order proceeds clockwise (i.e. there
is no turn order bidding).

turn actions
Hence, in a turn a player can first
1)  build  tracks,  bridges,  and  cities,  and/or  buy
freight wagons; and then
2) move her engine to pick up and deliver goods.
After that:
3) she pays interest on her loans; and
4) rolls the CD for new supply and demand.

1. building

Loans can be repaid  at any time during a player’s
turn.

2. shipping

There are no action points. Trains move from city
to city over connecting track owned by the same
player.  (Hence,  players  cannot  use  other  players’
track.) Trains start and end their turns in cities. In a
turn,  a  train  can  make  at  most  two  movements
(from one city to another;  and thus visit at most
three cities). Any number of goods can be picked up
and/or delivered in any of the two or three cities
on the way.

3. interest

The player pays $1 per loan marker in her posses-
sion to the bank. If a player cannot pay interest, she
must take another loan.

As in the standard game, a player can get at most
one loan  during  a  turn,  but  there  are  now  two
exceptions rather than one: in her very first turn
she can get two, and she must get a second (or even
third) if she cannot pay interest.

4. supply and demand

For every city in her network with less than four
supply/demand  markers  (including  newly  built
cities), the player rolls the CD to add markers until
there are four. The player selects a city and rolls
the CD for that city. A marker in the color rolled is
added  to  that  city.  Whether  it  is  a  demand
cylinder/disk or a supply/goods cube depends on
what is shown on the tile. Circles represent possible
demand;  diamonds  represent  possible  supply.
(Repeat  until  all  cities  in  her  network  have  four
supply/demand markers.)

game end and winning
The last game round starts when a player connects
the sixth city to her network. All  other players still
get one more turn, after which the game ends. 

Points  are  awarded for  money (minus loans)  and
connected cities.  The player with the most points
wins.
➽ Money in a player’s possession is converted into
points at a rate of 1:1. That is, $1 is 1 point.
➽  Each  loan  marker  in  a  player’s  possession  is
minus 15 points.
➽ Each city in a player’s network is worth 5 points.

notes
Anything   not   covered   by   these   rules,   and
any   issue   of  interpretation   is   decided   by
voting   (after   sufficient discussion). 

credits
The font used for headings in these rules and the
game  logo  is  “Container”  and  was  designed  by
Frédéric Rich (www.fthafm.com).
The font used on the game board is  “Cargo Bay”
and was designed by Anthony Robinson.
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