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PIERCY , BENJAMIN ( 1827 - 1888 ), civil 
engineer ; born near Trefeglwys, Mont. , 16 
March 1827 , the third son of Robert Piercy. 
Benjamin was trained in his father's office, and 
became, in 1847, chief assistant to Charles 
Mickleburgh , surveyor and land-agent , of 
Montgomery .  

In 1851, Henry Robertson, sought his assistance 
to prepare plans for the Shrewsbury and Chester 
Railway Bill, and later for a railway from 
Oswestry to Newtown. He commenced 
independent practice as engineer for the Red 
Valley Railway Bill for constructing a line from 
Shrewsbury to Minsterley . The Bill was rejected, 
but he succeeded in piloting, against strong 
opposition, a Bill for a railway from Shrewsbury 
to Welshpool , with a branch to Minsterley . This 
feat established his reputation as a witness in 
parliamentary committees, and thereafter he 
was engaged upon nearly every project for 
introducing railways into Wales. In these 
constructions he performed feats of 
engineering, notably bridges over the Severn, 
the Mawddach , and Traeth Bychan estuaries , 
the fine stations at Oswestry and Welshpool , 
and the Talerddig cutting. 

In 1862 he began a long term of work in 
connection with the Royal Sardinian Railway 
Company, involving the resurveying and 
planning of the standard and narrow gauge 
lines on the island, and the construction of a 
harbour on the Golfo di Aranci . He acquired 
large estates in Sardinia, where his descendants 
still reside, and did much to improve agriculture 
on the island by drainage and afforestation 
projects and by the breeding of cattle, horses, 
and sheep. He became an intimate friend of 
Garibaldi, whose son, Ricciotti , became his 
pupil. His services to Sardinia were recognized 
by his creation as a Commendatore of the 
Crown of Italy.  

In France, he was engineer-in-chief of the 
Napoléon-Vendée Railway from Tours to Sables 
d'Olonne . He was also engineer to the Assam 
Railway in India, and projected its extension into 
Burma. In 1881 he purchased the Marchwiel 
Hall estate, and for the last years of his life 
devoted his attentions mainly to the 
resuscitation of railways in North Wales, 
consolidating their finances, and planning 
extensions to develop mineral resources.  

He was a fine chess player, and he laid out one 
of the best cricket grounds in the country at 
Marchwiel . He died in London 24 March 1888, 
and was buried in the Kensal Green cemetery. 
By his wife Sarah, daughter of Thomas Davies of 
Montgomery, whom he married in 1855, he had 
three sons and six daughters. 

GAME CONTENT 

1 Rulebook 

1 Game board 

8 Company charts 

72 Company certificates 

36 Train cards 

8 Maritime cards 

1 Priority card 

3 Seating cards 

18 Loan cards  

171 Hexagonal tiles 

80 Circular labels 

80 15mm wooden discs 

40 8mm black cubes 

20 10mm purple cubes 

30 12mm blue cubes 

1 Play money (optional) 

 

Design and development: Alessandro Lala 

To my everlasting love Roberta 

Artwork: Cory Williamson 

Core playtesting team: Lucio Abbate, Davide De Martino 

Additional playtesters: Steve Thomas, Paul Heald, Jon Draper, Fred 
Tanton, Lyndon Gurr, Carlo Gualdi 

If you have comments, questions or suggestions, please write to us 
at: 

Gotha Games Ltd 
Unit 201 
Room2Spare 
Great Weston Trade Park 
Weston Super Mare 
BS22 8NA 
UNITED KINGDOM 

Or contact us via our website www.ilgotha.org 

Note: none of us has English as his first language; we made every 
effort to produce a solid rulebook in plain English and we hope that 
some inevitable grammar error will be forgiven. 

 

The 1865 Sardinia Integrated Game System (otherwise referred to as 
άмуср {ŀǊŘƛƴƛŀέύ ƛǎ ϭ нллф !ƭŜǎǎŀƴŘǊƻ [ŀƭŀΣ ǿƘƻ ƛǎ ƘŜǊeby declared 
the Author of 1865 Sardinia for all purposes. 

The Author recognizes that 1865 Sardinia incorporates, and, indeed, 
would not be possible without, numerous subsystems and concepts 
originally used in other Integrated Game Systems belonging to the so 
called 18xx game series.  

άмуȄȄέ ŀƴŘ ǘƘŜ άмуȄȄ ōǊŀƴŘ ƭƻƎƻέ ŀǊŜ ǘǊŀŘŜƳŀǊƪ ǇǊƻǇŜǊǘƛŜǎ ƻŦ 
Francis Tresham. All rights reserved.  
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Introductory Notes  

Introduction and key differences with other 18xx games 

his game presents many features that make it very different from other 
games belonging to the 18xx genre. Scope of this section is therefore to 
introduce the different game components and clarify some of the main 
mechanisms of the game for the benefit of either the expert 18xx player 

as well as the beginner. Throughout the rulebook please refer to the symbols on 
the right for additional tips on how to play 1865 Sardinia. 

Unfold the game map. You will immediately spot two 
islands: Sardinia and Corsica with a superimposed 

hexagonal grid. Different objects are depicted on the map: white circles represent 
cities and in particular there are 6 large cities in yellow identified by a letter C, O, N, S, P, B. Across the two 
islands, there are also 8 white circles with a shovel and a pick pictured nearby, these are mines. Small black 
dots are spread here and there, these represent towns. Along the hexagonal borders you can notice rivers in 
blue and mountains depicted as dotted brown lines. Finally the two islands are connected by dotted sea 
routes in white colour. 

 

There are 8 railway public companies in the game starting in the 8 cities with the 
corresponding company logo. Each company comes with its own company chart, 

certificates and tokens. A public company could be minor or major. At the beginning every company starts as 
minor and could then grow up to major after reaching its historical destination (indicated by a coloured 
marker on the map). The following table summarizes the public companies in the game. 

Acronym Colour Full name Start Destination 

FMS Red Ferrovie Meridionali Sarde Cagliari Serbariu 

RCSF Green Regia Compagnia delle Ferrovie della Sardegna Oristano Cagliari 

SFSS Blue Strade Ferrate Settentrionali Sarde Sassari Olbia 

FCS Brown Ferrovie Complementari di Sardegna Isili Nuoro 

SFS Orange {ƻŎƛŜǘŀΩ Lǘŀƭƛŀƴŀ {ǘǊŀŘŜ CŜǊǊŀǘŜ {ŜŎƻƴŘŀǊƛŜ ŘŜƭƭŀ {ŀǊŘŜƎƴŀ Arbatax Cagliari 

FA Yellow Ferrovia degli Aranci Nuoro Olbia 

CFC Grey Chemin de fer Corse Bastia Ajaccio 

CFD Black Chemins de Fer Départementaux Portovecchio Bastia 

A companyõs chart is where money, tokens, traffic chips and trains are kept. On the company charts there 
are 7 slots for tokens and space for all the other assets. 

Chapter  1 

T 
I C O N  K E Y  

Ø Beginner Tip 

Ù 18xx Expert 

_ Strategy 

× Example of play 
The game map  

Public Companies  

Ù Mines are not a new concept in the 18xx series; however the way they work in 1865 is sensibly different than in other 
games. Also note that mountain and rivers are positioned only on the border between hexes and this affects how construction 
costs are paid. 
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Certificates are used in 1865 to represent each player's share ownership in a public company. A shareholder 
certificate of a minor company represents 20% share ownership while the Presidential certificate represents 
40%. It is considered a double share, but counts as one certificate. A shareholder certificate of a major 
company represents 10% share ownership while the Presidential certificate is a double share representing a 
20% share ownership. Please make yourself familiar with the following table that summarizes the 
characteristic of certificates and shares in the game. 

Certificate type  Share ownership Value 
 

Minor Company Presidential certificate double share 40% 
2 times the value on the 
stock market 

 

Minor Company Shareholder certificate single share 20% 
exactly the value on the 
stock market 

 

Major Company Presidential certificate double share 20% 
2 times the value on the 
stock market 

 

Major Company Shareholder certificate single share 10% 
exactly the value on the 
stock market 

 

 

 

 
There are 8 Maritime companies in the game associated with different coastal locations on 
the map. Each player will get two Maritime companies at the very beginning of the game. 
The following table summarizes the Maritime companies in the game. 

Acronym Full name 
Bonus Location 

M1 Compagnia Marittima Golfo Aranci Olbia 

M2 Compagnia Marittima Arbatax Arbatax 

M3 Compagnia Marittima Cagliari Cagliari 

M4 Compagnia Marittima Carbonia District Serbariu, Monteponi, Su Zurfuru 

M5 Compagnia Marittima Oristano Oristano 

M6 Compagnia Marittima Sassari Sassari 

M7 Compagnia Marittima Ajaccio Ajaccio 

M8 Compagnia Marittima Calvi Calvi 

When in playersõ hands, maritime companies simply pay a fixed amount of money at the beginning of each 
operating round. During the game, a player can transfer a Maritime company to one of its Public companies 

Maritime 

Companies  

Ø Note the important difference between certificates and shares. A certificate may represent 10%, 20% or 40% share in a 
public company and still count as one certificate. Players are limited in the number of certificates they may own 
depending on the number of players in the game; they are also limited in the percentage of shares they may own, not more 
than 60% in each company. Note: The first five shares of a major company are on the back of the corresponding 
òminoró certificates for that company. 
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for free. When owned by a Public company the Maritime company provides additional coverage and traffic 
chips therefore increasing the companyõs revenues. 

 

 
The Stock Market is at the bottom of the game board and governs the value of shares 
in the public companies. Each grid space has a number representing the value of one 
single share of a company.  

The price on the stock market is the value of a 20% share of a minor company or a 10% share of a major 
company. The presidential certificate, being a double share, is always worth twice the value indicated in the 
stock market. Values range from as low as L.10 up to L.490. The significance of the smaller values in these 
spaces will be clear later (they are used when buying shares from the Dragons or when liquidating shares 
during an absorption). 

  
Also included on the game board is the Bank Pool. This is where shares are placed after being sold and where 
the same shares are available for purchase in a stock round. 

 

The Dragons are foreign investors that trade in certificates along with the human 
players. Dragons rely on an indicator called the companyõs rank for buying/selling 

certificates and the Dragons Chart on the bottom right of the map is used for this purpose. A companyõs 
rank is the sum of its trains phase and the number of tokens laid on the map. Dragonsõ actions are performed 
by players during a stock round according to a well defined algorithm. 

  

The stock market  

and the bank pool  

The Dragons  Chart  

Ø You can imagine Dragons as ghost players 
seating at your table between human players. 
After one-two games you will be able to anticipate 
their moves and even manipulate them at your 
own advantage. 

Ù Dragons and a companyõs rank are completely 
new concepts in 18xx and expert players are 
recommended to familiarize well with the detailed 
rules presented later. 

Ù The stock market presents no colored zones and no ledges. The key difference with other games is in the movement of the 
share price. The share price does not move backwards if the company withholds its dividends but stands where it is. Share 
price moves forward if a dividend is paid and if the company purchases a brand new train from the available trains pile. 
Therefore a company that pays a dividend and buys a brand new train from the available trains pile can effectively make a 
ôdouble jumpõ on the stock market. 

 

Ù Maritime companies serve a function similar to Private companies 
in other games. They provide a fixed income to the players in the 
early phases of the game and have bonus functions that can be 
exploited later. The card must be flipped to the back side when 
transferred from a playerõs hand to a public company.   
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Track is in the form of hexagonal tiles and comes in different types: plain (no stations), 
town (small dots), city (white circles) and mines (pick and shovel); and in different 

colours: yellow, green, brown and gray. Cities and towns present a number with a cube: this is the traffic 
generated by that particular station when a company token is placed along a route intercepting that station. 
Cities have normally a higher traffic than town stations and large cities (the ones identified by a letter) have a 
higher traffic than regular cities. Often, different colours imply different traffic values for a station; so gray is 
more valuable than brown, brown than green and green than yellow. Mines follow a different rule: they 
provide their traffic in each operating turn but as far as the game proceeds their traffic value diminishes. 

  

Colored tokens represent headline stations of your company. They are placed on an 
empty token slot in a city tile or a mine. When a new token is placed on the map, the 

company will collect traffic for the destination as well as any other station intercepted along the route. This 
will be clearer later but for now it is important to remember that tokens and traffic are closely linked. 

     

Traffic chips are the black cubes in the game. These are used to keep track of how 
much traffic a company collects as far its railway line expands. Small black cubes are 
worth 1 traffic unit; medium sized purple cubes are 5 traffic units and large blue cubes 
represent 10 traffic units.   

There are 6 different types of trains in the game from the phase-2 trains to the phase-7 
trains (often abbreviated as PH2, PH3, PH4 trains and so on). Each train is 

characterized by its coverage (how much traffic they can absorb) and its cost. PH2 trains are very basic 
trains: they offer 8 coverage and cost L.100. PH3 are slightly better and so on with the PH7 trains being the 
most technologically advanced of all, serving 35 traffic and costing L.800. During a companyõs operating 
round trains will circulate and generate revenue for the company. 

On the game board there is an Available Trains pile where all the trains available for purchase are placed. The 
Future Trains pile is used to accommodate all the trains of the next phases.  

     

Track Tiles  

Station Markers  

Traffic Chips  

Trains  

Ø The easy way to imagine how your train works is to think of a coverage point as a seat on 
your train while each traffic unit is a passenger. Your trains have as many available seats as 
your total coverage and can carry that maximum number of passengers (traffic chips). Each 
passenger that can find an empty seat on your train will pay your company L.10. Those 
passengers who cannot find a seat on your trains will be left on the platform and will pay 
nothing.   

Ø Your railroad will always start with one token in the home base city. 
Tokens are used for two main purposes in this game: to collect traffic and to 
have access to other railway lines (or in turn, to block other companies in 
accessing certain railway lines). 

Ø You will also notice another smaller number on the tile. This is the tile number and 
serves to identify that particular tile for reference purposes. 

Ù Note that differently from other 18xx games, there is no revenue printed on a town or 
city station tile. As explained, the number printed on the tile is the traffic of that station. 
Later I will explain that there is no terrain cost for laying a tile and that the upgrade 
rules are much less strict than in other titles.  
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State Loans are worth L.500 and represent financial aid from the Italian Government 
for consolidating railroads. Loans, in fact, are only available when a Public company 

acquires another Public company (absorption) and only under well defined circumstances. 

  

 

The priority card is used to indicate the first player to play in a stock round. The play 
order cards are only used during the game start-up to randomly allocate the seating 

order. In a 4-players game use the priority card as play order num. 4. After having arranged the seating order, 
the play order cards can be put back in the box.   

The Game Round display on the bottom left corner of the game board can be used to keep track of the 
current game turn by stealing a small cube and using it as a marker.  

 

Now that you have familiarized yourself with the different components it is time to learn how to play the 
game!   

State Loans  

Other components  

Ù A company is a not allowed to access loans for laying track, placing tokens, 
purchasing trains and so on. Loans are only available for acquiring another 
company.  

_ The absorption mechanism is fully explained later in the rulebook. A smart 
us of absorption and taking advantage of State Loans can also be 
determinant for victory.    

 

Ù At this point you will have certainly noticed that the way trains work and how the companyõs revenues are calculated is a 
totally different matter than in any other 18xx game. This is called òthe traffic based systemó and has the advantage that 
players do not need to find the best route for their trains. During the companyõs operating round, simply look at the total 
coverage of your trains and the total traffic in your railroad to derive your revenue for that turn. 

_ Note that the last train of each type PH2, PH3 and PH4 comes with a discount. It is useful to time your train purchase 
so that your company benefits of these savings.    

 


