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PART 1: INTRODUCING CARNEGIE

“Success is the power with which to acquire whatever one  
demands of life without violating the rights of others.”  

 – Andrew Carnegie

This game is inspired by the life of Andrew Carnegie, who was born in 
Scotland in 1835 and emigrated to the United States with his parents 
in 1848. Although Carnegie started his career as a telegraph operator, 
his role as a major player in the rise of the United States’ steel industry 
made him one of the richest men in the world and an icon of the 
American dream.

Carnegie was also a benefactor and philanthropist. Upon his death in 
1919, more than $350 million of his wealth was bequeathed to various 
foundations, with another $30 million going to various charities. His 
endowments created nearly 2,500 free public libraries that bear his 
name to this day: the Carnegie libraries.

In Carnegie, players will recruit employees and expand their businesses 
by investing in real estate, producing goods, developing transport 
technology, and creating transport chains across the United States. 
Perhaps they will even become illustrious benefactors who contribute to 
the country’s greatness through their deeds and generosity!

The game takes place over 20 rounds, with players each having one 
turn per round. In each round the active player will choose one of four 
actions, which the other players will follow.

The success of a player’s Company is represented by their victory points 
(VP), and the player with the most VP at the end of the game will be 
declared the winner, known forevermore for their philanthropic works.

1. How to Read these Rules
These rules are organized into four parts: 

Part 1: Introducing Carnegie
This section presents a list of game components, describes the game’s 
setup, and provides a short overview of how Companies work.

Part 2: Playing the Game
 This section provides a full overview of the rules, detailing the steps of rounds, main actions, and final scoring.

Part 3: Transportation Tracks, Donations Chart, & Departments Board
This section provides in-depth explanations of these elements of the game. 

Part 4:  Solo Game
This section presents rules for playing alone against a virtual opponent.

While reading these rules, remember: 
Important and/or easily-forgotten points are highlighted like this.

Examples and captions are written like this.

Tips and game advice are written like this.

Quotes and Thematic information are written like this.

“As a game designer, I admire players who take the time to read 
rules and explain them to others. It’s no secret that Carnegie is a 
complex game. As encouragement, please remember that Carnegie 
himself was a great reader, and that he built his fortune by learning 
a lot from books.” – Xavier Georges 
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2. Game Components

1 Game board

This Rulebook, plus:

8 Timeline tiles 

4 Action markers (apply stickers before use)

32 Department tiles  
(2 each of 16 different Departments)

16 Project tabs (4 per player)

60 Employee figurines (15 per player)

120 Player disks (30 per player)

90 Banknotes 
(40x$1, 30x$5, 

20x$10) 

1 First-player marker

1 Timeline marker

40 Goods cubes

4 Company boards

4 Action Choice tiles

1 Start and 1 End tile 
(to frame the Timeline tiles)

25 Solo cards 
(20 action cards and 5 victory point cards)

4 Player aids

Note: Although unlikely, certain 
components may run out during the game. 
If necessary, players may use appropriate 
substitutes for money and goods cubes.  
All other components are limited.
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3.  Game Setup
Two-player game setup shown.

1   Place the main game board in the center 
of the table.

2   Shuffle the 8 Timeline tiles. Draw 4 of 
these at random and arrange them as 
shown. Note that these tiles are double-
sided; select sides at random. Frame these 
tiles with the Start and End tiles, and 
return the 4 unused Timeline tiles to  
the box.

3   Place the four action markers on their 
corresponding starting positions on the 
far left of the Timeline.

4   For a 4/3/2-player game, select 4/8/16 
Department tiles at random and 
return them to the game box. Place the 
remaining Department tiles face-up on 
the table, as shown.

5   Create a supply of goods cubes and 
money tokens near the main game board. 

6   Provide each player with:

 A  4 goods cubes and $12.

 B   1 Company board and a set of 
4 different project tabs. Players 
should slide each tab under the 
right side of their individual game 
boards so that the colors and 
icons match. Leave each tab’s first 
(rightmost) spot exposed.

 C   10 Employee figurines. Each player 
places 1 of their employees standing 
up on each of their Company’s 
5 Departments, with another 5 
employees lying down in their 
Company’s Lobby (these may  
be moved during step 11).  
Set the remaining 5 employees 
aside; they will not be available  
at the beginning of the game.

 D   30 player disks. Each player  
must place:

    D1   1 disk on the “0” position  
of the score track.

    D2   1 disk on the first space 
of each of the 4 regional 
transportation tracks.

    D3   1 disk on each of the 3 
available locations on their 
project tabs (Housing, 
Commerce, Industry).  
Public Infrastructure 
(magenta) tabs do not  
start the game with a disk. 

    D4   The remaining 22 disks form 
the player’s personal supply.

  The most daring player is designated as 
the first player. That player receives the 
first-player marker and the Timeline 
marker.

  (Not pictured) In a 4-player game,  
give each player an Action Choice tile.  
In a 3-player game, only the third  
player receives an Action Choice tile; 
there are no Action Choice tiles in a 
2-player game.

  In a 2-player game, set aside 18 disks 
from an unused player color and shuffle 
the solo-game action cards. Draw one 
of these cards and place a disk on the 
donation chart in the location indicated 
at the top of the card. Then, place a disk 
on the leftmost unoccupied construction 
space of each of the 2-4 cities named on 
that card’s 4th row. Repeat this process 
until all 18 disks have been placed. 
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