French Alps, 17 Octaber 1922,

The hvrions Black car crawds uphill. its electric motor
himming across the aninhabited vallex. It stops in a field at
the foot of a mountain and Colpnel Dassler steps out from the
rear seal. fe is not alone: Enrico Ofivi and Jdoseph Fontaine are
waiting for him.

The Frenchman throws his depleted cigar at the car angrily:
“Foutu batard! We are lreezing our asses hiere, and yvou came
here with that lindicrous parade car?”

“Calm down, my dear friend. [ came for a deal”,

The Colonel steps forward, pretending to welcome fis two
rivals. fle then waves to the mountafn, inviting them to observe
Lhe crowd of mechs littering its slope. German mechs,

“We are deing a fine jol. Youll understand we are sparing no
expense: and that's the point. | think now it’s time to work
together. There's so much untamed energy in Lhese mountains,
and [don't want it to fafl in the wrong hands, Al vou need to do
is build vour dams beneath mine! Well increase our elficiency
by several percenlage points. OF course, vou lf take care of the
distriburtion network and we'll pay for the new. high-altitude
facilities.”

Joseph Fontaine remains silent. Enrico fivi stretches his legs
and walks downhill towards the only read that connects them
to the rest of the world. Afterwards, hie speaks with his calm
vaice. “The wrong hands are yours, my friend. Youn want us to
b vour minfons, Dassler? You must be dumber than vou think.
This meeting is over.”

Then be turns to Me Fontaine. e vou coming with me?”

“No. thanks. My hvdroplane is waiting for me in the downhill
basin. next to our new powerhouse. | think its batteries are
completely recharged by now:”™

“Well gentlemen,” replies the Colonel, *f must agree with our
Italian feflow: the meeting is over, amd | fear yvou are the stupid
ones. Do vour think this new energy business is OVLY business?
There will be a new war. And Fm determined to win this one,
Vo matter the cost.”

Is if his words were an agreed signal, the powerful machines
and mechs littering the valley start their engines with an

animal-like growl

“You will fargive my manners. meine freande, It my generous
offer has been refused, and Fm expected somewhere else”,

He turns and walks to the glass and steel cabin of a calleway: A
voung: sharply dressed men is waiting for him, lis arms foll of
folders and documents,

The calleway starls its steep rise, passing through forests
amd vallevs, Seems like a Jwles Verne novel the Colone! thinks:
independent. mighty mechs deill the mountain and drip tons
of concrete, while the landscape is painted with the crackling
purple energy of dozens of Tesla coils.

The Colonel’s assistan! starts spitting data and numbers: “The
ligh-altitude facilities are already operational, Herr Oberst.
Chir meteorology team gave us a forecast of an extremely rainy
spring. We will mot fail.”

Dassler looks at a distant point in the mountains. The same
moutains that deveured his men, some vears back, butchered
by French machinegur. The Great War could be a faded
memary for this crazy new World, charmed by Teslas encrgy
revelution and the need for happiness and Vawdevilie shows,
Bt fre remembrers. And he will not fail, this time,

“We need maney. Friedrich. Those facilities costed us a leg and
an arm, and we still need a mmning conduit connecting them
te our dovnlill powerhonses. And | suspect that the American
warrnan will try to seize it before we da.”

The voung men squints fis eves: Well we ll need to close those
conlracts as soon as possible, We can fulfill a couple of them
by the end of November, which would grant us a fittle breathing
room. We'll be ready for the National ones next vear. for sure.”
Then he hands a thick folder to the Colonel: ¥ also did that
research vou ashed me: these profiles are excellent, we will find
a proper execitive officer to hamdle next vear'’s operations.”
The cabfeway sees its destination, a huge basin of water held
by a massive German dam. Potential enerzy ready to lift the
world ai the Colonel’s command,

Colonel Dassler puts the documents back in the file and adjusts
liis coat. Its freezing,
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— fIIN OF INE GANE —

In Barrage each plaver is one of four CEOs representing
four national companies aiming to prevail in the race
to produce energy. You will buy and use technologies
to build dams and hydro-electric powerhouses and to
connect them by building conduits. This allows you to
use the water you have stored to produce energy and to,
therefore, fulfill contracts.

The player with the most Victory Points at the end of
the game is the winner.

You can score Victory Points (VP) in the following ways:
At the end of each round

By producing the most Energy Unils
in the round.

By producing enough energy (at least 6 Fnergy
Units) and therefore activating the scoring of the
Bonus tile for the current round. There is a Bonus
tile for each round and each tile assigns Victory
Points for one type of structure vou have built or
one type of element vou own.

During each round

By getting Income on your Company Board.

You will activate income by building a cerlain
mumber of Structures.

By fulfilling Contracts that reward with VPs.

By using Advanced Technology tiles that reward
with VP's as a special effect.

At the end of the game

By achieving the goal of the Objective tile. Each
Objective rewards the top 3 plavers according Lo
the given goal.

For the remaining Machineries and Credits available
in your supply and the Water Drops held in vour
Dams.

When you score VPs, move vour VP marker on the VP
track aroumd the Map accordingly. If vou make more
than 100 VPs, flip vour VP marker on the other side in
order to show the related symbol.

— INPORIANT —

CONCIEPTS

The Game Map

The Map represents a part of the

Mps and is divided horizontally into

three areas: Mountains, Hills and

Plains {from top to bottom). Each area is identified by

a different background and a specilic symbol. There

are a number ol basins in each of the three areas. Each

basin has building spaces where plavers can build their

structures. Basins are naturally connected by rivers:

colored conduils connect the dams of a basin Lo the
powerhouses ol another basin.

Mountains

Hills

Plains

There are 4 basins in the Mountains, each containing
two spaces for bases and two spaces for Conduits.
There are 3 basins in the Hills, each containing two
spaces for Powerhouses, two spaces for Bases and two
spaces for Conduits.

There are 5 basins on the top of the Plains. each
containing three spaces for Powerhouses, wo spaces
for Bases and two spaces for Conduits.

There are 2 basins on the boltom of the Plains, each
containing four spaces for Powerhouses.

Structures

Plavers can build three types of
structures on the Map: Dams, Conduits
and Powerhouses.

Two different structure pieces are used Lo
create Dams: Bases and Elevations. Bases can only be
built on building spaces with the related icon. Elevations
can only be built over Bases or other Elevations. A Dam

is thus made of a Base upon which there can be up to
two Elevations (0. [ or 2). Its level can therefore vary
from | (Base only)to 3 (Base plus 2 Elevations).

There are two types of Dams: neutral and personal.
Neutral Dams are placed at the beginning of the game
and stay there the entire game: plavers cannot modify
Neutral Dams. On the contrary, Personal Dams are built
by players. Each Personal Dam belongs to one particular
plaver: vou cannot build an Elevation over a Base
belonging to another plaver.

Conduits and Powerhouses are made of one piece only
and can only be built in building spaces with the related
icons,

Water

Water is the mosl precious resource
in the game. Players don't own water
but they will try to control it. Water

Drops enter the game at the Headstreams at the top
of the Map. Some Water Drops are placed according
to the indications on the Headstream tiles during the
Headstream Phase, and others are placed by plavers
through actions and other effects.
Water normally flows following the natural course of
rivers travelling downhill.
Basins are connected to one another by rivers which
serve to indicate the natural movement of water. When
a Water Drop passes over a basin at the bottom of the
Map, it will then be removed. The natural flow of water
is interrupted by the presence of Dams.




The level of a Dam (the number of pieces it is made of)
corresponds to the exact amount of Water Drops that
it can hold. If a Water Drop reaches a Dam as it flows
along its natural course it will, then, stop behind it, until
the Dam reaches its maximum capacity. that is to say.
as long as it does not already have a number of Water
Drops equal to its level. If the Dam is already full, Water
Drops pass through and continue their natural fMow
bevond the Dam. Water Drops are moved one at a time.
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Water Drops being held in a Dam cannot be moved until
a player performs a production action.

Production

The kev of the game is the production

of energy. In order to produce energy

vou need three elements: a Powerhouse,

a Dam holding at /east one Water Drop and a Conduit
connecting them.

Connections

For the sake of production, vou must find out whether
a Dam is connected to a Powerhouse. To do so vou
can look at the basins containing structures (the
grev tubes in the basins help showing the Dams and
the connected Conduits: the colored tubes illustrated
an the Map represent possible connections that only
become active when a plaver places a Conduit piece in
the corresponding huilding space).

Plavers must build Conduits to connect the various
structures. An active Conduit connects all the Dams
on the originating basin to all the Powerhouses on the
ending basin. A Dam and a Powerhouse in the same
basin are nol considered connected.

The structures involved in production

The Powerhouse must belong to the player
performing the production action.

The Dam holding one (or more) Water Drop must
belong to the player performing the aclion. or be
neutral.

The Conduit connecting the two structures can
belong to any player. If it belongs to the plaver
performing the action there are no extra costs: if it
belongs to another plaver, the plaver performing
the action must pay | Credit to the plaver who owns
the Conduit, while the plaver owning it will score |
Victory Point, for every Water Drop that was moved
through the Conduit.

Powerhouse Your color

D:—]Ill Yourr codor or neatral

Yourr color or another

Conduil plaver’s color,

In order to produce energy, vou must move Water Drops
from a Dam to a connected Powerhouse.

Fach Conduit has a production value depicted on
the Map. Each Water Drop travelling along a Conduit
generates an amount of Energy Units equal to its
production value.

When production is over the Water Drops leave the
Powerhouse used for production and follow their
natural course along rivers, other basins and possibly
on to other Dams.

"Enérgy production is the
key of Barrage. It is very
important to start producing
as soon as possible. Connecting
a Powerhouse to a Neutral Dam
i3 the fastest way, but Neutral
Dams will soon show their weak
point: all players can use them
and exploit the water they're

_ holding!"

R

Using Energy
Energy Track

When vou produce Energy Units, they

are recorded on the Energy Track. All

the Energy Units produced in each round are recorded

on the Energy Track. This determines: the amount of

Credils vou gain for that round, vour eligibilly to score

Victory Points for the Bonus tile and Victory Points for

those plavers who produced the most Energy Units
during the corrent round.

Contracts

In addition to being recorded on the Energv Track, the
energy produced can be used to Tulfill a Contract. The
necessary Energy Unit required Lo Tulfill the Contract is
indicated on its lefl side.

Energy Units [mmediate reward
required to folfill . when the Contract
the Contract ™ is fulfilled

If the amount of produced Energy Units either reaches
or exceeds that value, the plaver immediately oblains
the reward shown on Lhe right part of the Contract. The
reward can be a gain of VPs, Credils or Machineries. or
an immediate special action. Each Contract can only be
fulfilled once in the game.

ft is possible to fulfill only one Contract per
single production,

— RULLIBOOK
CONCEPT

Barrage is a complex game. For this reason we decided
to explain the game using introductory rules that leave
out certain components during the setup and some
mechanics during the game.

You can find the advanced rules
to play the full game explained in
special boxes like this one.

I vou are playing Lhe introductory game we advise you
to ignore the advanced rules: yvou can read them when
vou are ready to play your lirst full game. You will also
find some tips from the game designers Lo help vou plan
vour strategy in vour first games as vou read through
the rules!




GENERAL SETUP

Place the Map in the center of the table. The side with no icons is
recommended once vou have mastered the game.

Place the Energy Track and the Management board next to the Map
as illustrated.

Place the Machineries (Excavators and Concrete Mixers) next to the
Map to form the general supply.

Divide the Credits into their different values and place them in the
general supply.

Place the Water Drops in the general supply.

ShufTle the Headstream tiles and randomly place 4 tiles lface up in Lhe

designated spaces on the Map. Put the remaining Liles back in the box.

Remove the Bonus tile shown in the Setup image and shulTle the
others. Randomly place 5 Bonus tiles [ace up in the designated spaces
of the Energy Track.

Shuffle all the Bonus tiles and randomly place five of
them on the Energy track. Put the remaining tile back
in the box.

Shuffle the Objective tiles and randomly place 1 Objective tile in the
designated space at the end of the Energy Track. Pul the remaining
tiles back in the box.

Shuffle the National Contract tiles. Pick a number of Contracts equal
to the number of plavers minus one and place them face-up in the
designated spaces on the Management board. Put the remaining tiles
back in the box.

Divide the Private Contract tiles according to their back. Shuffle the
three piles separately and place them face down in the designated
space on the Management board. Pick the first two tiles from each
pile and place them face-up next to their respective piles.

Divide the Neutral Dams Setup tiles according to their backs, then
randomly draw one tile from each pile. Place the Neutral Dams in the
building spaces of the basins indicated on the tiles vou picked. There
is always a level 1 Dam in the Mountains, a level 2 Dam in the Hills and
a level 3 Dam in the Plains. Place 1 Water Drop behind each Neutral
Dam. Put all the starting setup tiles back in the box.

Leave the Patent Office board and all the Advanced Technology tiles in
the box. You will nol need them For the introductory game.

Place the Patent Office board next to the Map. Divide
the Advanced Technology tiles according to their
backs and shuffle the three piles separately. Place the
three piles face down in their corresponding spaces on
the left of the Patent Office board. Pick the first three
tiles from the pile ‘I and place them face-up in the
designated spaces on the right of the board.
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This image illustrates a 4-player game setup.
If you are playing a d-player game, you must place Engineers of the
Company nol in use (see next page) in all the action spaces with a 4~
symbol
If you are playing a 2-player game, you must place Engineers from thi
Companies nol in use in all the action spaces with a "3+ and a 4" symbol

Place the Engineers in both action spaces on the left and on the right.




Place the Turn Order markers on the designated
l“IﬁODUCIOﬁ' plﬂrtﬁ sr‘up spaces al the beginning of the Energy Track according

to the order shown in the previous page table.

For the introductory game assign the Company Each plaver receives every component in the In a 3-player game, the Ath space in the turn order

boards and Executive Officer tiles to the plavers color associated with their Company board and a will not be used. In a 2 player game, the Srd and 4th

according to the table below. Construction Wheel which must be placed next to spaces will not be used,

Place each Executive Officer tile on the left of the their Company board as illustrated below. ¥

associated Company board. Ijl.'u'v the Energ?,r marke‘rs in the starting space of the
Energy Track, with the “30" icon face-down.

Place the Victory Point markers in space number “10”
on the scoring track around the Map, with the “1007

Ist P Ard Pl 4th Pl
st Player A gl icon face-down.

Company
Board

S o n".'

LSA Ita
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Varguerile
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Red Ar / Green

|@ .: .I .
Executive Wilhelm Solomon Viktor .
Officer \dler VicDowell P ilorden Fiasler Players select their Company boards, their Executive Officers and their Starting Contracts.

Randomly pick a number of Company boards equal to the number of players and place them in the
center of the table (if you are playing a 2- or a 3-player game, put any remaining board back in the
box). Take a number of Executive Officer tiles equal to the number of players and randomly combine
Starting =T them with each Company board (put any remaining tile back in the box). Randomly pick a number
Contract. 3 7:" _ - 9 | < | of Starting Contract tiles equal to the number of players and place them face-up in the center of
- : . : : the table (if you are a playing a 2- or 3-player game, put any remaining tile back in the box).
Randomly pick the first player who will select one of the available Company Boards with its associated
Executive Officer tile and an available Starting Contract. In a clockwise direction all the other players will
then select their combination of Company board, Executive Officer tile and Starting Contract tile.

The Turn Order markers are placed in the opposite order to that with which players selected.
Therefore the first player to select will place the belonging Turn Order marker in the last position while
the last player to select will place the belonging marker in first position.

Put the basic wild Technology tiles back in the box (the ones with the *?” symbol). They will not
be used in the full game.

Place all the structure

pieces (Bases, Elevations, Conduits,

3 Bases Powerhouses) in their relative
5 Elevations spaces on the Company board.
5 Conduits Place the starting Machineries and
4 Powerhouses Credits in your personal supply on
5 basic Technology tiles your Evecutive Officer tile. Keep
I Construction Wheel your Engineers, your Technology

12 Engineers tiles and your Starting Confract
next fo yvour -f'r.lr.lil,l.l.'fr;'_l. board.

FEach player receives 6 Credits, 6 Excavators Fach player receives the Starting Contract tile
and 4 Concrete Mixers. matching their Company, as shown on the table
above.




The game is divided into five rounds. each of which is
made of five phases to be plaved in the following order:

Income and Headstreams
Actions

Water Flow

Scoring

End of Round

INCONE AIND
HEADSIREANS

This phase can be played simultaneously by all plavers.

All players get the active income on their
Company boards.

Income is represented by the symbol T. The active
income is illustrated inside structure spaces (there is a
smaller reminder above the same space).

In order to activate income vou must build structures.
When you build a structure, you must take it from vour
Company board from left to right (see next page).

tiv building the second base, Elevation and Conduit, vou
will receive the first income related to that element. by
huilding the fourth piece of the same structure, vou will
receive the second income (more profitable than the
first). By huilding the fifth piece, vou will receive the
third income. The first two tyvpes of income in each line
are different for each Company board. The third income
is the same for all companies (7 VPs).

pi (2] W i[a]2] 9 [2]z]2] "™ Bz (2 2| T

Powerhouses do not provide income: they boost the
production of energy, instead. For a detailed axplanation
of this feature, see Appendix 2 at page 21,
{ T .
"y will need structures of
different type to produce
energy, but if you build. more
nieces of the same struciure
-;fnu will activate your company
income, which 1s one of the keys
to win!"

Place Water Drops on the Headstream tiles
according to the number indicated on the tile
for the current round.

Each Headstream tile shows a svmbol indicating how
many Water Drops vou must place on that tile during
the first four rounds (during the fifth and last round
Water Drops won't be placed on the Headstream tiles
during this phase).

These Water Drops will start flowing on the Map during
the Water Flow Phase {see page 19).

Round Water Drops
number i T III@ IU@ number

o

ACIIONS ——

Players play their turns one after the other following
the turn order indicated by the Turn Order markers on
the Energy Track.

When it's your turn, you MUST place Engineers
onto ONE free action space in order to perform
the corresponding action.

Each action space requires from one to three Engineers
(this request is illustrated by the Engineer icons in
the action space). Each action space is connected to a
specific action.

Action spaces with a red outline require a
payment of 3 Credits in order to place your
Engineers there.

Extra fee

Take the requested Engineers from your personal
supply. [Fyou don’t have the amount of Engineers for the
additional Credits)in vour supply required by the action
space, vou can't perform the corresponding action.
Furthermore, vou cannot place Engineers in an action
space without performing the corresponding action.
Your turn ends once vou have performed an action, If
it's vour turn and vou don’t have Engineers left in vour
supply, vou must pass.

The Actions Phase is over once all plavers have passed.

There are different tvpes of actions, divided between
the Company boards and different sections of the
Management board.

Construction Action

There are four action spaces on each Company board,
each connected to a construction action. This action
allows vou to build a structure,

All plavers have their own action spaces (they cannot he
used by any of the other plavers).

These spaces’ requests increase rom left to right: the
more structures vou build during a round the more
Engineers yvou will need.

Ok B0KG BB0G 000G

In order to perform a construction action vou must
follow these steps:

Place the requested Engineers in the first
available action space on your board
starting from the left.

If' vou place your Engineers in the space with a red
outline you must pay an additional fee of 3 Credils.

9 Put the Technology tile related to the
structure you want to build in the open
segment of your Construction Wheel.

Take the Technology tile displaving the symbol of the
structure you want to build for the wild symbel) from
vour supply. I vou have neither the Technology tile of
a given structure nor a wild tile vou cannot build that
structure.

Put the Machineries you must use to build

that structure in the open segment of your

Construction Wheel, below the tile you have
Just placed.

Different costs are applied to each structure (for a
detaifed explanation of construction costs, see the next
page). If vou don’t have all the required Machineries,
vou cannol perform the construction action.

@ Rotate your Construction Wheel by one segment.

Move the Construction Wheel clockwise, so that both
the Technology Lile and Machineries are shifted rom
the open segment Lo the next segment.

@ Place the structure piece on the Map.

Take the first corresponding structure piece from
the left of vour Company Board and place it in one
corresponding available building space on the Map (if
vou are building an Elevation, place it over one of your
existing Dams).

If you build a Powerhouse or a Base in a building space
with a red outlined icon, you must pay 3 extra Credits.

Should you discover an income space after building, you
will immediately receive that income bonus. You will
receive it again during Income Phase (see page 12).

Open
Segment
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You can build 4 types of structures. Each structure has
a different function and a different cost.

The Base °

It is used to create a Dam that collects
l)l~ and holds the water vou will need for

production.

It can be built in any available building space

with the Base icon.

It costs 3 Excavators if built in the Plains area,

4 Excavators if built in the Hills area and 5

Excavators if built in the Mountains area.

If built in a building space with a red outlined
- icon il has an extra cost of 3 Credits.

You cannot build two Bases of the same color in

Lthe same basin,

The Elevation e

It is used to increase the amount of

fln waler that a Dam can hold.
It is always built over a Base or anolher
. Elevation belonging to vour color {there aren't
huilding spaces with the Elevation icon).
- It costs 2 Concrete Mixers il built in the Plains
area, -3 Concrete Mixers if built in the Hills area

and 4 Concrete Mixers iF built in the Mounlains
area.

Do not pav 3 additional Credits if vou build it
over a building space wilh a red oullined icon,
There can never be more that two Elevations
on the same Base fa Dam'’s maximum level is
three).

The Conduit o

It is used to bring Water Drops from a

Dam to a Powerhouse during the production.

It can be built in any available building space
with the Conduit icon.

It costs 2 Excavators multiplied by the
production value of the Conduit vou are
building (eg: if the Conduit has a production
value of 4, it will cost 8 Excavators).

The Powerhouse °

It is used to activate the production of
energy.

It can be built in any available building space
with the Powerhouse icon,

It costs 2 Concrete Mixers plus | extra Concrete
Mixer for every Powerhouse vou have already
bilt.,

IF built in a building space with a red outlined
icon it has an extra cost of 3 Credits.

You cannol build two Powerhouses ol the
same color in the same basin.

Plains Hills Mountains

3 Excavators { Excavators | 9 Excavators

vl

2 Concrele 3 Lanrcrete { Concrete
Wixers Wivers Wivers

Elevation % % @

2 Concrete Mivers + | Concrete Mixer
X [N fouishy buill Powerhouse

Iaf@ i m%@ / _«Ir{n'{,@ o HH%
Powerhouse ! / /

2 Excavators
r Comdnit production valve

2 - ’f__f]
Conuit i

"ehoosing Which st*:;:aturt-‘ and
where to build is one of tn?
most important and stxjateg‘xlc :
decisions in Barrage. You might
win even if you don't r,?-:,dufi :
energy during the fi_t‘st rounds,
2 byt being able o a:tr-faf.,e :
oroduction from the beg%nnmg
of the game is usually the ;
egsiest solution. Try t-:;- ponnect
your Powerhouses tp a Dam as
Lsc-an as you can!”
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Machineries, Credits and Technology tiles

Excavators and Concrete Mixers are unusual resources,
When vou vse them to build a structure they are not
‘spent’ forever: they are invested for a certain amount of
time on the Construction Wheel until they will be
available again alter a complete rotation.

When vou get a resource (in anmy way), take it from the
general supply and add it to your personal supply (do not
put it on the Construction Wheel). The Machineries vou
gel are immediately available to you.

Credits are never placed on the Construction Wheel,
When you spend them, pul them back in the general
supply.

There are five tvpes of Technology tiles. one for building
each of the four structure pieces, and one wild Technology
tile that can be used to build any of the four structures.
All Technology tiles work in the same way: they stay on
the Construction Wheel until they relurn Lo the entry
space and are available again.

Management Actions

Place the required Engineers in an available
action space of your choosing on the
Management board, and immediately perform
the action corresponding to that space.

The Management board is shared by all the plavers,
meaning that players are in competition with one
another to occupy the action spaces: the first player
to place Engineers in an action space makes this space
unavailable for all the other players for the entire round
fexcept for the Bank, see page Ir).

Every Managemenl action has two spaces where vou
can place vour Engineers, one on the left and one on
the right of the action symbol: the action space on the
right costs more than the first, but it gives vou a second
chanece to perform an action il the first space is already
occupied. Both action spaces can be occupied by the
same plaver during the same round.

Some aclions have a cost indicated in the action
svmbol. This cost must be paid when the Engineer is
placed together with any extra fee for spaces with a red
outline, You must have all the required Credits to be
able to place vour Engineer in a given space. You cannot
place an Engineer in a space if you cannot perform the

Required Engineers Extra fee

with cost
The actions on the Management board are divided into
different sections for each category so that actions of
the same type with similar effects are in the same area
of the boari.

TURBINE STATION

Inein svnon
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This section allows yvou to activate Lhe production of energy.

Whenever vou see Lhis svmbol yvou can
aclivale a production, evenlually applving
the bonus or malus indicaled by the
number in purple.

In order to be able to perform a production action you
musl have:

At least one Water Drop on a Dam of yvour color or a
neutral Dam:

A Powerhouse of your color already built on the Map:

A Conduit (of any color) which directly connects the
relevant Dam to vour Powerhouse.

Take as many Water Drops as you wish from
the relevant Dam and move them along the
Conduit to reach your Powerhouse. You'll
immediately produce a quantity of Energy
Units equal to the Conduit’s production value
multiplied by the number of Water Drops you
decided to move.

You can decide Lo move any number of Waler Drops held
in the Dam vou are using.

If you are using a Conduit belonging to another
player, give that player I Credit for each Water
Drop you move. That player will also score 1
Victory Point for each Water Drop.

The various production action spaces
have differenl energy bonuses: once
vou have calculated the total amount
of produced energy. you must apply
Lhe production bonus/malus of the
aclion space you used.

You cannot perform a production action if the total
amount of produced Energy Units is less than L.

f r

My

ohould you receive a malus

on production, don't worry. At
times, even a small production
of energy is sufficient to score
Victory Points and to fulfill
Contracts!"




Production Effects

Move your Energy marker on the Energy Track
by a number of spaces equal to the amount of
Energy Units produced.

The Energy Track records the total amount of energy
produced by each player in the current round. If vou
produce more than 30 Energy Units, flip vour Energy
marker showing the “307 symbol upwards. go back to
the beginning of the track and continue scoring (for
Credits gain and Bonus tile activation. consider vour
marker to be on the 30" space, see page 20)).

If you have a Contract in your supply with
an energy request less than or equal to the
amount of Energy Unit you have produced, you
can fulfill that Contract.

You can immedialely collect the reward shown on the
Contract and turn it face-down, but you cannot fulfill
this Contract again in this game.

You can fulfill only one Contract, as a result of
a production action.

This means you cannot put two production actions
together to fulfill a Contract. and vou cannot fulfill
two Contracts with one production action even if the
amount of energy produced would be enough to fulfill

&
3[ o
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It's not g Ecod ides g prodyce
EILLLD‘- i.-it,]-:'u.t, "ler-’.' a
Contract to 1 fulfil], u’-net‘wlew

Sometimes you will do it just ¢
E0 Up on the By nNergy Track!"
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National Contracts

If you produce an energy value more than or
equal to the amount of energy required by an
available National Contract you can directly
fulfill that Contract instead of a Contract you
oW

National Contract tiles do not go into the players’
supply, but they can be fulfilled by the first player
producing the amount of required Energy Units. Take
the National Contract tile and put it face down in vour
personal supply.

COnrcr ore

Where does the water go?

The Water Drops moved to a Powerhouse thanks
to the effect of a production action will then follow
their natural course flowing through basins, rivers
and Dams. When water arrives at a Dam it stops until
the Dam is full; however i’ the Dam is already full
the water simply overflows and continues its course
towards the lower basins.

WATER MANAGEMENT

WD NARICINEn|

This section allows yvou to add Water Drops to the headstreams.
Place 2 Water Drops on one or two
Headstream tiles.

You can decide on which Headstream tile Lo place them
and you can also divide the Waler Drops belween two
headstreams. You can even place only one Water Drop, if
vou wish. These Waler Drops will only Mow down during
the Water Flow Phase, see [m-f{- 19.

&
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Place 1 Water Drop on a Headstream
tile. The drop you have just placed
flows down immediately following
the water flow rules.

You can decide on which Headstream tile to place it.

e

There is no limit to the number of Water Drops which
can be present on a Headstream tile.

You can also add water to headstreams as a resull
of certain Contracts and as an Income. Moreover,
headstreams aufomatically produce waler during
the Headsireams Phase,

f

"Iry to predict where Watep
Drops will flow ang choose
carefully where you place them
you'd rather £il11 up ;';ou:* Dans.m

| than those of othep nlax-'ﬂ“""'l
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This section allows vou to gain Credits.

Take a number of Credits equal to the number
of Engineers you placed in this action space.

The Bank is a single action space that works differently
from the others: you can place here any number of
Engineers with a single action. This is also the only
non-exclusive action space. A player can always place
Engineers in the Bank, even if the space is already
occupied by their or other players’ Engineers.

You can also gain Credits as a result of certain
Conlracts, as an Income, and in the Scoring Phase.

WORKSHOP

KOnnsicl

This section allows vou te rotale the Construction Wheel o
specd ap the return of Technology tiles and Machineries.

Rotate your Construction Wheel by the number
of segments depicted in the action symbol.

Il there is a cosl depicted in the action symbol, pay that
cosl. Alter each rotalion ol the wheel {each segment)
vou must immediately take back any Machineries or
Technology tiles that is back in the open segment.

— 17




You can also rotate the Construction Wheel as
a result of certain Contracts and as an lncome.

MACHINERY SHOP

WICHInEnn sed

- afa] o4 [s]s]
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This section allows vou te purchase Machineries.

Pay the amount of Credits indicated on the
left side of the action symbol and receive the
Machineries indicated on the right side.

Take the Machineries from the general supplv and place
them in your personal supply on your Executive Officer
tile,

You can also receive Machineries as an effect of
certain Contracts and as an fncome.

CONTRACT OFFICE

This section allows yvou o acquire the available Contraci Liles.

Take ONE available Private Contract
@ tile for free.

G{) PaylCredit and take TWO available
Private Contract tiles.

You can choose which Contracts to take, but only among
those face-up. You cannot pick National Contract tiles.
Place them face up in vour personal supply next to vour
board.

The picked Contract tiles are replaced by the tile on the

top of the corresponding pile (so that there are always

2 contracts available for each level), but only at the end
of your turn.

You cannot have more than 3 Contracts face-
up in your personal supply.

If, after performing this action, vou have more than
three Contracts in front of vou, vou must immediately
discard them until vou have only three. You are free to
choose which Contracts Lo discard.

Already [ulfilled Contracts {face down) are nol counted.

PATENT OFFICE

FIEET ornic

This section allows vou to acquire Advanced Techoology
tiles.

Pay 5 Credits and take the corresponding
Advanced Technology tile.

There are three action spaces, each of which
is associaled with a tile. Take the Lile and
add it to vour personal supply: it will become
immediately available during this round.
Advanced Technology tiles allow vou to build
structures in the same wayv as the basic
Lechnology Liles, bul they have an additional
special elfect which is activated only when
you use Lhem.

The picked tiles will be replaced only at the
end of the round (see page 21).

For a detailed explanation of all the Advanced

Technology tiles, see Appendix 4 at page 25.
L™ -

WATER TLOW

At the end of the Actions Phase, when all plavers have
placed all their Engineers, the Water Flow Phase begins.

All the Water Drops on the Headstream tiles
flow down according to the normal rules,
following rivers and basins.

Water Drops are moved one at a time [illing the Dams

they flow into. When a Dam is full (the number of Water

Drops equal to the Dam’s maximum capacity, that is, its
fevel) the next Water Drops Mow past it. The Water Flow
Phase is over once all the Water Drops have been placed
or removed, il they have reached the lower basin.

1 T

mwster starts flowing from the

headstreams. That's why higher

altitude dams, even though more
expensive, get water before the
1::;'.'51* ones!"
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— SCORING

The first player on the Energy Track scores
6 Victory Points; the second scores 2 Victory
Points.

This bonus is awarded only to plavers who have produced
at least 1 Energy Unit. In case of a tie for the first
position, sum up both bonuses (6 and 2 VPs) and split
them evenly between all the plavers who tied, rounded
up. Any other plaver won't get the bonus for the second
position. In case of a tie for the second position, all the
players who Lied get 1 VP.

Gain Credits according to your position on the
Energy Track.

Take the amount of Credits indicated by the Energy
Track space your marker has reached or surpassed. If
your marker is on the number “0° space, then vou will
gain 3 Credits but lose 3 Victory Points (as illustrated
on the "0 space).

Score Victory Points thanks to the Bonus tile of the
current round.

The Energy Track is divided into five numbered sections,
one for each round of the game. The Bonus tile of the
current round is the leftmost visible one. For a detailed
explanation of all the Bonus tiles, see Appendix 5 at
page 26.

Full Reward: If vour Energv Marker is in the section
related to the current round for further). you will
activate the scoring of the Bonus tile.

Reduced Reward: If your Energy Marker is in a
previous section than the current round section, vou
will activate the scoring of the Bonus tile, but vou
must reduce the Bonus tile reward by 4YPs for each
section you are behind.

Plavers can never lose YPs from the Bonus tile scoring.
ITthe reduction vou get rom being behind the current
section is higher than the reward vou would get from
the Bonus tile, you simply score no VPs.

No reward: I your Energy Marker is before the number
“6” space on the Energy Track, vou won't activate the
scoring of the Bonus tile.

Discard the Bonus tile of the current round.

Remove from the game the leftmost Bonus tile. This will
uncover a -4 VPs svmbol to remind of the VP reduction
for being behind on the Energy Track when calculating
the Bonus tile reward.

I vou remove the last Bonus tile, the game ends (see
End of Game on the next page).

— 1D OF hounb

Update the turn order, changing the position
of the Turn Order markers.

The plaver who produced the least energy in the current
round becomes the Tirst plaver, and so on. IT there is a
tie in the amount of energy produced by two plavers
then invert the order of play of the previous round.

Move all the Energy markers back to the space
number 0" on the Energy Track.

All players take their Engineers from action
spaces back in their personal supply.

If there are any Advanced Technology =

tiles left on the Patent Office board, -/l gWaa ™\
discard them by putting them back [ -

in the box.

Take three new Advanced Technology

tiles and place them face-up in the designated
spaces. First, pick the tiles from pile “T"; when
depleted, pick them from pile “II" and finally
From pile “TI1"

The End of Round Phase will be not plaved
during the fast round.

IND OF TN GfANE —

The game ends after the Scoring Phase of the fifth
round. The final scoring then takes place.

Gain Victory Points according to the Objective
tile.

Each Objective tile indicates a certain condition.
Determine the plavers’ classification according to that
condition. The first plaver scores 15 Victory Points, the
second plaver scores 10 VPs and the third player scores
2 VPs. In case of a tie, evenly divide the Victory Points of
the respective tiers among the plavers who tied (round
up if necessary).

For a detailed explanation of all the Objective tiles, see
\ppendix 6 at page 27,

Score Victory Points for the resources you
have left available in your personal supply.

Add the resources (Fxcavators, Concrete Mivers, Credits)
together. Score | Victory Point every 5 items of any type.
\ny resources still on the Construction Wheel are not
counted.

Score 1 Victory Point for each Water Drop held
by your Personal Dams.

The player with the most Victory Points wins.

In case of a tie, the player who produced most Energy
Units during the last round is the winner (the last round
ends before the End of Round phase, so each plaver’s
position on the Energy Track should be preserved).




IPPINDICLS

Appendix 2:
Company Boards

Appendix I:
Basic Symbols

activate a permanent bonus of 1 on your productions.
When vou build yvour fourth Powerhouse, vou gain an
additional bonus of +2 to vour productions, for a total

bonus of +3.

Each Company board has different
combinations of income. They also have a unique
production special ability which, however, becomes
active only when vou build vour third Powerhouse. In
addition, when vou build vour second Powerhouse vou

svmbols on Contract tiles, Company boards and in
certain other elements of the game.

Here vou will find a brief description
of svymbols more used in the game. You can lind these

Gain the indicated number of Credils, Take
them from the general supply.

Yay the indicated number of Credits. Pul
them back in the general supply.

Score the indicated number of Victory points,
Move your VP marker accordingly.

fieceive the indicated number of Excavators.
Take them from the general supply.

Receive the indicated number of Concrele
Mixers. Take them from the general supply.

Receive the indicated number of Machineries.
You can freelv choose which to receive. Take
them from the personal supply.

Move vour Energy marker on the Enerzv
Track by the indicated number of steps. You
cannot use this amount of Energy Units to
fulfill Contracts.

Move your Energy marker on the Energ
Track by the indicated number of steps. You
can use this amount of Energy Units Lo fulfill
Contracts.

Place the indicated number of Water Drops
on Headstream tiles of your choice. These
Water Drops will ow during the Water Flow
Phase,

Place the indicated number of Water Drops
on Headstream tiles of your choice. These
Water Drops flow immediately.
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Place one of your Bases in a lree building
space on the Map. Take the leftmost Base
from vour Company board.

Place one of your Elevations over one of your
Dams (max 2 Elevations per Dam). Take the
leftmast Elevation from vour Company board.

Place one of your Conduils in a lree building
space on the Map. Take the lefimost Conduit
from your Company boarid.

Place one of vour Powerhouses in a free
building space on the Map. Take the leftmost
Powerhouse from yvour Company board.

Place one structure of your choice. Take Lhe
leftmast piece from your Company board,

Pt the indicated number of Concrete Mivers
in the open segment of vour Construction
Wheel Take them from vour personal supply.

Put the indicated number of Excavalors
in the open segment of vour Construction
Wheel. Take them from vour personal supply.

Put a Technology tile of vour-choice in
the open segment of vour Construction
Wheel.

Ihe Conduit’s value. Fach Water [Drop
that moves hrough this Conduil during
production generates the indicated number
of Energy Units,

In any phase of the round, if a Water Drop naturally flows
through one of your Powerhouses, move your Energy
marker by 1 step.

If the Water Drop is moved to yvour Powerhouse through a
Conduil for a production action thal either you or another
plaver who has a Powerhouse in the same basin are
performing, this special ability is not activated.

After you have performed a production action, move your
Energy marker by 3 additional steps on the Energy Track
fas uswal, vou cannot use this energy to fulfill a Contract),

Germany
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After you have performed a production action, you can
perfform a second production action using another
Powerhouse.

You must not apply the bonus/malus of the action symbol
neither the bonus of your Company board, Le. Lhe Energy
Units produced with the second aclion are only those
generated by the Water Drops multiplied by the Conduit’s
value, The productions are separaled, so you cannol add
their resull Logether Lo [ullill a single Contract (en the
other hand vou can fulfifl a Contract with each production).

You can fulfill every Contract (also the National Contracts)
producing 3 Energy Units less than the Energy Units
required by the Contract




Appendix 4:
Advanced Technology Tiles

Appendix 3:
Executive Officer Tiles

actions (see page 19). From this moment the advanced
technology becomes a part of vour set of technologies
for the rest of the game. Every Advanced Technology tile
also has a special effect which is activated when vou

Advanced Technology are tiles which
work in the same way as the basic Technology tiles: they
are placed on your Construction Wheel when vou perform
a construction action to build structures. You can take

Each Executive Officer has a special
ability that grants vou unigque powers. Combined with

the Company special abilities, they provide a great
variety of gameplay.

WWILHELR ADLER

VIETOR FIESLER

4 KIS

JILL MCPOWELL

SOLORCH P JORDAN

ANTON KRYLOV

MAHIR] ERIBO

Effect if you copy Anton Krydov: you can copy another Technolozy tile an your Contruction Wheel. Ta do so. you don't need to insert any tile in

Your Bases always cost 3 Excavators, no matter which area
of the Map vou build them. Your Elevalions costs depend on
the area of the Map. as for the basic rule.

Your level 3 Dams can hold up to 4 Water Drops. Your level
[ and level 2 Dams can hold [ or 2 Water Drops respectively,
as for the basic rules.

When you produce less than 4 Energy Units with a production
action, you produce 4 Energy Units instead. Multiply the
total of Waler Drops by the vafue of the Conduit that you are
using: il the tolal is three or less vou should consider the
total to be 4. Then vou must apply any bonus/malus of the
action svmbol and any bonus of your Company board,

You can build your Conduits using Concrete Mixers instead
of Excavators. If yvou use this ability the Conduit costs |
Concrete Mixer multiplied by the Conduit production value.
You cannot mix the two Machineries to pay for a Conduil.

Whenever you build a structure you can pay 8 Credits
instead of a requested Machinery. You can use this ability as
many Limes as vou want, even paving only in Credits. Pul the
Credits in the general supply. nof in the Consiruction Wheel

Take the depicted special Technolagy tile at the beginning
of the game. When you use this Technology tile you can copy
another Technolagy tile of your choice on your Construction
Wheel This special tile copies both the main building effect
and the special effect of the copied Lile.

You have a personal special ability that you can activate
placing | Engineer on the action space of this tile, If vou
use il a second time during the same round, you must also
pay < Credits. When vou activate if, you can copy another
Executive Officer's special ability;

the Construction Wheel You still have to insert the required amount of Machineries,

Effect if you copy Graziano Del Monte: your level 3 Dams can collect ap to 4 Water Drops for the duration of the current lurn and as long as

the 4 Water Drops don't leave the Dam.

Advanced Technology tile performing the Patent Office

G Image

m Base

Construction Type

Flevation

Conduil

Powerhouse

v of vour choice

Construction Type

fase

Elevation

Conduil

Powerhouse

\nv of vour choice

use them for a construction action.

Special Effect

When vou use this tile, place a Water Drop in all your emply
Dams. Do not put Water Drops in Dams which already have at
Ieast one Water Drap. Do not put Water Drops in Newtral Dams.

When you wse this tile, rotate vour Construction Wheel by |
segment for every Elevation that you have built. Connt also the
Flevation you have just built using this tife,

When you use this tile. gain & nomber of Credits oqual to the
provduction value of the Canduit you have fust built meltiplied by 2

When vou use this tile, vou do not have to place Engineers in a
construction action space of vour Company board. (Since youw are
nol using Engineers to perform this action, this can be vour fasl

action of the Rowmd even if vou run out of Engineers.)

When vour wse this tife to build a strictiore, vou do not have to
Jiki)] 3 Credits i vou I|'.l."<_I| e the strincture in a |'.'r.'.l'|'|.".:.ll_'_' SPACe W ith
a red bordered icon. (If yvou placed vour Engineers in the red

hordered action space, vou still fave to pay thase 3 Credits.,)

Special Effect

When you use this tife, prodiuce a number of Energy Units equal
to the number of Bases vou have built, Count also the Base yvou
have just built. The energy produced is recorded on the Energy
Track and can be used to fulfill a Contract.

When you use this tife, place Water Drops in the Dam where you
have just built this Elevation in order to fll it to its maximum
capacity. Take the Water Drops directly from the general supply,

When vou use this tife to buifd a Conduit which costs & or more
Excavators (for its production vafue is 3 or morel, its cost hecome
3 Excavators, (If the cost is 2 or less, it remains the same)

When you wse this tile, you can perform a production action with
a bonos of 12 The production can be performed wsing any of
viour Powerhouse, il must be performed immediately and has no
extra cosl

When vou wse this tile Lo build a structure, vou can use Excavalors
instead of Concrete Mixers and vice-versa, in any combination.




Construction Type

Flevation

Conduil

Powerhouse

{ny of your choice

Appendix 5:
Bonus Tiles

The Bonus tiles are activated during
the Scoring Phase only by those players who have
produced at least 6 Energy Units during the current

Seore 2 Vi fory Points for each
Contract you have [ulfilfed
Count all the Contract tiles {off
any tvpe) you have face down in

vour personal supply.

Seore A Victory Paints for cach
Base vou fhave buifl,

BN s )
| =
Score A Victory Paints for cach
Eevalion vou have buill,

Special Effect

|-|-.".'r'|.' You use ,'_;':.'x |'.'."r' vour dlo not have to I.'.l.".rr ( n'“.'.'_'_'n'.'.'r'n rs in a
construction action space of yvour Company board. In addition,
vou do not have to place the requestied Evcavalors in yvour
Constroction Wheel, (Since vour are not  using weers o
Il.'rr'.":.'.".ll. this action, this can be vour fast action of the Rownd

even iF vou run out of Engineers,)

When vowr use this tile, score 3 Victory Points for each of vour
|I'I|.'I'|'|'\ .'.'I.lu'lll fiave al .'I{'-'J C one |I.||I|'"| .'I'.I.'.-Cl.l'l' Lei II.'I.I{'.'.Il' '..-'JJIIII VO JI{'l-i"lr ..'.-

and level 3 Dams)

When vou use this Uile, produce a number of Energy Unils equal
toe the value of the Conduil vou |'r<'|'.|'_|l'||'\.' Drridt |'.'.l.'.|I'.'.I'||'.'|'.'r'.'|I by 2
cnergy produced is recorded on the Energy Track and can be

usedd to fulfill a Contract.

When vou wse Lhis tile, score 3 Victory Points for each Powerliouse

vou have built. Count alse the Powerhouse you have just built

When you use this Lile, score 3 Victory Points for each Advanced
Ter ."_In'.'n.'."n.'_"_-"‘l Lile vou &t .llrn'.'.'.l-"r.ll s0 far Count afl the Advanced
Ter .l'_ln'.'uﬁ.l:‘_‘l tile in _l..-|.'.lr'l.'.l."."-‘.'_|.ll._||' \I_]'I|'.l|||_|l'. and in Vot Constronction
Wheel,

round (see page 20). but it will be hard to receive a
full reward!

Seore 2 Victory Points for each

Powerhouse vou have built.

Score A Victory Points for cach
Conduit you have buill.

Scare 4 Victory Points for each
Advanced Technology tile you
fave acquired, Counl afl the
bhvanced  Technology tile in
your personal supply and in
sourr Construction Wheel, Basic
Technology iles do nol count.

Appendix 6:
Objective Tiles

Objective tiles give Victory Points al
the end of the game (see page 21) to plavers who have
huilt more elements that fit the tile’s request. Objective
tile's request suggests how to build yvour structures on
the Map. To determine which are the plavers who get

the rewards, count only the elements that correspond
to the request. For each Objective, the first player gain
I3 VPs, the second player gains 10 VPs, the third plaver
gains o VPs.

@‘}99

W yourr Bases connected .'.l_l.
W the Bases and all the a Conduit of vour color (o a
Powerhonses vou have  hoilf Powerhouse of VOuir color. IT
i Durileling \||'.':-'.l|'|"‘1 with a red there are two Bases connecled
hordered fcon, te the same Powerhonse they

hoth count

15 0.

& Il the structure picces {of am
m ‘| type) in the arca of the Map
/ m { (Mountains, Hills or Plains)

g | where vour fave built the most

urirs
(RS

R Y W WE

struclire pleces.

The next two tiles require to build in different basins.

In this case, count all the basins where vou have built
the required number of structures,

I the basins where vou have
built at least one structure
piece of any bype. The maximom
is B fone structure in all the

twelve basins),

=

=3y

W the strircture pieces (of any
bhpel in the area of the Map
(Mountains, Hills or Pains)
where yvour have built the least

structure PEeCes,

W the basins where vou have
|".||-.',|'|',' Jl |'|'.-.l-‘.l' .I'n'-.'.l'."r' structiure
pleces  of any  bpe. The
maximeom is 2 (three stroctures
in five basins. The two hasins at
the bottom of the Plains are not
cownled, because vou can only
place | Powerfiouse there)
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