French Aps, 17 October 1922

The lexarioes Black car crawds apfidl its electric motor
Turming across the aninhabited valles, It stops in a field at
the faot of & mountain and Colone! Dassler steps out from the
vear seal. He is ol alone; Enrico fivi and Joseph Fontaine are
waiting for him.

The Frenchman throws his depleted cigar at the can angrily,
“Foutu batard! We are lreezing oir asses here, and you came
here with that ludicrous parade card”

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

The Colonel steps forward, pretending (o weleome fils two
rivals, e then waves to the mountafn, invitfng them to observe
Lhe cronad of mechs littering its slope, German mechs.

We are doing & fine job. You'll undersiand we are sparing no
expense: and that's the point. | think now ft's time to work
together. There’s so much untamed energy in these mountains,
anted Lelonn't wand it to Gall i Ure wirong hands A vou ieed Lo do
is huild vour dams beneath mine! Well fncrease our elficiency
by several percentage points, OF course, youll take care of the
distrilurtion network and we'll pay for the new. high-altitade
Facilitivs.”

Jaseph Fontaine remains silent. Enrico fivi Stretelies his legs
anid walks downhill towards the only read that connects them
ta the rest of the world. Afterwards, fie speaks with his cafm
vaige. “The wrong hands are vours. my friend. Yo want us to
he vour minions, Dassler? You rst be dunder than vou Hink.
This meet fng is aver,”

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

Ny thanks, My hvdraplane is waiting for me @ the dewnhill
basin. next to our new powerhowse, | think its batteries are
completely recharged In now”

“Well, gentlomen.” replies the Coloned “1 must agree with our
Italian feflow: the meeting is over, amd | fear you are e stupicd
ones. Do vou think this new energy basiness is OVEY business?
There will be a new war And Fm determined to win this one,
Ve watter the cost.”

s i fris words were an agreed signal, the pewerfal machinpes

and mechs ittering the valley start thelr engioes witlh an

arimal-like growl
“owwill Fargive iy manners, meine frenmde, It my generons
offer has been refused. and Um expected samewhers else”,

Hee turns and walks to the glass and steel calin of @ caldeway. A

voung, sharply dressed men s waiting for hin, is arms fall of

fedders and documents.
The calleway starts its steep rise, passing through forests
arnd vallevs, Seems like a Jules Verne novel, the Colonel thinks:
independent. mighty mechs deill the mountain and deip tons
ol concrete, while the fandscape is paiated with the crackiing
putrple energy of dozens of Tesla coils.
The Colonel’s assistan! starts spitting data and mumbers: ~The
gl -altitude facilities are already operational, Hece (herst,
Chir meteoralogy team gave us a forecast of an extremely rainy
spring: We will ot fail.™
Dassler looks at-a distant peint in the mountains, The same
mowmtaing that deveared his men, some vears back, butchered
French machinegun, The Greal War could be a Faded
memaory for this crazy new World, cfiaemed by Teslas energy
revelution and the need for happiness and Vandeville shows,
bt e remembers. And he will not faill this tine.
“We need maney. Frivdrich, Those factlities costed us a leg and
an arm, and we still need a mmning conduit connecting them
to onr downlill powerhouses. And | suspect that the American
warrman will tey lo sefze il before we do.”
The voung men sqiints is eves: “Tell we Tl oeed to close those
conlracts as soon as possible, We can fulfill a coupfe of them
B thie eined o Newember, witfch would grant ws a litle breathing
room. Well be ready for the National ones next vear, for sure.”
Then he hands a thick folder to the Colonel: ¥ alse did that
researcl vou asked me: these profiles are excellent, we will find
& proper executive officer to hamdle next vears operations.”
The calfeway sees its destination, & hage basin of water held
by a massive German dam. Potentiaf eneney ready fo lift the
wardldar the Colonels commanid,

Codonel Dassler puts the docaments back in the file and adfusts
fis coat. It's freezing,
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— fIIN OF THE GfNE —

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 Lhe waler you have stored Lo produce energy and Lo,
therefore, fullill contracts.

The player with the most Victory Points al 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.

Bw producing enough energy (at least 6 Fnerg
Units) and therefore aclivating the scoring of the
Bonus tile for the current round. There is a Bonus
tile for each round and each tile assigns Victor
Points lor one type of structure you have built or
one type of element you own.

During each round

By getting Income on your Company Board.

You will activate income by h:ui.frﬂng a certain
number of Structires,

By fulfilling Contracts that reward with VPs.

3

v using Advanced Technology tiles that reward
with VPs as a special effect.

At the end of the game

By achieving the goal of the Objective tile. Each
Objective rewards the Lop 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,

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

— INPORIANT —
CONCEPTS

The Game Map

The Map represents a part of the

Alps and is divided horizontally into

three areas: Mountains, Hills and
Plains (from top to bottom). Each area is identified hy
a different background and a specific symbol. There
are a number ol basing in each of the three areas. Each
basin has building spaces where plavers can build their
structures. Basins are nalurally connected by rivers:
colored conduils connecl the dams ol a basin Lo Lhe
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 5 basins in the Hills, each containing two
spaces for Powerhouses, two spaces for Bases and (wo
spaces for Conduits.

There are 3 basins on the top of the Plains, each
containing three spaces for Powerhouses, lwo spaces
for Bases and two spaces for Conduits.

There are 2 basins on the bottom ol the Plains. each
containing four spaces lor Powerhouses,

Structures

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

Two different structure pieces are used Lo
creale Dams: Bases and Elevations. Bases can only be
built on building spaces with the related icon. Flevations
can only e 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 plavers. Each Personal Dam belongs to one particular
player: 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.

Waler is Lhe mosl precious resource
in the game, Plavers don't own water
bul thev will try to control il. Water

Drops enter the game al the Headstreams at the top
of the Map. Some Waler 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.
bBasins 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 Lo 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, thal is lo say.
as long as it does nol 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 flow
bevond the Dam. Water Drops are moved one at a time.

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 least 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
grey tubes in the basins help showing the Dams and
the connected Conduits; the colored tubes illustrated

on the Map represent possible connections that only

become active when a plaver places a Conduit piece in
the corresponding huilding space).

Plavers must build Conduils o 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 Lhe same
basin are nol considered connecled.

The structures involved in production

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

The Dam holding one (or mere) Waler Drop must
belong to the player performing the action, 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
Lthe action must pay | Credit to the player who owns
the Conduit, while the plaver owning it will score |
Victory Poinl. for every Water Drop that was moved
through the Conduit.

Powerhouse Your color
UHIH Your codor or neatral

Your color or another

Conduil player’s color,

In order o produce energy, yvou must move Walter Drops
from a Dam Lo a connecled 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 poasible. Connecting
a Powerhouse to a Neutral Dam
i5 the fastest way, but Neutral
Dams will scon show their weak
point: all players can use them
and exploit the water they're
holding!"

| T

Using Energy
Energy Track

When you 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: Lhe amount of

Credits vou gain for that round. vour eligibilly Lo score

Victory Points for the Bonus tile and Victory Points for

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

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

Energy Units
required to Foifill
the Contract

=

If the amount of produced Energy Units either reaches
or exceeds Lhal value, the plaver immediately obtains
Lhe reward shown on Lhe right part of Lhe Contractl. 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,

Immediate reward
when the Contract
] is fulfilled

Q)

fi is passible to fulfill only one Confract per
single producction,

— RULIBOOK
CONCEPT

Barrage is a complex game. For this reason we decided
to explain Lhe 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.

Il vou are plaving Lhe introductory game we advise vou
to ignore the advanced rules: vou can read them when
vou are ready Lo play vour first full game. You will also
find some tips from the game designers Lo help vou plan
vour strategy in vour firsl games as vou read Lhrough
the rules!




GENERAL SETUP

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

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

Place the Machineries (Excavators and Concrete Mivers) 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.

Shuffle the Headstream tiles and randomly place 4 tiles Face up in the

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

Remove the Bonus lile shown in Lhe Setup image and shufTle the
others. Randomly place 5 Bonus tiles face 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.

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

Shuffle the National Contract tiles. Pick a number of Contracls equal
to the number of plavers minus one and place them face-up in the
designated spaces on the Management board. Pul 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 Lhe Managemenl hoard. Pick the first two tiles from each
pile and place them face-up next Lo Lheir respective piles.

Divide the Neutral Dams Setup tiles according to Lheir backs. then
randomly draw one tile [rom each pile. Place Lhe Neutral Dams in the
building spaces of the basins indicated on the Liles vou picked. There
is alwavs a level | 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 T and place them face-up in the
designated spaces on the right of the board.
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This Image iflustrates a <-plaver game setup,
If vou are playing a d-plaver game, vou must place Engineers of the
Lampan nol in use (see mext _|'.-.:'.:_"'|'-I in all the action Spaces with & 4~
svimbaol
If vou are plaving a 2-plaver game, you must place Engineers from thi
Companies not in use inali the action spaces with a 53+ "and a 4" symbaol

Place the Engineers in both sction spaces.on the feft and on the richt




For the introductory game assign the Company
boards and Executive Officer tiles to the plavers
according to the Lable below.

Place each Executive Officer tile on the left of the
associated Company hoard.

Ist Player

Executive Wilhelm = Jill
Officer Adler MeBowell

Place all

pieces (Bases. Elevatit

5 Bases

Powerhouses! in

I ¢
i

INTRODUCTORY PLAYERD SETUP

Each player receives every component in Lhe
color associated with their Company board and a
Construction Wheel which must be placed next to
their Company board as illustrated below.

Ard Player

(R
|I \ LINTCD

I Wi

/ Green

Solomon
I Jardan

he s

. & wias) "™ 2(2]2) " O2 22 P

struciore

15 Conduits,

their relative

5 Elevations spaces on the Company board.

5 Conduits

4 Powerhouses

5 basic Technology tiles
1 Construction Wheel
12 Engineers

Fach player receives 6 Credits, 6 Excavators

and 4 Concrete Mixers.

Place the starting Machineries an

{

Credits in yvour personal supply on
vour LExectiive (HTioer ."-'.llr" Ki e
VOIS |I.|:'_:_r|'r.'l'l s vour Tex II.'H-'?.rI‘.;."'
tiles and vour Starting Confract

next to your Company boand,

4th Player

France

fosenh
Fontaing

Viktor
Fiesler

Fach player receives the Starting Contract tile

matching Lheir Company, as shown on Lhe Lable

ahove,

Place the Turn Order markers on the designated
spaces at the beginning of the Energy Track according
to the order shown in the previous page table.

I a d-plaver game, the Ath space in the tarn order
will not be used. In a 2-plaver game, the Sed and Ath
spaces will not be used.

Place Lhe Energy markers in Lhe starting space of Lhe
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 "100"
icon face down.

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
them with each Company board (put any remaining tile back in the box). Randomly pick a number
of Starting Contract tiles equal to the number of plavers 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,

Paul




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

Income and Headstreams
Actions

Water Flow

Scoring

End of Round

INCONE AIND
HEADSIREANS

This phase can be plaved simullancously by all players.

All players get the active income on their
Company boards.

Income is represented by the symbol 1. The active
income is illustrated inside structure spaces (there is a
smaller reminder above the same space).

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

tiv building the second bBase, Elevation and Conduit, von
will receive the first income related to that element. By
building the fourth piece of the same structure, vou will
receive the second income {more profitable than the
first). By building the fifth piece, vou will receive the
third income. The first two types of income in each line
are different for each Company board. The third income
is the same for all companies (7 1Ps).

pi 2] | [2]2] " [2]2]2) " B2 /22 "
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Powerhouses do not provide income; they boost the
production of energy., instead. For a detailed axplanation
of this feature, see Appendix 2 at page 24.

{ .
myaiy will need structures of

different type to produce
energy, but it you build more
nisces of the same structure
-‘-.’J'.l will activate your company
t:mm:ue, which is one of the keys

+o winl”

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

Each Headstream tile shows a symbol 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 Waler Drops will starl Mowing on the Map during
the Water Flow Phase (see page 19).

Round Water Drops
number I@ '_T:@ [II@ IU@' number

e

ACTIIONS ——

Players play their turns one afler the other following
the turm 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 fes

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 your
supply, you must pass.

The Actions Phase is over once all plavers have passed,

There are different types 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 Lo a construction action. This action
allows vou to build a structure.

Al players have their own action spaces (they cannot he
used by any ol the other plavers).

These spaces’ requesls increase rom left Lo right: Lhe
more structures vou build during a round Lhe more
Engineers vou will need.

In order to perform a construction action yvou musi
follow these steps:

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

Il vou place your Engineers in the space with a red
outline you must pay an additional lee of 3 Credits.

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 svinbol) from
vour supply. IT vou have neither the Technology tile of
a given structure nor a wild tile vou cannol build Lhal
strocture.

6 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.

Differenl costs are applied Lo each struclure (for a
detailed explanation of construction costs, see e next
pagel. I you don’l have all the required Machineries.
vou cannot perform Lhe construction action.

Rotate your Construction Wheel by one segment.

Move the Construction Wheel clockwise, so that both
the Technology Lile and Machineries are shifted from
Lhe open segmenl to the next segmenl.

@ 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 [ncome Phase (see page 12).
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You can build 4 types of structures. Lach structure has
a different function and a different cost,

The Base o

It is used to create a Dam that collects

l.l \ and holds the water von will need for
production.
It can be buill 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 Credils,
You cannot build two Bases of the same color in

Lhe same basin,

The Elevation e

It is wsed to increase the amount of

ﬂ“ waler thal a Dam can hold.
It is alwavs buill over a Base or anolther
. Elevation belonging to vour color {there aren't
building spaces with the Elevation icon),
- It costs 2 Conerele Mixers iF buill in the Plains
area, - Concrete Mixers if built in the Hills area

and 4 Concrele Mixers iF built in the Mounlains
ared,

Do not pay 4 additional Credits if vou build it
over a building space with a red autlined icon.
There can never be more that two Elevations
on Lthe same Base fa Dam's maximom level is
three),

The Conduit o

Il is used to bring Water Drops rom a

Dam to a Powerhouse during the production,

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

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

The Powerhouse o
It is used to activate the prodoction of

Cnergy,

It can be built in any available building space
wilh the Powerhouse icon.

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

IT budlt in a building space with a red oullined
icon-it has an extra cost of 3 Credits.

You camnol buoild two Powerhooses ol the
same color in the same basin.

Plains Hills Mountains

3 Excavators I Exvavators 3 Excavators

o ] o 10

2 Concrete 4 Loncrete I Concrete
Wivers Wivers Wivers

Elevation % % @

2 Concrete Mivers + | Concrote Miver
X prrevinsly bt Powerhouse

m:@ .-.furrgg} 'fm@ / am%}
Powerhouse

2 Excavators
v Condnit prodnction valme
et
{ondit

"rhoosing Which struc urt-.z-.nd
where to build 15 one of tm;j
trategic

decisions in Barrage. You might
y n't produce

] i me P
energy during the £iprst Tounds,
but being able 1o autl'-.-'m..e :
production fpom the beginning
of the gane 18 uspally the
3 Try to connect

most important and s

win even if you ao

sgsiest solution.
your Powerhouses toa Dam &5
) i L
s00N &5 Yyou can!
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Machineries, Credits and Technology tiles

Excavators and Concrele Misers are unusual resources.
When vou ose them Lo build a structure they are nol
spent” forever: they are invested for a certain amount of
time on the Construction Wheel until they will be
available again aller a complele rotalion,

When you get a resource (in amy way), Lake il 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 Lo vou.

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

There are five types of Technology tiles, one for building
cach 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 wav: they stay on
the Construction Wheel until they return to the enlry
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 players.
meaning that plavers are in competition with one
another Lo occupy the action spaces: Lhe lirst 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 I7).

Lvery Managemenl aclion has lwo spaces where you
can place your Engineers, one on Lhe left and one on
the rightl of the aclion symbol: the action space on the
right costs more Lhan Lhe First, but it gives vou a second
chance Lo perform an action il the lirst space is already
occupied. Both action spaces can be occupied by the
same plaver during the same round.

Some actions have a cost indicaled in the action
symbol. This cost must be paid when the Fngineer s
placed together with any extra fee Tor 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 Actl 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 board.

TURBINE STATION
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This section allows vou to activate the production of energy.

Whenever vou see this svmbol vou can
aclivale a production, evenlually applying
the bonus or malus indicaled by Lhe
number in purple.

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

AL least one Water Drop on a Dam of your color or a
neutral Dam:

\ Powerhouse of vour 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 Water 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 |
Victory Point for each Water Drop.

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

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

( ¥

“Should you receive a malus

on production, don't worry. At
times, even a small production
of ‘energy issufficient to scope

Victory Points and to fulfil

# E

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 you
produce more than 30 Energy Units. flip your Energy
marker showing the "5307 symbol upwards. go back Lo
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 immediately collecl Lhe reward shown on the
Contract and turn it face-down, but you cannot fulfill
this Conlract again in Lhis game,

You can [ulfill 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
both of them.

er t1E ﬂ'C'

a good ides o Produce
: ENErgy without n Neving a
ontract to fulfil], nonetheless
ometimes you will doit just to

“ Upon the Energy Tpagk!

i
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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
oWl

National Contract tiles do nol go into the plavers
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.

e o

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 if the Dam is already ull
the water 5irup!}' overflows and continues its course
towards the lower basins,

|
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WATER MANAGEMENT

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

You can decide on which Headstream Lile Lo place them
and you can also divide the Waler Drops between two
headstreams. You can even place only one Walter Drop, if
vou wish. These Waler Drops will only Mow down during
the Water Flow Phase, see p.'uf(- 19,

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

You can decide on which Headstream tile to place it.

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

Your can alsa add waler to headstreams as a resoll
of certain Contracts and as an [ncome, Moreover,
headstreaims automalically produce waler during
the Headstreams Phase,

"Iry to predict where Wat
Drops will flow and rr",:-
carefully whepe you place them.
you'd rather Pin] Up your Dams
| than those of oth 1T players|"

This section allows you fo 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.

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

WORKSHOP

This section allows vou to rotale the Construction Wiheef (o
spoed up the return of Technalogy tiles and Machineries.

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

IT there is a cost depicted in the action symbaol, pay Lhal
cosl. After each rolation of the wheel feach segment)
vou must immediately take back any Machineries or
Technology tiles that is back in the open segment.




Your can also rolate the Construction Wheel as
a result of certain Contracts and as an fcome,

MACHINERY SHOP

NICEIREE sl

This section allows yvou to 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,

Yo can also receive Machineries as an effect of
certain Contracts and as an fncome,

CONTRACT OFFICE

LA ) R N

This section allows vou lo acquire the available Contract Liles

Take ONE available Private Contract
@ tile for free.

Chm 00 Pay 1 Credit and take TWO available
Private Contract tiles.

You can choose which Contracts Lo take, but only among
those face-up. You cannot pick National Contracl liles.
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 alwavs

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 to discard.

Already fulfilled Contracts (face down)are not counted.

PATENT OFFICE

PO ornii

This section allows vou toacguire Advanced Technology
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 tile and
add il to your personal supply: it will become
immediately available during this round.
Advanced Technology Liles allow vou Lo build
structures in Lthe same way as the basic
technology tiles, but they have an additional
special elfect which is activated only when
vou use them.

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 al page 25.
Yo =

— 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 filling the Dams

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

Drops equal to the Dam’s maxinum capacily, thal is. ils
level] Lhe next Waler Drops low past it. The Water Flow
Phase is over once all the Water Drops have been placed
or removed, i they have reached the lower basin.

| !
Wister starts flowing from the
neadstreans. That's why hi gher
a1titude dams, eVen thoagh more
expensive, get water before the
Jower cnes!"
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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 players who have produced
al least | Energy Unil. In case of a tie for the [irst
position, sum up both bonuses (6 and 2 VPs) and split
them evenly between all the players who tied, rounded
up. Anv other plaver won't get the bonus for the second
position. In case of a Lie for the second position, all the
plavers who Lied gel 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
vour marker is on the number “0)° space, then vou will
gain 3 Credits but lose 3 Viclory 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 roumnd is the leftmost visible one. For a detailed
explanation of all the Bonus tiles, see Appendix 5 at
page 26.

Full Reward: If vour Energy Marker is in the section
related Lo the current round for further), you will
aclivate the scoring of the Bonus tile.

Reduced Reward: II' vour Energy Marker is in a
previous section than the current round section. vou
will activate the scoring of the Bonus tile, but vou
musl reduce the Bonus tile reward by 4YPs for each
section you are hehind,

Plavers can never lose VPs from the Bonus tile scoring.
II'the reduction vou get from 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 vour Energy Marker is before the number
67 space on Lhe 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 symbol 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).

— {ND Of houlD

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 lirst plaver, and so on. Il there is a
Lie 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, £ gl ™\
discard them by putting them back [ - t
in the box.

Take three new Advanced Technology
tilesand place them face-up in the designated
spaces, First, pick the tiles from pile “1"; when
depleted, pick them from pile “11" and finally
From pile 11"

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

£ND OF TN GfNE —

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
5 VPs. In case of a lie, 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 b at page 27,

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

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

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

The player with the most Victory Points wins.

In case ol 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).
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Appendix I:
Basic Symbols

Here vou will find a briel descriplion
ol svimbols more used in the game. You can lind these

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

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

Score the indicated namber of Victory points.
Wove vour VP marker accordingly.

Receive the tndicated namber of Excavators.
Take them from the general supply.

feceive e indicated number ol Conerefe
Mixers. Take then from the general supplhy.

Receive the indicated number of Maclineries,
Your can freedy choose which 1o receive, Take
them from the personal supply.

Move vour Energy marker on the Enerm
Track by the indicated number of stops. You
canmot use this amount of Energy Units to
Tulfill Contracts.

Wove your Energy marker on the Lnerm
Track by the indicated number of steps. You
g wse this amound of Energy Units to Qulfill
Contracts

Place the indicated mumber of Water Drops
on Headstream les of your chofee. These
Walter Drops will flow during the Water Flow
Phase.

Place the indicated number of Water Drops
ol Headstream les of vour chofce. These
Water Drops flow immediately.

IPPINDICLS
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symbols on Contract tiles. Company boards and in
certain other elements of the game.

Place one ol your Bases in-a Tree building
space on the Map. Take the leftmost Base
from vour Company board.

Place one of your Llevations over ane of vor
Dams (max 2 Elevations per Dam), Take the
leftmost Elevation from vour Company board.

Place one of your Conduils in a free building
space an e Map, Take the loftmost Conduit
from vour Company boared.

Place one of vour Powerhouses inoa free
huilding space on the Map. Take the leltmost
Powerhouse from yvour Company board,

Place one structure of vour choice. Take Lhe
feftmast piece from vour Company board.

Puit the indicated number ol Concrete Mixers
in the open segment ol vour Construclion
Wheel. Take them from vour personal supply.

Put. the indfcated noember of Excavalors
frir the open segment ol vour Constenction
Wheel Take them from vour persanal supply.

Pt a Technology tile of vour-eholce in
the open segment of your Constraclion
Wiheel

Ihe Conduit’s value. Lach  Water Drop
that moves Hrough this Comdeil during
production generates the indicated number
ol Energy Lnits,

Appendix 2:
Company Boards

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

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

[l the Water Drop is moved to vour Powerhouse through a
Conduil lor a production action thal either vou or another
plaver who has a Powerhouse in Lhe 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
(as wswal, vou cannol gse this enengy to folfilf a Conteact )

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

honus of +4.

After you have performed a production action, you can
perform 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. the Energn
Units produced with the second aclion are only Lhose
gencrated by the Water Drops multiplied by the Conduit's
value, The productions are separaléd so you cannol add
their resull together Lo Tulfill & single Contracl fon the
other Band you can flfitl a Contract with each production),

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

== 43
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Appendix 3:
Executive Officer Tiles

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

8

WILHELM ADLER
4
GRAZIANO DEL MONTE
VIKTOR FIESLER
JILL MCPOWELL
SOLOMRON P JORDAN
ANTON KRYLOV

3 OR R

MAHIR] BERIBO

Effact if you copy Antan Krylov: vou can copy another Technolooy- tile on your Contrvetion Wheel To da so, vow don't need to insert any tile in

the Company special abilities, thev provide a great

variety of gameplay.

Your Bases always cost 3 Excavators, no matter which area
of the Map you build them, Your Elovalions 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
Fand feved 2 Dams can hold Lor 2 Water Drops respectively,
as for the basic rules,

When you produce less than 4 Energy Units with a prodaction
action, you produce 4 Energy Units instead. Multiply the
total of Waler Drops by the vafue of the Conduit thal you are
using: il the tolal is three or less you showld consider the
fotal to bed. Then vou must apph-any bons/malus of the
action svmbol and any bonus of your Campany board,

You can build your Conduits using Concrete Mixers instead
of Excavators. If vour use this ability the Conduit costs |
Cancrete Miver multiplied by the Conduit production value,
You cannel mix the two Machineries to payv for-a Concduit

Whenever you build a structure you can pay 3 Credits
instead of a requested Machinery. You can use this ability as
many Lintes as vou want, even paving only in Crodits: Pul i
Credils i the general supply. nol in the Construction Wheel

Take the depicted special Technology tle at the beglnning
of the game. When you use this Technology tile you can copy
another Technolagy tile of your choice an your Construction
Wheel s special tile copies both the matn bullding offect
and Hie special effect of the copied tife,

You have a personal spockal ability that you can activate
placitig & Ergineer-on the actlon space ol this tile. I von
st (@ secand fime during e same cound, you st @lsao
pay 4 Credits. When vou activate if, you can copy another

Executive Officer’s special ability.

the Construetion Wheel, Yot siiil have to insert the required amount of Machineries.

Effect if you copy Graxisno Del Monte: your level 3 Damns can collect up to f Water Drops for the duration of the current lurn and as long as

the 4 Water Dyops don't foave the Dan.

Appendix 4:
Advanced Technology Tiles

Advanced Technology are tiles which
work in the same wav as Lhe basic Technology tiles: they
are placed on your Construction Wheel when vou perform
a construction action to build structures. You can take
A\dvanced Technology tile performing the Patent Office

G Image

Construction Type

Flevation

m base

Conduil

Pawerliouse

Ly of vour choice

Construction Type

Baso

Fevalion

Conduil

Powerlouse

\nv of vour choice

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
use them for a construction action,

Special Effect

When vou use this e, place a Water Drog i all your empl
Dams Do not ot Water .II.;'.I.IIJII_\ in Dams which ,'ll'_r'n'.':l.'_lf'. haves af
feast one Water Deop. Do mot gart Water Drops in Neatral Dams:

When vou use this tfe, rotate vour Construction Whes! by |
seament for every Elovation that vou have bailt. Count afso e
Elevation vou Tave fust Sl using this (i,

When you wse this e, gaim a nomber of Credits cgual to tHhe
prodlnction valie of Uhe Conduit you Gave just bl idtipled by 2

When veur ose this tile, vou do not have to place Engineers in a
construction action space of vour I"n.-.'.'_llr.'.l_n'. hoard, (Since vou ane
nol using Engineers to porform this action, this can e vour fasl

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

When vou use this tife to huild a strictire, vour do not have to
pay 3 ( relits i vou place the strueture in & |'.'r.'.l'|'r.'r'.ll_.'_: space wilh
a red bordered icen. (IF vou placed vour Englneers fn the red

hordered action space, vou still ave to pay those & Crodils,)

Special Effect

When you use this tile, produce a paomber of Energy Units equal
Lo the number of Bases you Rive biilt, Count also the Base yvou
fiave fust budle. The energy produced s recorded on the Energ
Track and can be wsed to fulfill & Contract,

Whean you use this e, place Water Drops i e Dam where you
fave just Dudlt Hels Elevatfon fn order to Bl Lo (s maxininn
rapacity. Take the Water Draps directly (rom the general stpph

Wheir vou use this e to bhoilkd g Condafl wiich costs & or more
Excavators (for its production value is 3 or more), its cost becone
a Eveavators (IF Hho cost 5 3 or fess, Bt remaing the same,)

When you wse this tle, vou can perforimn & production action with
a bomgs of +2 The production can be perfaromed asing any of
vour Powerhouse. it must be performed fmmediatel and has no

BN O

When vour wse this Lile Lo budld & stroclure, vou can ose Excavalors
instead of Concrete Wivers and vieo vorsa, in anyv combinatian.




Construction Type

Elavation

(ol

Powerhouse

Any of your choice

Appendix 5:
Bonus Tiles

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

Seiore 2 Victory Points far cach
Contract  yvou wve Tullifled
Coantall the Contract Hiles fof
any ) v have Face down in

vourT personal '\--'.'J'illﬂll_

Score A Vietory Pojuts for each

Base vout fave Bt

i f
|
Score A Vietory: Paints for cach
O Efevation vou fave bt

Special Effect

L il il ; ! [
Vien vou use this tile vou do not have lo place Engineers in a

construclion action space of vinir Company board T addition,
vor oo nol fhave o ||.-|'.|- o e .'|'.-||.'.'.-'-..'."\r|' FAGIvalors i Yo
Constrioction Wheel, (Since: vour are oot wsing f nginesrs. (o
Ir.n'n'.";.'.".ln. this action, this can be vour s action. of the Rownd

even 1 vou run ool of Engineers,)

When veur ase this Hile, scare 3 Vietory Points for each of viai
II-I..'Il'-"\. { |II.III Illnlu'l'ul' al .'I".l"-lI (P II.|'.|'". a0 II||I|I'-|I| -f.lllll. VIO Ill"l-r'.I ..-

and Jeved 3 Dams)

When vou wse this tile, produce a number of Enerey (nits equal
to the value of the Condiwil vou fave Jusl buerift -'-'-'-''II-'.',I'-'II-""-'IJ by 2
[ enersy prodi il is rocorded on the Enerey Track and can he

sl o .'l'.llllln'.'l.'I A Contrack.

Wihan vou tise this tile, seore 3 Victory Points for sach Powerloise
viorr fave Innile, Conrnt plsa the Powerlionse vou fave just el

using s Lile

When vou wse this tile, Scory 3 Vietory Paints for cach Advanced
Technology tile: vou aeguired xo far Count afl tie Advanced
Technology tile fn vour personal '.-n_.'l_llll". and in vour Constroction

||.'.'-"-""

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

score 2 Victory Paints for each

Pawerhouse vow ave bhuilt

Soare o Viclory Points for cach
Conduit vour fiave buill

Soore 4 Victory Peints for cach
bebvaneed . Teohnology: (il you
have acguired, Count all the
lefanens!  Technplogy tile dn
vt preesonal - supply and
venir Constenotion Wheal, flas
Technofomy tles do nol conl,

Appendix 6:
Objective Tiles

Objective Liles give Viclory Points al
the end of the game (see page 21) Lo plavers who have
huill more elements that 150 the tile's request, Objective
lile's reques! suggests how Lo build your structures on
the Map. To determine which are the plavers who gel

Hoo

; I the Bases and afl the

FPowerlonises. vouir  have Dhuill

. i butfelinge spaces with o rod
s | bardered feon

W the strectore pieces {of am
tvped dne the are of e Map
(Mountaing: Hills or PMains)
witere vour fave built the most

st IIrH';Ir.".‘ [

The next two tiles require to build in different hasins.
In this case, count all the hasins where vou have built
the required number of structures.

iff the basins where vou huve
built at least one stmectore
priecer ol any Dvpes, The maximiom
is 12 fore strocture in all the
twedve hastis]

Lthe rewards, counl only the elements that correspond
Lo the request. For each Objective, the first plaver gain
15 VPs. the second plaver gains 10 VPs, the third player
gains » VPs,

I -;_-rh I I'I.II ViMIY -'I':n""""' e ||r||' ||I|
il ‘-;_j
i aaa |
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g Candwit of vaor color 1o a
Powerfionse of vour colar I
there are Two ."-.."r 5 CENETTE |'|'|.|l

fo tho samo M

owerrhomrse fhe

botl connt

B

W the strireture pieces fof am
Dped dacthe area of the Map
|"||'|.'|'|'.'.l|'._l|'.ll‘-'. f.llf.f."-\. far J"l'..'ur'\-_l'
where vou fiave built the least

| '.n'.l'n'n'n'I'h'.'r'_.'l.'a'n'."\

As
Ly
F::Jr
E’.iif:.tt
<

-

W the basins where vour have
Deilt at least three strocture
pleces of  anv tipe, The
maximm £s 2 (Hhree stroctiones
In fve basins. The fwve basins ai
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