
Years have passed since your successful foray across the great American West, stopping at 
tiny little Whistle Stops while building a massive railroad empire. Now you're investing your 

massive profits in new technologies, deep in the Rocky Mountains where there is an abundance 
of water, coal, iron, gold ... and whistles! 

GOAL 
Score the most victory points (VPs) by building fantastic machines, improving your company, and training your workers to use the 
resources ofWhistle Mountain. But be careful-as you build higher, the snow begins to melt, raising the water level higher and higher. 
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1 Gameboard (in 4 pieces) 

17 Starting Abilities 

CONTENTS 

1 DuplicatorToken 

4 Player Boards 

24 Upgrades 

[�] 
16 Small 
Machines 

24 Awards 

8 Water Bars 

i 1 
7 

2 Water Bar Holders 

20 Medium 
Machines 

18 Large 
Machines 

,i 
16 Coal Tokens 16 lron Tokens 16 WaterTokens 16 Gold Tokens 16 Whistle Tokens 

Victory Point (VP) Stars: 

1 5 

40 1 VP Stars 16 5 VP Stars 23 10 VP Stars 13 50 VP Stars 40 Cards 

36 Workers 
9 each in 

four player colors 

PLAYING YOUR FIRST GAME 

42 Scaffolds 

4 Hot Air Balloon 
Airships (1x1) 

in four player colors 

4Blimp 
Airships (2x1) 

in four player colors 

4 Dreadnought 
Airships (3x1) 

in four player colors 

Some game pieces have star-shaped screws (*). These are more advanced than round-screw pieces. 

For your first game, remove from play the following pieces with star-shaped screws: 

Medium Machines (3): Dispatch, Elevator, Lift 

Large Machines (7): Coal Slide, Doomsday Device, Jetpack Lab, Sanctuary, Swap Meet, Toll Bridge, Trap 

Starting Abilities (4): Aeronaut, Architect, Dreadnought, Team Lead 

Upgrades (4): Duplicator, Extension, Lifeboat, Shuttle 



• 
Assemble the game 
board and J)lace it in 

the middle of the table. 

0 
Place 3 random small---=��= 

machines faceup, 
and the rest in a 
stack facedown. 

• 
Place 3 random 

medium machines 
faceup, and the rest 
in a stack facedown. 

0 
Place 3 random large 
machines faceup, and 

the rest in a stack 
facedown. 

Place the 2 water bar 
holders in the slots, 
and then stack all 8 

water bars below the 
first row of the grid. 

e 0 
Randomly Take a player board 
choose a and 3 airships in 

starting play
e 

your color. 
" 

Each player takes 1 coal, 
1 iron, 1 gold, and 1 water. 

Player 2 takes 1 extra water. 
Player 3 takes 1 whistle. 

Player 4 takes 1 whistle & 1 
extra water. 

GAME SETUP 
e 

, Create a pile 
ofVP Stars. 

.. 

1 

Shuffle the cards and place the deck 
facedown on the card draw pile. 

G 
Place the Duplicator 

token near the 
/ game board.

OQ 

G) 
Place 3 random 

upgrades faceup, 
ani:J the rest in a 
stack facedown. 

8 
Place 1 random 

award faceup on 
each other level of 

��=-- the tower, and place
'�=� 

the rest of the 
rewards facedown 

near the gameboard. 

0 
r==-=::::::=,=Place 4 rescue awards 

on the lowest level of 
' 

the tower. 
ra .... 

;;9 8 
c;:::::::, Create a pi le 

, , • of resources. 

�--llilli'w • PLAYER SETUP 
e 

Starting with the 
Stand 1 of your workers on each level 
of the barracks, and then place your 

other 2 workers in the whirlpool. 

0 start player and 
Starting with the last moving around the 

player, take a number of table to the left, take 
starting abilities equal 2 scaffolds from the 

to tne number of top of a single 
players+ 1. Keep 1, then scaffold stacl< and 

� pass the remamder of place 1 of them so 
.-...... starting abilities to the that at least one edge 

right. The first player aligns with the 
discards the unchosen bottom of the grid on 

t t. b·1·t ft the gameboard (do s ar ing a 1 1 Y a er not score VPs for thistaking one for placement). Keep the themselves. ..____=========other scaffold in your
storage. 
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HOW TO PLAY 
Beginning with the starting player, each player takes turns in 
clockwise order. On your turn, you may take one Main Action 
(either Collect or Forge) and one or both Bonus Actions, if you 
have an award and/or card to activate. 

MAIN ACTION: COLLECT 
Take one airship docked on your player board and place it on 
the gameboard: on the grid, on a machine, or in a dock. lf no 
airships are docked on your player board, you may not take 
this action. 

PLACING AN AIRSHIP ON THE GRlß OR A MACHINE 
Place an airship so that it occupies one, two, or three empty 
orthagonally adjacent squares (based on the size of the airship 
placed) on the grid or entirely on a single machine. 

lmmediately collect pictured resources from each 
orthogonally adjacent scaffold or water bar space. You may 
also activate orthogonally adjacent machines and/or the 
machine the airship was placed onto. Collect resources and 
activate machines in any order you wish. 

You may not place your airship so that it covers any other 
airship, any piece of scaffold (that isn't covered by a machine), 
or more than one machine. You may not activate a machine 
that was placed after you place your airship. 

RESOURCES: ,, 
You gain and spend resources throughout the game. 
Resources are: coal, iron, water, gold, and whistle. 

Gain resources from the supply and keep them in the 
storage area on your player board. At the end of a turn, 
you may keep a maximum of 4 of each resource. Return 
any excess to the supply. 

When you spend resources, take them from your storage 
and return them to the supply. 

Whistles are wild: when you need to spend any resource, 
you may spend a whistle instead. When an action requires 
you to spend whistles, however, you may not substitute 
other resources for those whistles (unless some ability 
allows it). 

EXAMPLE: PLACING AN AIRSHIP ON THE GRlß 
Yellow would like 
to place an airship 
on the grid to 
collect resources. 
Yellow's hot air 
balloon (1x1) and 
dreadnought (3x1) 
are available. 

Placing their 
dreadnought in 
the space outli ned 
in green activates 
three machines 
(Automation, Black Pointer, and Double Coal) and gives 
access to 3 water. After placing there, Yellow gains 3 water 
(from the water bar below), 3 coal (2 from Double Coal, 
and 1 from Black Pointer), 1 VP from Black Pointer, and may 
also build a scaffold or machine by paying an iron (the 
Automation machine). Yellow collects the resources and VP, 
but does not activate Automation because they don't have 
any iron. 

EXAMPLE: PLACING AN AIRSHIP ON A MACHINE 
Next, Red would 
like to collect 
resources from the 
grid. Red's blimp 
(2x1) is available. 

Placing the blimp 
in the space of the 
machine outlined 
in green activates 
three machines 
(Automation, 
Black Pointer, and 
Disassembler), and 
also gains them a gold from the scaffold to the right. After 
placing there, Red gains 1 gold (scaffold), 1 coal (Black 
Pointer), 1 VP (Black Pointer), and then spends an iron to 
place an "s" shaped scaffold to the left of the Automaton 
machine in the pink outlined space, earning an additional 
4 VPs (see the "How to build a scaffold" section on page 6 
for details on howVPs are given out for building scaffolds). 



PLACING AN AIRSHIP IN A DOCK 
Place your airship in an unoccupied dock around the 
edges of the gameboard. lmmediately afterward, you 
must do the indicated activity. You may not dock your 
airship where you cannot afford the activity. Airship 
size does not matter for docking. 
Place resources to pay for an activity from your storage 
into the supply. Keep scaffolds, machines, cards, and 
awards that you control in storage to the side of your 
player board. 
Some abilities allow you to "bump" airships that 
occupy a dock you would like to use. That ability sends 
the airship back to dock on its owner's player board 
when you place your airship in the dock. 

LIMITS: rl 

Cards in your hand are kept secret, but the number of cards you have 
is public knowledge. Discarded cards are always placed faceup in a 
single discard pile. lf you need to draw cards but the deck has run out, 
shuffle the discard pile and place it facedown to form a new deck. 
All other items in your storage are public knowledge. 
You may not take more than 6 upgrades. 
There is no limit to the number of cards, awards, machines or 
scaffolds you may have, and it is possible to run out of them (as well 
as upgrades) during the game. Discarded scaffolds are placed on the 
bottom of their stack. 

CARD DOCK 

SMALL MACHINE 

DOCK 1 

Spend 2 coal to 
gain one smal 

machine. 

SMALL MACHINE 

DOCK 2 

MEDIUM MACHINE 

DOCK 

Spend 3 iron to = :

gain one medium ...... __..._ machine. 

LARGE MACHINE 

DOCK 

Spend 3 iron 
and 2 coal to 

� gain one large 
machine. 

Replace empty 
machme spaces with 
new machines from 
the facedown stack. 

UPGRADE DOCK 

SCAFFOLD DOCKS 

,:::::::= Gain 1 scaffold for free from the top of 
one stack, or spend 1 whistle and gain 

== 2 scaffolds from the top of any 
combination of the stacks, or spend 2 

= whistles and gain 3 scaffolds from the 
top of any combination of stacks. 

Once you pick up a scaffold, you must 
keep it. The scaffold beneath it is 
immediately available afterward. 

RESCUE DOCK 

= Rescue 1 of your workers from the 
whirlpool and move it to an empty 

scaffold space above the water. 
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