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Long ago, the Great StateR&venshire sent geologists to find new resources. Nardir Badger weattamd s | a n
an unfriendly, desolate land, where in the near mountains he discovered a new valuable resource that in the futu
was about to change the world as it allowed for réggtinological development. That resource was coal.

In his honour the land was named Nardir. News of the discovery rapidly reached the nearby nations of Calestia al
Awnhar.

All three nations created a few settlements around the mountain, and as time passed, they grew into large cities.

New mining technologies emerged thanks to the cooperation of Ravenshire and Awhar allowing for rapid economi
growth and development. Calestia was not pleased with such a turn of events and wanted to take over the resour
for themselves. Under GeneralMa us Zai ni 6s command, it attacked tF
defense was the attack pushed back, this is how multiple years of the Great War began. Through the mutual effort
Ravenshire and Awhar under the command of Sybilla Hawk aras8at Harriden, Calestia was defeated.

After the war was over, Ravenshire, Awhar, and Calestia decided to cooperate to secure further development a
prosperity.

In this world of difficult negotiations angblitics, in striving for peace and setting the terms of the covenant, a major
role was played by barons of four factions: the Steambridges, the Iron Horses, the Skycarriers, and the Clockwork

One of their ideas for further development, and exploitation was to build a railroad that would connect three nation:
this would allow them to trade, exchange goods, resources, and technologies, and states would not interfere with th
affairs.



Today, as a descendant of one of the Barons fight for influence by transporting required resources and quietly lobby
clerks in state positions. Faction that will have the most influence on the ecemgiingominate the market and win
i will it be you?
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GAME COMPONENTS:

Main boardi size720x480 mm Management Boarid Size480x480mm

Resources

20 markers . 20 markers 1 Round Marker 45 InvestmenMarkers@
of valuel (bras9 of value2 (waten

20 markers 20 markers 12 packageg okens 40 Coal Markers ﬁ
of value3 (food) of value4 (coppe)
20 markers 27 Contractors Rulebook

of value5 (gold) (9 for each stafe

A01

48 Action Cards
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front reverse

18 Hero Cardg 6 for each stafe

Any
Resource

front reverse

48 State Contracts tiles

front (Wagpn) reverse front (Special Wagon

front reverse

47 Railway Siding Bonus tiles

front (movement poinj}s reverseg(information on VP

18 Movement tokens

9 Mission tokens



PLAYE RONMPONENTS:

4 Player boards id coloursof the player$ size380x170 mm

WOODEN COMPONENTS IN 4 PLAYER COLOURS (YELLOW, BLACK, VIOLET, WHITE )

In each colour.

1 Locomotive 4 Victory Point markergVP)

6 Transfer Stations 12 Warehouses

9 City markers 12 Contract markers

Y.

9 Spies(numberedL to 9)

1 Ordermarker

11 Progress markers

15Agents



INTRODUCTION AND GOAL OF THE GAME

Train Rush is a board game fedlayers aged 12 and ,upith a playtime of approximately 60
minutes per player.

In Train Rush players take a role of faction leaders fighting for influence in 3 prospering Regions within
3 StatesRavenshireAwharandCalestid to profit on the railwayransportation of goods and resources.
Due to rough sandy terrain, regional authorities decided to join efforts and build railway infrastructure
(railway tracks, tunnels, railway sidings) between 9 cities. Moreover they designd&edriZnicAreas

in which you can build Transfer Stations and Warehouses.

Players have to plan their movements ahead of time, to compete for the most lucrative railway contracts
and the best locations for their infrastructure.

The game lasts f@rounds (9 roundsin a 2 player game) or until one player visitSallities. Detailed
course of the game was explainedpaige 30

Each round is divided intd phases

|. Auction Phase

During Auction Phasethe order of play during curref®ound is decided, through players playing
Spies(numbered meeples)hich later will be sent to thmfluence Areas Round order is decided
according to the played numbetaring with the highest.

Details onplayingPhase hre onthepage 30

Il . Lobbying Phase

During Lobbying Phase Spiesplayed in the first Phase are sent to liiduence Areas Whoever
plays theSpieswith a higher nurber will be able to select & from which they want to gain advantage
first. Each state has got 5 areasuvinich players will be allowed tadvance on specifibevelopment
Track:

1. Investmens ‘8 Regional Authorities givelayersfunds(lnvestment Markersjp eachRound.

2.Coal ‘:’L Regional Authorities helplayerssecure the requiredoal from mines whicttheywill
receive each rouh Coal isrequired for Locomotive Movement.

o 3
3. Loading ;‘ - Regional Authorities givelayersthe technology to build machines to alltvem
to load Wagons faster each round.

o 3
4. Unloading @‘ Regional Authorities givelayersthe technology to allokhemto unloadcargo
faster.(Depending on the level of unloading players can unload more caoge iactior)

5.Wagons == - Regional Authorities givglayersthe technology to improve theocomotive
allowingfor transportation of more wagans

Details on playing Phase Il are the page 3.



I1l. Income Phase

In thelncome Phasedepexing on the level ofp | a ymankesston specific spaces in the
Development Tracktheyreceive:

1. Investment Markersi required to perform actions on the management boadevelop
railway infrastructure, and expanding tRelling Stock.

2. Coal Markers - required to perform movement with thecomotive.

3. Loading Wagons Actioni playerscan load Resources onfeegific amount ofVagons

Details on playing Phase Il are trepage 3.

IV . Investment Phase

During Investment Phaseplayers carspendnvestment Markers on Actions, especially buying
Coal, building Warehouses, Transfer Stations, and expandimpthieg Stock

All Actions are performed in thRegion i n wh i lodomative B gugrently atPlayers
perform 1Action alternating according to tHeound Order until dl players will pass.

Details on playing Phad¥ are onthepage 3.

V. Movement Phase

During the Movement Phaseplayers play 1Action card from their hand, on which there are
Locomotive Movement Actions EachMovement Action determines how many spaces Locomotive
has to moveand how manyCoal Markers are to be paidPlayers have to finish eadflovement

Action before they proad with the nexbne.

During Movement Action players will visit Cities, Black Market, and Economic Areas through
Railway Sidings

Details on playing Phasé are onthe page40.

VI. Mission Phase

During theMission Phaseplayers play IHero Card from their hand if the conditions to fulfil the
Mission are met. At the end of the game, for elibsion players will reeive Victory Points for the
specificResourceson theirWagons

Details on playing Phasd are onthe page50.

VIl . End of Round Phase

Phase to prepare for the next Round.
Details on playing Phasdl are onthepagebl.



Faction that will have the most influence on the economic growth of the entire Nardir desolate
lands will win.

The player with the moatictory Points is the Winner at the eraf the game.

Playersgain Victory Points (VP) in different moments during the game. The moment of getting points
is marked by the icon presenting front of tleeomotive.

5 VP @B gained immediately e x c | amat i on ma EKBIEAOICIZEKEIED f b u mp
R KARaNikonaNeIpopiaty Move VP Marker by 5 spaces on tBeoring track going

from the bottom to the left on thdanagement Board

6 VP gainedat theend of the game,during Final Scoring, if player met the conditions as
first person to do so (number | on the #fAbumg

<

2 VP gainedat theend of the game,during Final Scoring, if player met the conditions as
first person to do so (number |1 on the HAbun

In case of a Draw details are described in the End of the Game desdoptachScoring.
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Differences dependent on how many playersa playing.
Depending on the amount of players in game there are certain chatigesvay the game is played
They will be specifically marked as per below:

“... - (4 Players gamethe recommended default amount of players for which the rules were
made

“‘. - (3 Players game
1

1. Place theviain Board (Map) andthe Management Boardin the midde of the table
next to players.

Main Board Preparation

2. Place all the Resource mark/ B M ®  Coal markersHl, Packagestokens@ and

Investmentmarkersl next to the board, creating pile géneral resources
Place theRound markerx onspace no. 1 on thRound Track.

4. In each of Lities placethe correspondmMission token. [{jific2asoNORWalec]
In each of 9 Cities place 3 Contractors (1 red * 1 blue *

w

1 green‘) on the designated spadeghe City.
6. SorttheMovementtokens according to the \@htheir backNext place the corresponding
token on the designated space with VP, on the first t@oespfrom the left in each of the

9 Cities.

Management BoardPreparation

7. SortState Contract tilesonto 4 piles based on the amount of resources on them. Shuffle
the tiles and place them with reverse towards the bottom i€dméract Area on the
designated black spaces marked with the amount of resources. Pick 3 tiles from each pile
and place them on 3 spaces above the respective pile.

8. Shuffle theRailway Siding Bonustilesg and place them randomly on the field8 in
the Railway Siding BonusspacesCreate 3 piles from the remaining tiles (due to the
amount of tiles) and place thesaveredon the side of created rows.

11



Players preparation

9. Give each player t hei woofeheteyeatsindreir seleceed d al o n ¢
colour. Each players should now:
A. Place 1 Victory Points (VP) Marker on the spt&&
along Management Board.
B. PlaceLocomotive on theStart Spaceon theMap.
C. Place 1Progress Marker on the lowest space in each one &frbgess Tracks

D. PIaceWarehouse, Transfer Stations andContract Markers ,on
t he PIlbaay en thedspaces withndi cated i cons, t hose

reserves.

on the points track running

E. Place the remaining Brogress Markers and Agents Xnext to the PI ¢
board, they wil!l be playersd reserves.
F. PlaceCity Markers on t he Pl ayers6 board oe the C

following icon: el

*.../..‘ 1. Place8 Spiescn t he playerso6 board nt
8 so that theligits are visible to other players on spaces

marked with the following icor@.

ki

10. SetSpecial Wagon Tilesaside for the time being, and shuffle the remainifegon tiles
onto 3 stacks according to how marRgsourceghey can carry
A. Each player takesWagonwith 1 space fobrown resourcelll andany resource
that they puuncoveredn thér play area on the right side of th&tayerés
Board. Pl ay er 6 s B.ocamotive te whicl player can attactheir
Wagons Put the remainingVagons tileswith 1 space back to box

12



B. Each player takebrass(.) and places it on thier Wagon with 1 space for the
brown resourcd then each player takemy resourceand places it on their
Wagon with 1 space fany resourcdil.

C. Shuffleseparately piles of wag tiles with 2 and 8paces for resourceandplace
them coveredhext to the board in a place where every player can see them. Next
uncover 5 tiles from each statkhey will be thepool of available Wagon Tiles
Next to the tiles create space for discarded tiles.

D. Sort previously set asidepecial Wagon Tilesonto 2 piles with 2 and places
for Packages and place them covered next to the board in a place where every
player can see them.

11. SelectheFirst Player at randomDuring the first round of the game that player stamt$ a

the order ofplaying is clockwiseMark the order by placing Order Markers thve Order
track on the Main Board starting with number 1.

® (& |® |©

)(@3 il

_ O T | T
Example: Violet startsand is the-irst Player. Black playeris the Second in order,
Yellow isthethird and White ighe fourth.

12. Shuffle theAction Cards deckand place them covered nextie board in a place where
every player can see theAfterwards uncover from top of the deck:

‘..* 5 Action cards ,
11 4 Action cards,

1] 8l

which will create pool of available Action iks. Next to the deck leave space for the
discard pile.

13. Give each player \ction cards @ Each player selects &rds which will create the
initial Action cards hand, and thémey put the remaining 2 cards onto the bottom of the
deck Action cards are hidden from other players

14, ‘““‘ Shuffle Hero cards deck and give each player 4 cards. Afterwards perform
card selection via drafind ut the remainin@ cards back ithe box without
showing anyone which cards were discarded.

13



15.

‘.“ Shuffle Hero cards deck and give each pl@&yeards Afterwards perform
card selection via drafAfter the full draft had been completedch player

selecs 5 Hero cards to keep and put the remaining card back in the box

without showing anyone which canhsdiscarded.

DRAFT:
Each player shouldiew their &k&#& 4 cardskkk 6 cardsft and select one ta

keep and put aside, afterwards players shall hand the remaining cards to the player jon their

left side. They shouldfollow same procedure witlthe cards received from the
neighbouring playerThe procedure is repeated until each player will Ik#&#&#& 4 cards
kik 5 cardsk & set aside.

Only when all the cards asetaside, the playsitakes thento their handsThose will be
their hand of Hero Card€ar ds are put face down on
spac@ .

In the firstplaythroughwe recommend to give players Hero Cards at random skippin
the draft.

(@]

Youdbre ready, time to start the game!

14
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DESCRIPTION OF MAIN ELEMENTS OF THE GAME

Description of the main elements of the game is here to allow players to familiarize with the
basic icons, markings, and placement of specific areas, thus it cant&imswvn definitions
that will be explained in the further part of the rulebook.

ACTION CARDS

Action Cards will be playedin V phase of ta game (Movement Phas&ach card contains 4
Actions.

Amount of Movement
Points(specified by
number, and graphically
on a barcolours are only
for visual aid.

Action | (Movement
Action)

Action Il (Movement
Action)

Action Il (Movement
Action)

Action Costin Coal
Markers Closed furnace
means the action is free

Special Action
i player receives
immediately 5 VP

Card Numbe(All cards are
described irappendixA).

Action IV (Special Action

HERO CARDS
Hero Cards will be played inPhaseVI of the gaméMission Phasg

{ i
|
|

KAMAL ZAIN

[

BN
\oo|miuf~}-3@




GAME BOARD
Game board is split into two parts:

A. Main board, alsoMap of Nardir , on which players will be moving thdilocomotive usingAction
Cards which will allow them to visitCities and Economic Areasin 3 different Regions
In the Economic Areas players will build Warehouses and Transfer Stations,
and in theCities players will complet&ontracts and rent theilWarehousesto theContractors.

Map of Nardir shows the railway line that moves througRejgions Spacesn thegreen colou
belong to Miitary state ofCalestia. Spacesn the red colour % pelong to theMining State of

Ravenshire Spaces with tracks inlue colour 5 helong to the Technological statefofrhar.

Railway tracks conned@ Cities {1} and 12 Economic Areas %2# with Railway Siding {2F. Each
Regioncontains of3 Cities and4 Economib Areas in the colour of theitate

Important: For the purpose of the game mechanics Green Region = Calestia statg
Blue Region= Awhar state, Red Region = Ravenshirestate

All actions performed in thgameTrain Rush are connected witRegionin whichyour Locomotive
currently is.

For the sake of Rulebook such Region will be caletlve Region(%). As such it is of a great
importance how players will plan their movement and which spaceltbeimotive will finish the
movement

In each Region players will find one very useful point of inteireBlack Market 2% on whichthey
will find valuable prizes for tradinResourcesdepending on how much of them were sold.

In the center of the Main Board you can find Round T@kwith Round Marker *

16



On spaceno.8 there is information that for the 3 and 4 player game the game ends
after this round is completeé®. On spaceo.9there is an information that in2a
player game the game ends aftethe round 9 is completed

If any player visits 9th City, the game ends at the end of the current round.
(Details on page 51.)

Under theRound Track @ there isOrder Track andAuction Track (7)
MOVEMENT RULES

In the game players move thewcomotive by playingAction Card in thePhase VWhich determines
how many spaces they can move it, or alternatively by uSlogement Action in Phase IV.
Locomotive movement starts from tH€TART space in the cgre of theMap. Player that moves his
Locomotive is calledActive Player.

Important: Locomotive on the START space is not irany Region.

During Locomotive movement there are sevegatrictions:

1. Locomotive movmentis alwaysclockwise. In the centre of the MaiBoard there is a reminder

of this re #2%.
2. Only ONE Locomoaotive is allowed to stay on aDNE spacewith the exception o€ity Space

{1¥ andBlack Market %:¥. If player would finish their Movement on space with another
pl ayer sd L oc o mohbosevddrentActior (pot dpglicalele ta point)3

3. Locomotive Movementhas to use precisely the amount of spaces indicated jabhement
points on theMovement Action from the playedAction card (the rulealso applies for the
Movement Actionin theAction Area ). The only @eptions from this rule &eédy Spaces

{1} andBlack Market spaces(.‘.‘} where players can finish their Movement sooner, and the
surplus is lostFor the Movement indicated on theAction Card players paywith Coal
markers should it be required.

4. Movement around the map goes throudbdps(inner, middle, outside). Only place where the

loop can be changed afennels %.3* andExits @ Movement througfTunnels takes place
according to the drawn arrowBunnel doesNOT use movement points.

sessoutsideloop

Example: Vioelt startsand moves by 4 spages

moving throud theTunnel according toindicated arrows
Black moves by 3pacesYellowmoves byl spaces i
and cannot go through the finel as they cannot stand on the same field alongVidtet. White

17



can play Action card that allows movement only by 2 and 4 fields, so they oaweturing tts
round.

18



Visiting Cities symbolises development of Faction through isered Area of Influencdn cities
players can complete available contracts and hire theirdhlouses to Contractors.

10.City Crest 1 Each of the ities has got differenCrest which is used to complete goals idaro

Cards and points to available Contracts for qaetion in theContracts area on the
Management boardh Phase Viplayers will collectMission Tokensfrom this space, if thelero
Mission target is the appointedity .

11. City Name 7 is used to complete goals on Hero Cards and points to posibiacts for
completion inContracts area on the Management Board

City Colours i Colour is directly tied to theRegion and State that rules over theCity.
(Greer= Calestig Blue= Awhar, Red= Ravenshirg.

12. Place for 3 Contractorsi Contractors representhe largest corporations in specif8tates
working in theCities. Players will compete between each other onQbetractors Track for the
biggest cooperation with each corporatié.the start of the game in each cityete will be3

Contractor Meeplesin 3 colours it corresponding to eacBtate Warehousescanbe rented

to theContractors (built on space@ in theEconomicArea), by performingCity Action (details
onpage 42

13.City Ranki City Rank cetermines technological advancement of the spegificand is determined
by the number over the suitcase depending on the loop on which it is placed
(1 =inner, 2 = middle, 3 = outsidg. City rank is tied to Contractarshus the more advanced
technologically is the City the cooperation witie Contractor in more valuabl&echnological
State Awhar (blue Region) has 2 Cities with Rank 2 and 1 City with ReoRrary to other Cities

14. Spaces for City Markers and Movement tokeng player which will reach the&City marks their

presence using City Marker on the first spaanf the left and takes Movement token if it is
available on this spadéetails of City Actions are opage 42
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15.City Action start Spacei details ofCity Actions are ompage 420n this space several Locomotives
maystand at the same time

ECONOMIC AREA @ always neighbourgith RAILWAY SIDING @

Economic Area is a perfect placedevelop players infrastructure (Warehouses and Transfer Stations)
which will allow attracting future Contractors to cooperate with them.

ANNENEENE]
. ¥ &

REMINDER:

To.rent players
Warehouse 0.2
Contractorthere has.
to‘be Transfer station
already built in this
Economic Area

16.Space for 3 Contractor@ - by playingCity Action (page 42, players can rertheir Warehouse

built on thespace@ to the Contractor from the space@ . To rent Warehouse to the
Contractor, the Transfer Station has to be built in tBnomic Area(regardless of which player

built it) on spac . For therented Warehouse players advance on correspon@ioigtractor

Track (page B) whenever the Contractor is placed on the s and each time during
Economic Area Scoring(page 43.

Important: Each Economic Area can containonly ONE contractor of each colour,
Additionally Contractor colour = colour of the Contractors Track.

17.Space for 3 Warehouse. - On those spaces players bulhrehouseusingvariety ofActions.
Warehousecan be always built even if therenis TransferStation built yet in th&conomic Area

on the spa . For building theWarehouseplayers advance on thefrastructure Track (page

24) whenever they place it on the sp@ .

18.Space for 1 Transfer Statior@ - On this space players bulltansfer Station using a variety of
Actions WheneverTransfer Station is built precious resources are discovered which will appear
as a Pekage markelsd . For building theTransfer Station players danot advanceon the
Infrastructure Track when it is placedOnly during eachEconomic Area Scoring(page 43
players advance by 1 space for egatited Warehouse in thiEconomic Area

20



19. Space for the Package markef& - Package markersappear onhafter the Transfer Station is
built. At the end of the game they give VP depending on how many packagesregd.Special
Wagonsare required to carfyackage Markers(page D).

RAILWAY SIDING - @

Using railway siding profits all the players which have thafrastructure built in the neighbouring
Economic Area

Railway Siding B , is always placed ithe same Regiorasthe neighbouringEconomic Area

Numbers 19 on theRailway Siding are closely tied to space®lontheManagement boardon which
there areRailway Siding tiles. Locomotive that will finish Movement Action on the corresponding
space performs Railway Siding #han (page 47 through which they get the correspondRailway
Siding Bonus Tile

<

. Important : during the following movements, players have to follow the specific railwal
: siding track that was choseFor example from space no. 6 movement cannot be made
space no. 7

—
(@]

During thisAction player can take thPackage markeras long as they ha&pecial Wagondestined
to carry such packages.

Additionally Economic Area Scoringis triggered (details opage 43 each time any Locomotive will
finish movement on the SidinReminder of the scoring can be found on the Players Board

Important : on each Railway Siding space only 1 Locomotive can standtae time.

BLACK MARKET

On the Black Market players can sell their Resourcespgecial opportunities.

N
Red region Green egion Blue region
(Ravenshire) (Calestia) (Awhar)

20. Space to start Black Market Actioni On this space themultiple Locomotives can stand at
the same timeDetails of the Black Market Action are deibed on thepage 44

21



B. Management Board on which players will perform maidctions during the game to get
advantages in correspondiarggas for each of tHeRegions.

E —
Resources

Finance Sector «

20
'® ‘@0 Y]

Calestia

- - - 1] i
o | [k Sl Sl £ bl
» <rn S 1

-
1 [R=d

21. Influence Area

This area presents Bfluence Sectors(Financia] Resource Logistics Trade Technological
sector¥in each of the States(Regiong, in whichplayers will spy and lobby to gain support from

one of them Each Sector allows for advancement in correspondifigchnology Track 2! |
Additionally at the end of the ganeach of the 15 Sectorgs Sectors x3 Regions) will bring
Victory points 6 VP for the 1st place an@ VP for the 2nd placejo the players which have the
advantag in iti the player which has the most Spies and Agents wins (draws are won by the player
who has their meeple closest to thesfiot) Each sector has spaceg favailable only inPhase

Il for Spieg and spaces-8 (available forAgents).

22



22. Technology Track

This area shows 5 Technology Tracks on whphyers will advance during the game
At the start of the game all players put tH&iogress markerson the lowest space @ach Track.

Advancing on relevant Technology track is performed by advancirfgytigress marker one level
above and occurs every time when:

9 Action with the following icon l-.?l is chosenplayas can advance oAny of the
Technology Tracks.

or

1 Action with one of the bellow icons is performed:

Advance on Investment Tracki Progress marker position on thisTrack shows
how manyinvestment markersplayers will receive each roundihase Il (Income
Phasg InvestmentMarkers are used to buy Actions in Phase IV (Investment Phase

Advance on Coal Track- Progress markerposition on this Trackhowshow many
Coal markers players will receive each round #hase Ill (Income PhageCoal is
required to perform Movement Actiodsiring Phase \Movement Phase)

Advance on Loading Tracki Progress Marker position on this Track show show
manyWagonscan playerdully load with Resources(does not matter how many

resources are on egific Wagons)Each Wagon has specific types and amounts of
Resources thatan be loaded on it.

Advance onUnloading Track i Progress Marker on this Track shows how many
Resources players can unload when comple@ugtracts during City Action
(page 42and wherselling Resourcesluring Black Market Action (page 44.

Advance on Wagon Tracki Progress Marker on this Track shows how many
Wagonsplayers can carry with theirocomotive (including Special Wagon.

Important !

Top space on each Technology Track can lbeachedonly by 1 player. This player receives 10 VP
at the end of thegame D))
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23. Investment Area

24,

Investment Areais used irPhase IV (Investment Phase).
Players can select from 7 Investment Areas for which they pay with Investment Markers

Market Actions.
Building Actions.
Loading Actions.
Movement Actions
Exchange Actions
Planning Actions.
Corruption Actions.

NoorwdhRE

All of the above Actions were described in detail on page 33.
Infrastructure Track

Building Warehouses and Transfer Stationsvhich earn in Economic Areas
allowing the owner to constantly develop their infrastructure, buy new technologies and bribe
whover you have bribe to succeed.

Infrastructure Track contains3 Tracks in colourof eachRegionon which playersvill compete

with each otherAt the end of the game on each Track points are awarded for the most developed
infrastructure in the specifikegion 12 VP for the F' place and VP for the 29 place.

On theTracks playersadvance every time the followirkgtion is peformed

Advance on the Infrastructure Track.
Advance byl spacemoving the Progress marker on the Infrastructure Track icollo@r
of Region in which th&Varehousehad beerbuilt..

This action can be performer in twtomentsvhen

U Players buildVarehousein Economic Area{i} in the Active Region
After taking Warehous from Players Boatite Action has to be perform. .

Discard outside the boarc

: I
© &

e e a>
Fiep . @» ) &

Example: Yellow performsBuild Warehouse action from theRailway Siding Bonudile from
space no. 3akesWarehousefrom theirPlayer Boardandplaces it orany Economic Aredn the red
Regiondue to their Locomotive being in thewfterwards they performAction discovered on the

Pl

ay e r Odter talong thélarehouseand moveheir Progress markeby one spac# the right
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on thelnfrastructure Track. (in this case yellow received Imbint on this TrackThus theProgress
marker is taken from the resources set aside on the Players Bwatrglaced on the firgpace on the
left side).
U any player completes théitovement Action on theRailway Siding {é} triggersEconomic
Area Scoring(page 48. In step B, thewner of the Transfer station(player which has marker
on the space ) in thcoic Areaneighbouring with thasiding, advances on the

Infrastructure Track . in the colour of the Active Regionby 1 space foeach renter
Warehouse(one that contain€ontractor above théaVarehouse. Rules for Economic Area
Scoring are defined through icons on the Players board.

When pl ay €
Locomotive
completes movement
on theRailway
Siding, perform step
Aand B

Owner of the Perform action Advance on the
Transfer Station Infrastructure Track for each
Warehouse with Contractor

Onlnfrastructure Track there ard8onus Actionsthat players receive immediately when Bregress
marker is placed or crosses space with thigion.

—

o

- = Player can perform Actioidvance on Any TechnologyTrack.

| 7.,?‘
g
Y =
v Q

Player can perforr@orruption Action (Exception: only sectors in GreeRegior)

A=

. Playercan perfornCorruption Action (Exception: only sectors iBlue Region

Playercan perforntCorruption Action (Exception: only sectors irRed Regioh

Playercan performCorruption Action (Exception: only sectors inGreen Region and 2
Agents can be placed instead of 1 to the ssextor)

Playercan performCorruption Action (Exception: only sectors iiBlue Region and 2 Agents
can be placed instead of 1 to the saeetor)

Playercan perfornCorruption Action (Exception: only sectors ifRed Region and 2 Agents
can be placed instead of 1 to the sa@etor)
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25. Contractors Track

The more rented Warehousedse better the cooperation with the Contractors (City Rank is very
important), thus théetter cooperation the better the benefits players receive (symbolised by
bonuses on the track).

Contractors Track contains3 tracks in the colour of eachContractor on whichplayers will
compete with each other. At the end of the game on each Track Victory Points are awarded for the
best cooperation with théontractors from the specificState 12 VP for the P place ands VP

for the 29place.

Players advance ofracks every time the followinghction is selected:

Advance on the Contractors Track

On the tracks players advance each time they rent\tfaiehouse(in any
Region) to one of the availabl€ontractors during City Action. Players
advance by moving theRrogress markeron theContractors Track in the
colourof taken meepleby the amount of spaces equal to @iy Rank.

Advance on the
Contractors Track action
in thecolourof taken
meeple by2 spaces

Active pl
Warehouse

Any pl aye
Transfer Station

Example: Yellow playemperformsCity Action in Vardimium Citywhere one of the things they
do is rentingWarehouseo one of the available Contractros. Yellow buiNVarehousesn 2
differentEconomic AreasThey can rent th@&/arehouseonly in theEconomic Areain which
there is aTransfer Stationbuilt. The onlyEconomic Areathat meets the criteria ihé one
whereViolet playerbuilt the Station. ThusYellowcan rent theilWarehouseonly to theBlue
Contractoras it is the onlgolourthat is not yet placed in thArea.

Remember In the Economic AreaW Strefie Ekonomiczneni e moUe znaj dowal
Kontrahent -w w tym samym kol or ze.

After moving theContractor to their WarehouseYellow player perform#dvanceon the
Contractors TrackAction on the blue track by 2 spcaes as they moved®dumtractorand the
City Rankof Varmidium is 2.
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Players also advance on Tracks every time the following A®isalected

. Advance on the Contractors Track by 1 space.

Whenever any playetompletesMovement Action on the Railway Siding ﬁ} :
Economic Area Scoringis triggered age 48. In step A,each owner of the rented
Warehousein the Economic Areaneighbouring with thifRRailway Siding advances
on theContractors Track by 1 space in theolour of renting contractorRules for
Economic Area Scoringare described through icons Blayers Board

Every owner of the rented Perform Action Advance on the
Warehous with a Contractor Contractors tradcin colourof renting
Contractor by 1 space.

When theLocomotive
completes Movemento
Railway Siding spaces
perform step A and B

e .

Players can findBonus ActionsOn thelnfrastructure Track which they receive immediately when
the Progress markeris placed or crosses space with #hétion.

—

SO = Player can performAction from any Railway Siding Bonus tile afterwards discarding
it off the board angbutting new one in its place frometRailway Siding Bonus tiles
OO0 pile.

Player can perforrfree Special Action no IVfrom any 1 Action Card on hand.
(Important! Card from which player performs the free action is discarded and
NOT replaced by drawing new Action Card.

= Player can perforrfree Special Action no IVfrom any 2 Action Cardson hand.
o = (Important! Card sfrom which player performs the free actionare discarded and
NOT replaced by drawing new Action Card).
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26. Railway Siding Bonus Area

Numbers 19 in Railway Siding Bonus Areaon which Railway Siding Bonus Tilesare placed
are tightly connected with fields4 on theRailway Siding. Locomotive, whichcompletes the
Movement Action onthe respectively imbered fieldyains theRailway Siding Bonus Tile

Action from the Railway Siding Bonus Tile has to be performetmmediately and the tile
discarded to the discard pile. In place of the discardedhéNeone is placed from any pile of
Railway Siding Bonuses In case all the piles amxhausted new piles are created from the
discarded tiles.

All Railway siding Bonus Tileswere described iappendixB to the rulebook
27. Contracts Area

Contracts Area covers all 9Cities in 3 Regions Each City offers 1 contract with 3,4,5
Resources

Contract can be completed:

a) by performingCity Action in selectedCity through unloadingelevantResourcesshown on

the Contract tile in the Active Region in the State Contracts Area .
Afterwardsthe Contract Tile is discarded an@ontract Completionshould be marked with
Contract Marker on the space wit@ity correspondingo theamount oResourcesunloaded.
Only 1 marker can be placed on each spadehe space is already occupied, player cannot
complete this type o€ontract (for example contract with 2 resources if such contract had
already been completed).

Important: The amount of unloaded resources depends on players position on the
Unloading Track in the Technology Tracks section
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b) by performingBlack Market Action T completion of Contract with X ¢(8) Resurces Place
the Contract Marker onany space with X amount of seurcesn theContracts areaonany
City spacén thecolourof Active Region Player does not discard a@gntract from theState

Contracts area.

At the end of the game each Region will be scor&@ VP for the ' place and VP for the 2¢
place.Each Region is won by the playeho in totaldelivered the most Resource markeralto
of the specificRegion Cities.

28. State Contracts Area

This area contain€ontract Tiles divided by the require@Resourcesto deliverwithin specific
Region After theContract completion its tile is discarded and immediately new contract is put in
its place from the relevant pile.

Iconii on the Contract tile means aRgsource

29. Victory Points Track (VP)

On theVictory Points Track players will markVictory Paoints (VP) they collect throughout the
gameusingScoring markers. In case a playgrassespace no. 5€hey start ollectingadditional
points from thels! space with aadditional Scoring marker and put the previous one on the space

to mark collecting 50 VP
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THE COURSE OF THE GAME

Game lasts &ounds(## - 9 Round3 or until the end of the Rodnin which any player visits all of
the9 Cities. EachRound is divided into7 Phasesln eachPhaseplayers will play theiturns according
to theOrder Track.

I. Auction Phase. @

Each playehas gotnumberedSpieson theirPlayer Board, one for each roundduring theAuction
Phasein order fromOrder Track each player plays 4dectedSpy onto@ space under their Order
marker. When all players play th&piesnew oder is settledor the current round starting with the
highestto lowestnumbeedspy. In case of any draw, player who played tt&y first (closest to the
left side)wins. Order markers are then adjusted on ti@rder Track according toSpiesnumber.
From this point onwards numbers on spies are irrelevatihégourpose of the game.

Important: Numbers on Spy meeples on the Player Boardhould be visibleto all the players

| )(@3@ uj‘;
1 & m
Yellow and White playersplayedSpy with numer6, Black playedSpy with number3, and Violet
played spy witmumber 2 After all Spieswere played, new order is set.

Yellow player wins the auction and becomes Hiest Player asthey pIayedSpWith number 6 before
the White player whom also played Spy with numbea6the same timeking the 2¢ position.Black
takes the8 place, and/iolet the 4" place
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II. Lobbying Phase

During Lobbying Phase playesr seBdiesplayed in theAcution Phaseto thelnfluence Area@
onto 1 of 15Sectors Each StatgRegion) contains ofs Sectorsand allows players to advance on

corresponohg Technology Track@. Additionally each of thé5 Sectorswill give VP to the players
who have adantage in it.

Starting with thd=irst Player andcontinuingaccording to the Order Track each player plays their turn:

1. Players move theBpiesfrom theAuction Track to 1 of 5Sectorsin theAvailable Stateont the

first free space on the left sifiem the available spacesdlmarked with the ico@. Place the
Spyin the laying position to mark whicBtatewas selected.

Available Stateis the State in which there is noSpy played yet (spy in the laying positionj

this Phaseln &&&# player gamed™” playercan place theiBpy in Sectorbelonging taany State
(disregarding théwailability rule) .

Important : In each Financial Sctor every player canplaceonly 1 Spy for the entirety of the
gamei on the board such sectors are marked with the icon 1x®kl| the other sectors do
not have such limitation. '

2. Perform the Advancement Action on th@responihg Technology Track

3. Get theonetime Bonusmarked on the space on which gy was placed.

Before the nexplayer starts performing their turn the player before has to complete all of the above
activities.

After all turns are completé&pies in thy lying position are put to thiandingposition.

oo e B e D{:J(jti

Example: Yellow player starts their turn first, they move thé&py to the greerFinance Sectorof
Calestia on the first available space no. Afterwards they performrAdvancement Action on the
Investment Track [& and additionally receivenetime bonus @ from the space no. ib form of1
Investment marker

NowWhite playerstarts their turn and moves the8py to the blueResourcessectorof Awharon the

first available space no.. White was unable ta@hooseany of the greetisectorsas Yellow already

selected itbefore.White now performs the Advancement ActmmtheCoal Trackl®, and receives
onetime bonus® from space no.1 in fan of1 Coal marker
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AfterwardsBlack player starts their tun, they select re&inancial Sector ofRavenshireand move
their Spyonto the first available space no. Black was unable to choose any of the greed blue
Sectorsas Yellow and White already selectedhembefore.Black now performs the Advancement

Action on thelnvestment Trac@, and receivesnetime bonus® from space no.1 in fam of 1
Investmentmarker.

NextViolet playerstarts their turnand as the fourth player in order they can sebett Sector They
select redFinancial Sector of Ravenshirand moveheir Spyonto the first available space na.
Violet now performs the Advancement Action orilvestment Trach®, and receivesnetime bonus
® from space n@.in form of1 Investmentmarker.

SECTORS DESCRIPTION
Thanks to th&piesactions players will receive the followirsglvantages in the followin§ectors

1. Financial Sectori Regional Authoritiegrovide funds Iovestmentmarkers) for the company
develpment

ACTION: Advancement on the Investment Trac .
BONUS: Spaces nal-21 Player received Investment marker @

2. Resources Sectoi Regional Authorities assistwith securingthe Coal from minesequired for
transportation

~t
ACTION: Advance on the Coal Track ..

BONUS: Spaces no-2i Player receives Coal marker @ .

3. Logistics Sectori Regional Authorities give players the technology to build machines to allow them
to loadWagons faster each round.

ACTION: Advance on the Loading Trac .

BONUS: Space no. 1 Player can perforrhoading 1 Wagon Action®8

4. Trade Sectori Regional Authorities give players accessore valuable contracts

|
ACTION: Advance on théJnloadirg TrackLZ]
BONUS:None
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5. Technology Sector- Regional Authorities give players the technology to improve the Locomotive
allowing for transportation of more wagan#t the start of the game
playes can carry only 3 Wagons.

, o
Action: Advance on Wagons Trach== .

BONUS:Spaces no.-21 Draw a Wagon2:

Player can draw a wagon fraime pool of available Wagon Tileqor from Special Wagons

pile) anyWagonwith 2 spaces foResourceqor Packagessﬂ which then is added to the
already carriedVagons Afterwards if player selectedWagonwith 2 spaces foResources
add newwWagon with 2 spaces foResourceto thepool of available Wagon Tilesfrom the
correspondingpile.

Important: Maximum Wagons that player can have is shlvan by the Progress marker
on the Wagons Track If player has maximum Wagonsthey cannot perform this Action.

Il . Income Phase2%£

Income Phase can be played by all playethatsame timelf howeverLoading Wagonsof other
players will be important for any player then the action is performed with the order accorddngeo
Track.

Every player receivelicome correspondingo thelncome Track:

1. Investment Markers i required to performictions in the Actions Area @
Players ollect Investment Markers from the poolin the amounpointed by theProgress
marker on thelnvestment Track.

2. Coal Markers i required to perfornhocomotive Movement Actions

Players collec€oal Markers from the pooin the amount pointed by tlirogress markeron
theCoal Track..

3. Loading Action i players can loaBesourcesonto the specified amount ¥fagons

Players prform theLoading Action of 1 Wagonas many times atheir Progressmarker
points on the_oading Track.

Important: there is no possibility to remove Resourceat will from Wagons or Packages from
Special Wagondto do so players have to perform relevant: Exchange Actions in Phase V.
Players cannot move Resources between Wagons and Packages between Special Wagons.

Important : In a very rare case wherthere are no resources in the general pool replacements
should be used
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Example: Yellowreceives income iRhase Ill.Accordint

to the position on the Investment Track receives 2
Investmentmarkers OnCoal Trackthey are on position

3, thus receivin@ Coal MarkersOnLoading Trackalso
position 3thus they carfully load 3 Wagonswith the
relevantResourcesin Wagon no. 1they can loadAny
Resource

Wagonno.1 Wagonno.2  Wagonno.3

| A |
M |

¢ ¥ ©

I

IV . Investment Phase #} ¥

. : . . 3
During this Phase playepay their turns according to set order on @ler Track ‘{..7.#. Each player
plays their turn only after the previouseofinished their turn/Vhen the last player completes their turn
theFirst Player starts the turn agaiffurns play out until all the players will pass.

Players can chose frominvestment areas In their turn theyhaveto perform 1 of 14Actions or pass.
If the player passes until end of this phase ttanot perform anyAction.

Placing required amount dhvestment markers in the selected area allows players to perfdrm
chosen Actionin this area. Investment Markers are placed (spent) one by one on the free investment
spacesn the amountqual to the cost dhction (space limitations depend on the amount of players
and are described below)there is insufficient amount of spaces to spend the whole cost in Investment
Markers playerfiave tochoose different kind oAction or pass.

At the end of thé&kound all Investment markersareremoved from the Investment Area @ to the
general poollnvestment markersthat were not spent in this Phase stay wighayers game area and
can be used in futulevestment Phasegluring nextrounds.

In each Action area theamount of spaces fdnvestment markers is determined by the number of
players phying:
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