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Titans of Industry is a game for three to five players , who compete to dominate various markets.
Over the course of the game, they build facilities, conduct research, produce goods, gouge
consumers, and undercut competitors to drive them out of business. The player who can capture the
most market share is the winner!

Contents

1 Market board 6 different colors of Player Cubes
32 Real Estate cards

56 Facility cards Market Share counters

24 Advancement cards (Yellow = 1, Purple = 5, Black = 25)

24 Titan Cards
Money

Setting Up the Game

Each player chooses a color of cubes and takes them. Those cubes will represent everything owned
or produced by that player over the course of the game.

Give each player $35.

Separate the different facilities cards and lay them out face-up.

Make four face-up piles of real estate cards separated by type (Residential, Commercial, Industrial,
and Transportation). These cards can be examined at any time.

Separate the advancements cards by age (indicated on the back of the card) and shuffle the
individual piles, face-down. Reveal the top four cards from the “Age I” pile.

Deal four Titan cards face-down to each player. Each player chooses one to keep and returns the
rest. Players should keep their Titan card secret. Shuffle all remainingTitan cards into a new deck.
Randomly determine a starting player order and place a cube from each player on that player's
corresponding spot on the turn order track.

Object of the Game

The game will last for three “Ages”. Players attempt to gain the most market share (victory points) by the end
of the third age. Whoever has the most market share at that point wins.

Key Principles

There are two core rules that apply to all actions.
Whenever a good (wood, steel, energy, etc.) is purchased from a market, the item on the lowest-
priced square in that market must be purchased first. This applies to both purchases by players and
purchases by consumers (the bank). Regardless of who made a good, a player must buy the
cheapest available of that good.
Anytime a good that you produced is bought, by either another player or by consumers (the bank),
you receive one market share (victory point).



The Board () Turn Sequence

% ' ! On your turn, you do two things:

1. Collect $2 for each piece of real estate you own.

2. Choose one of the following actions:

Build a new facility / expand your existing facility

— - Produce goods with a facility
Purchase an advancement
Build real estate and change turn order
Reprice and get another Titan card
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Build a New Facility / Expand Your Existing Facilit y

Facilities are very important, as they allow you to produce the goods that you then sell to accumulate money
and market share. Here is a facility card:
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To build a facility, you must purchase the good indicated as the build cost from the red-outlined pricing
grid with that icon, located in either the green Consumables ring or the very center of the board. When you
do so, you must purchase the lowest cost cube of that good , no matter whose cube it is. Even if you
have placed a cube in that market, if someone else has placed one at a lower cost, you must buy his or hers
instead of using your own. If multiple cubes have the same price , you may choose freely among them
which to take.
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When you purchase one or more goods from another player, remove those cubes from the board (returning
to their owner) and pay that player the amount of money indicated on the price each good was on. That
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If your good is the lowest cost, no money changes hands, but the cube is still taken off the board and
returned to you. You do not score a market share.

If a good you need is not available , you may purchase it from the bank at a cost of 10 if you began your
turn with at least one cube in one of the four red-outlined grids

Some facilities (Lumber Camp, Stone Quarry, and Steel Forge) have no good indicated as a build cost. To
% & $ build these facilities, you merely need to announce that you are doing so and take it and your turn ends.

Take the facility card and place it in front of you. Then, your new facility immediately produces one cube
Choose an appropriate market and place the cube in that market, just as you would if you were taking the
Produce Goods action. This does not cost any money and is automatic.



You cannot build a new facility if you already have that facility. Instead, you must expand your existing copy
of that facility.

To expand your existing facility, you need to buy both the build cost good and the expansion cost good.
Follow the same procedure used for buying goods for building the facility.

If a good you need is not available , you may purchase it from the bank at a cost of 10 if you began your
turn with at least one cube in one of the four red-outlined grids

When you expand your facility, take another copy of that facility and place it underneath your existing facility,
as shown below:

From now on, this facility will produce two oil goods every time it is used. In addition, to expand this facility
from size two to size three will now require its owner to purchase one research good and two steel goods

When you have expanded your facility, it immediately produces a number of cubes equal to its new
size. Place those cubes in the appropriate markets, just as you would if you were taking the Produce
Goods action. This does not cost any money and is automatic

You may only build a single facility in a turn or expand a single facility once in a turn. You cannot do both.
When you have done this, your turn ends.

Produce Goods with a Facility

To produce a good, choose one of your facilities and decide how many times you want to use it this turn
(limit two ). Each time you use it, you will produce a number of its good based on how large your facility is. If
you have expanded your facility to size two and decide to use it twice this turn, it will produce four goods.

When you have decided how many times you want to use it, you must pay the bank the amount indicated.
For an oil well, to use it once in a turn will cost $0 and to use it twice in a turn will cost $5. You cannot use a
facility more than two times in a single turn.

If you have no money, you may use any one of your facilities once for free.
For each good you produce, take a cube of your color and immediately place it on one of the market
pricing grids that has that good’s icon next to it . If you produce multiples of a good, you may place them

on different market pricing grids, so long as each grid has that good's icon next to them.

If you would have more than one cube on a price grid, only one of those cubes actually goes on the price
grid, the rest go in the white area next to the price grid.

When you place a cube on a market, you may give it any price, even if another player has a cube at that
price. If you already have cubes in that market, just add the new cubes to the white area next to the market.
To do this, just move the one cube of yours that is in the pricing grid to any price you want.

How you price your goods is a vital strategic decision. You want to maximize your profit from selling goods,
but you don’t want to encourage your opponents to undercut you and deprive you of any profit whatsoever.

You must place the goods you produce on a pricing grid. You cannot keep them . You may purchase your
own goods as part of, for example, building a facility on a later turn if your goods are the cheapest at that
time.

Any time you place a cube in a market pricing grid, you may change the price for all of your cubes in that
grid by moving the one that was originally on the grid.

Purchase an Advancement

Advancements are cards that either have a one-time, powerful effect, or they give
you a unique ability for the rest of the game. To purchase an advancement, you have
to buy the indicated number of research goods from the center of the board. This is
done in the same way as buying goods to build or expand facilities. After you have
purchased an advancement, reveal a new advancement from the top of that age’s
advancement pile.

For example, Dynamite requires the purchase of one research good. It then will allow
you to collect $1 from the bank every time you sell stone to another player. This is in
addition to the money that player pays you for the good.

Most advancements, once purchased, are kept for the rest of the game . Those that
are not explicitly say so.

Reprice and get another Titan Card

Normally, you can only change the price of your goods on a grid when you add a
cube to that market. However, when you use the reprice action on your turn, you can
reprice any of your goods in any market.

In addition, when you reprice, you get a new Titan card. Titan cards give you
additional market share at the end of the game. Draw the top four cards from the
Titan deck. Keep one, adding it to those you already have. Shuffle the other three
back into the Titan deck.

Build Real Estate

Real estate is a significant strategic element in the game. Which real estate gets built will determine the
amount of consumer demand for the goods produced by players. Therefore, it is important that players not
ignore the real estate market when producing goods.

To build real estate, first you select a type: Residential, Commercial, Industrial, or Transportation. Then
choose a level. A real estate space can be level one, two, or three. You may only choose a level of real
estate that is either less than or equal to the current age , unless all previous levels of that type of real
estate have already been built.



For example, during the second age, you could build on any unbuilt level 1 or level 2 real estate space. You
could only build on the level three space if both the first and second level spaces of that type have already
been built.

This is the Commercial real estate area. Currently
there are no commercial buildings yet built. If this is
the first age, that means that if you chose to build a
commercial building, you would have to build it on the
first space, which is a Commercial level one space.

Once you have identified the real estate space upon
which you are building, you must then purchase the
indicated goods from the red pricing grids, just like
how you did to build or expand facilities.

If a good you need is not available , you may
purchase it from the bank at a cost of 10 if you
began your turn with at least one cube in one of the
four red-outlined grids

When you have purchased the necessary goods, locate the real estate cards of the matching type and level
(these may be examined by any player at any time). In this case, you would look at the Commercial level
one cards.

The difference between real estate cards of the same level and type is the demand that those cards
generate. The demand is indicated by the market icons on the card.

There are three markets for which real estate generates demand: Consumables (green), Durables (blue),
and Energy (yellow). You will notice that the level one space on the board already contains one of each type
of icon. These are automatic demand . Even if the level one space is never built, these demand icons will
still be in effect . However, if a level one real estate is built, it replaces the automatic demand icons

In the previous example, the General Store demands two consumable goods, one durable good, and two
energy goods. The Roadside Stand demands one consumable good, two durable goods, and two energy
goods. How demand affects the markets will be explained in the next section, which deals with the end of
each age of the game.

For now, when you have chosen which real estate card to build, place that card on its space and place
one of your cubes on that card

There are two sides to real estate cards, a white side and a grey side. If the real estate being built is of a
level less than the current age , place it grey side up . If the level of the real estate being built is equal to
or greater than the current age , place it white side up .

For the rest of the game, that real estate card will generate $2 in income for you at the start of each of your
turns.

Move your turn order cube forward two spaces on the turn order track . If you are already second on
the turn order track, move to first. If you are already first on the turn order track, do nothing.

Check to see how many real estate cards have been built. If you have just built the second , fifth , or eighth
real estate card that is white side up , the current age ends.

If the age doesn’t end, the round continues with whoever was to take a turn after you before you built the
real estate card. If you were the last person in the turn order track when you built it, then the round is over
and the next round begins.

The End of the Age

Titans of Industry lasts for three ages. Age | will end when the second white real estate card is built. Age Il
will end when the fifth white real estate card has been built. Age Il will end when the eighth white real estate
card has been built.

When an age ends, the following occurs:

1. Determine demand

2. Score for goods sold

3. Score for real estate owned

4. Score for market domination

5. Pay players for consumer purchases

6. Reveal new advancements



Determine Demand

This is where the real estate market and the goods markets (Consumables, Durables, and Energy sectors)
collide. The demand icons on real estate cards (and automatic demand icons on unbuilt level one real estate
spaces) will now determine how many goods get bought by consumers and how many go to waste.

For each of the market pricing grids in the Consumables, Durables, and Energy markets (Research is
ignored for this phase of the game), you must determine the amount of demand for its goods. You do this by
counting the number of corresponding demand icons for that market pricing grid in the real estate area(s)
next to that pricing grid..
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For each of the eight markets, look at how many demand icons for that sector (Consumables, Durables, or
Energy) are in the real estate areas adjoining the market pricing grid. For Consumables markets, only one
real estate area is adjoining, but for Durables and Energy markets, there are two adjoining real estate areas.

In the example on the previous page, the Durables market in the lower left adjoins the Residential and
Commercial areas. In those areas, there are six blue Durables icons (the “D” in the blue ellipse). Two come
from the “House” card, three come from the “Motel” card”, and one comes from the automatic demand in the
level one Commercial real estate space. (Note that the automatic demand in Residential area has been
replaced by the demand from the “House” card.

Since there are six Durables demand icons  affecting the market pricing grid in the lower left hand corner of
the board, that means that six cubes will be bought from that market pricing grid.

The exact cubes which are to be bought must now be identified. The cheapest cubes must always be
bought first. Identify the six cheapest cubes and discard the rest . Do NOT remove the cubes that are to
be bought.

If there is a tie between players for the cheapest cube, then the demand is spread evenly between all tied
players. If there is not enough demand to buy evenly, then demand is automatically increased until that can
be done.

In this example, red has two cubes at price 3. Yellow
has one cube at price 6. Blue and green each have
four cubes at price 6. Purple has a cube at price 11.

Since there is six demand for this market pricing
grid, we must identify the six cheapest cubes.

Red is the cheapest, so it's two cubes stay. There is
four demand remaining.

Yellow, green, and blue are tied for next cheapest.
Four demand remains, so they each get to keep one
cube. There is one demand remaining.

Blue and green each have additional cubes at price 6, but there is only one demand remaining. This means
that the demand in increased so that it can be spread evenly. So blue and green each keep one additional
cube.

In the end, that means that red keeps two cubes, yellow keeps its one cube, and blue and green each keep
two cubes. These seven cubes will be bought, and all the other cubes (two green, two blue, and one purple)
should be immediately discarded and returned to their owners. Do NOT remove that cubes that are being
bought .

Perform the above procedure for each of the
eight market pricing grids  separately.

Now that demand has been determined, it is
time to move on to the rest of the end of the
age.



Score for Goods Sold

After you have determined demand for the eight pricing grids in the Consumables, Durables, and Energy
markets, it is time to start scoring.

Each player gains one market share for each cube he or she has left in the Consumables, Durables, and
Energy markets.
Score for Real Estate Owned

Each player gains one market share for each real estate card he or she owns.

Score for Market Domination

Determine which player has more cubes in all four of the Consumables pricing grids added together than
any other player. That player gains five bonus market share.

Determine which player has more cubes in the two Durables pricing grids added together than any other
player. That player gains five bonus market share.

Determine which player has more cubes in the two Energy pricing grids added together than any other
player. That player gains five bonus market share.

If two or more players are tied for the most cubes in a sector (Energy, Durables, Consumables), no one
gains the bonus market share for that market.

Determine who owns more real estate cards than any other player. That player gains five bonus market
share. If two or more players are tied for the most real estate cards owner, no one gains the bonus market
share.

Pay Players for Consumer Purchases

After scoring for market domination, it is time for players to receive money for their goods.

For each pricing grid, each player receives an amount of money equal to the number of cubes he or she has
remaining in that pricing grid times the price that player has placed them at in that pricing grid.

The price of other players’ cubes in that pricing grid or of that player's cubes in other pricing grids is
irrelevant to the price paid to that player for cubes in that pricing grid.

When a player is paid for a cube, that player removes that cube from the board.
Reveal New Advancements

After players have been paid for consumer purchases and their cubes removed from the board, discard all
non-purchased advancement cards from the old age. Reveal four advancement cards from the new age.

The new age now begins with the player who is currently first on the turn order track.

End of Game
After the end of the third age, the game will end.

Whichever player has the most money remaining scores 40 bonus market share. The player with the
second-most money scores 20 bonus market share. The player with the third most money remaining gains
10 bonus market share. If there is a tie, all tied players get the bonus market share.

Players score any advancements that they purchased in Age III.
Players score any Titan cards that they have accumulated.

The player with the most market share wins the game. If there is a tie, whichever player has the most money
remaining is the winner.

FAQ

Q: Can | buy goods for a future turn?

A: No. Goods are bought by players only as part of building a facility, expanding a facility, purchasing and
advancement, or building a real estate card. Players cannot hold onto goods, even if they produced them.
All goods must be placed on a pricing grid the moment they are produced.

Q: Can | buy goods from the Durables or Energy markets?
A: No. When players purchase a good, it must come from either the Consumables market (green) or the
Research market in the center of the board.

Q: What happens if | run out of money?
A: If you run out of money, you are still allowed to use any one of your facilities once on your turn. This will
allow you to produce goods to sell to either other players or to consumers and get back in the game.

Q: What can | do if a player is dominating a market?

A: Just because another player is dominating a market doesn’'t mean you shouldn’t compete in it. Just
building a facility will produce a free cube. And every cube you sell in that market deprives that person of
points and money. Never be afraid to compete!

Q: What can | do if players keep buying my goods when | don’'t want them to?

A: It's actually a great sign if players are buying your goods. You are gaining money and points! If you want
to be certain that your goods stick around until you can use them, increase your price. Be careful, however,
because an opponent might undercut you if you price too high.

Q: What can | do if | have more questions?

A: Feel free to contact me at:
mkeller@rellekm.net
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