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 T
itans of Industry

 is a gam
e for three to five players

, w
ho com

pete to dom
inate various m

arkets. 
O

ver 
the 

course 
of 

the 
gam

e, 
they 

build 
facilities, 

conduct 
research, 

produce 
goods, 

gouge 
consum

ers, and undercut com
petitors to drive them

 out of business. T
he player w

ho can capture the 
m

ost m
arket share is the w

inner! 
 C

ontents 
 1 M

arket board 
32 R

eal E
state cards 

56 F
acility cards 

24 A
dvancem

ent cards 
24 T

itan C
ards 

 

6 different colors of P
layer C

ubes 
 M

arket S
hare counters  

(Y
ellow

 =
 1, P

urple =
 5, B

lack =
 25) 

 M
oney 

 S
etting U

p the G
am

e 
 

· 
E

ach player chooses a color of cubes and takes them
. T

hose cubes w
ill represent everything ow

ned 
or produced by that player over the course of the gam

e. 
· 

G
ive each player $35. 

· 
S

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

· 
M

ake four face-up piles of real estate cards separated by type (R
esidential, C

om
m

ercial, Industrial, 
and T

ransportation). T
hese cards can be exam

ined at any tim
e. 

· 
S

eparate the advancem
ents cards by age (indicated on the back of the card) and shuffle the 

individual piles, face-dow
n. R

eveal the top four cards from
 the “A

ge I” pile. 
· 

D
eal four T

itan cards face-dow
n to each player. E

ach player chooses one to keep and returns the 
rest. P

layers should keep their T
itan card secret. S

huffle all rem
ainingT

itan cards into a new
 deck. 

· 
R

andom
ly determ

ine a starting player order and place a cube from
 each player on that player’s 

corresponding spot on the turn order track. 
 O

bject of the G
am

e 
 T

he gam
e w

ill last for three “A
ges”. P

layers attem
pt to gain the m

ost m
arket share (victory points) by the end 

of the third age. W
hoever has the m

ost m
arket share at that point w

ins. 
 K

ey P
rinciples 

 T
here are tw

o core rules that apply to all actions. 
· 

W
henever a good (w

ood, steel, energy, etc.) is purchased from
 a m

arket, the item
 on the low

est-
priced square in that m

arket m
ust be purchased first. T

his applies to both purchases by players and 
purchases by consum

ers (the bank). R
egardless of w

ho m
ade a good, a player m

ust buy the 
cheapest available of that good. 

· 
A

nytim
e a good that you produced is bought, by either another player or by consum

ers (the bank), 
you receive one m

arket share (victory point). 
 

R
ulebook 



T
he B

oard 
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T
urn S

equence 
 O

n your turn, you do tw
o things: 

1. 
C

ollect $2 for each piece of real estate you ow
n. 

2. 
C

hoose one of the follow
ing actions: 

· 
B

uild a new
 facility / expand your existing facility 

· 
P

roduce goods w
ith a facility 

· 
P

urchase an advancem
ent 

· 
B

uild real estate and change turn order 
· 

R
eprice and get another T

itan card 
 B

uild a N
ew

 F
acility / E

xpand Y
our E

xisting F
acilit

y 
 F

acilities are very im
portant, as they allow

 you to produce the goods that you then sell to accum
ulate m

oney 
and m

arket share. H
ere is a facility card: 

             T
o build a facility, you m

ust purchase the good indicated as the build cost from
 the red-outlined pricing 

grid
 w

ith that icon, located in either the green C
onsum

ables ring or the very center of the board. W
hen you 

do so, you m
ust purchase the low

est cost cube of that good
, no m

atter w
hose cube it is. E

ven if you 
have placed a cube in that m

arket, if som
eone else has placed one at a low

er cost, you m
ust buy his or hers 

instead of using your ow
n. If m

ultiple cubes have the sam
e price

, you m
ay choose freely am

ong them
 

w
hich to take. 

 W
hen you purchase one or m

ore goods from
 another player, rem

ove those cubes from
 the board (returning 

to their ow
ner) and pay that player the am

ount of m
oney indicated on the price each good w

as on. T
hat 

player takes scores one m
arket share for each cube he or she successfully sold. 

 If your good is the low
est cost, no m

oney changes hands, but the cube is still taken off the board and 
returned to you. Y

ou do not score a m
arket share.  

 If a good you need is not available
, you m

ay purchase it from
 the bank

 at a cost of 10 if you began your 
turn w

ith at least one cube in one of the four red-outlined grids
. 

 S
om

e facilities (Lum
ber C

am
p, S

tone Q
uarry, and S

teel F
orge) have no good indicated as a build cost. T

o 
build these facilities, you m

erely need to announce that you are doing so and take it and your turn ends. 
 T

ake the facility card and place it in front of you. T
hen, your new

 facility im
m

ediately produces one cube
. 

C
hoose an appropriate m

arket and place the cube in that m
arket, just as you w

ould if you w
ere taking the 

P
roduce G

oods
 action. T

his does not cost any m
oney and is autom

atic. 
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Y
ou cannot build a new

 facility if you already have that facility. Instead, you m
ust expand your existing copy 

of that facility. 
 T

o expand your existing facility, you need to buy both
 the build cost good and the expansion cost good. 

F
ollow

 the sam
e procedure used for buying goods for building the facility.  

 If a good you need is not available
, you m

ay purchase it from
 the bank

 at a cost of 10 if you began your 
turn w

ith at least one cube in one of the four red-outlined grids
. 

 W
hen you expand your facility, take another copy of that facility and place it underneath your existing facility, 

as show
n below

: 
              F

rom
 now

 on, this facility w
ill produce tw

o oil goods every tim
e it is used. In addition, to expand this facility 

from
 size tw

o to size three w
ill now

 require its ow
ner to purchase one research good and tw

o steel goods
. 

 W
hen you have expanded your facility, it im

m
ediately produces a num

ber of cubes equal to 
its new

 
size

. P
lace those cubes in the appropriate m

arkets, just as you w
ould if you w

ere taking the P
roduce 

G
oods

 action. T
his does not cost any m

oney and is autom
atic 

 Y
ou m

ay only build a single facility in a turn or expand a single facility once in a turn. Y
ou cannot do both. 

W
hen you have done this, your turn ends. 

  P
roduce G

oods w
ith a F

acility 
 T

o produce a good, choose one of your facilities and decide how
 m

any tim
es you w

ant to use it this turn 
(lim

it tw
o

). E
ach tim

e you use it, you w
ill produce a num

ber of its good based on how
 large your facility is. If 

you have expanded your facility to size tw
o and decide to use it tw

ice this turn, it w
ill produce four goods. 

 W
hen you have decided how

 m
any tim

es you w
ant to use it, you m

ust pay the bank the am
ount indicated. 

F
or an oil w

ell, to use it once in a turn w
ill cost $0 and to use it tw

ice in a turn w
ill cost $5. Y

ou cannot use a 
facility m

ore than tw
o tim

es in a single turn. 
 If you have no m

oney, you m
ay use any one of your facilities once for free. 

 F
or each good you produce, take a cube of your color and im

m
ediately place it 

on one of the m
arket 

pricing grids that has that good’s icon next to it
. If you produce m

ultiples of a good, you m
ay place them

 
on different m

arket pricing grids, so long as each grid has that good’s icon next to them
. 

 If you w
ould have m

ore than one cube on a price grid, only one of those cubes actually goes on the price 
grid, the rest go in the w

hite area next to the price grid. 

 W
hen you place a cube on a m

arket, you m
ay give it any price, even if another player has a cube at that 

price. If you already have cubes in that m
arket, just add the new

 cubes to the w
hite area next to the m

arket. 
T

o do this, just m
ove the one cube of yours that is in the pricing grid to any price you w

ant. 
 

H
ow

 you price your goods is a vital strategic decision. Y
ou w

ant to m
axim

ize your profit from
 selling goods, 

but you don’t w
ant to encourage your opponents to undercut you and deprive you of any profit w

hatsoever. 
 Y

ou m
ust place the goods you produce on a pricing grid. Y

ou cannot keep them
. Y

ou m
ay purchase your 

ow
n goods as part of, for exam

ple, building a facility on a later turn if your goods are the cheapest at that 
tim

e. 
 A

ny tim
e you place a cube in a m

arket pricing grid, you m
ay change the price for all of your cubes in that 

grid
 by m

oving the one that w
as originally on the grid. 

 P
urchase an A

dvancem
ent 

 A
dvancem

ents are cards that either have a one-tim
e, pow

erful effect, or they give 
you a unique ability for the rest of the gam

e. T
o purchase an advancem

ent, you have 
to buy the indicated num

ber of research goods from
 the center of the board. T

his is 
done in the sam

e w
ay as buying goods to build or expand facilities. A

fter you have 
purchased an advancem

ent, reveal a new
 advancem

ent from
 the top of that age’s 

advancem
ent pile. 

 
F

or exam
ple, D

ynam
ite requires the purchase of one research good. It then w

ill allow
 

you to collect $1 from
 the bank every tim

e you sell stone to another player. T
his is in 

addition to the m
oney that player pays you for the good. 

 M
ost advancem

ents, once purchased, are kept for the rest of the gam
e

. T
hose that 

are not explicitly say so. 
 R

eprice and get another T
itan C

ard 
 N

orm
ally, you can only change the price of your goods on a grid w

hen you add a 
cube to that m

arket. H
ow

ever, w
hen you use the reprice action on your turn, you can 

reprice any of your goods in any m
arket. 

 In addition, w
hen you reprice, you get a new

 T
itan card. T

itan cards give you 
additional m

arket share at the end of the gam
e. D

raw
 the top four cards from

 the 
T

itan deck. K
eep one, adding it to those you already have. S

huffle the other three 
back into the T

itan deck. 
 

B
uild R

eal E
state 

 R
eal estate is a significant strategic elem

ent in the gam
e. W

hich real estate gets built w
ill determ

ine the 
am

ount of consum
er dem

and for the goods produced by players. T
herefore, it is im

portant that players not 
ignore the real estate m

arket w
hen producing goods. 

 T
o build real estate, first you select a type: R

esidential, C
om

m
ercial, Industrial, or T

ransportation. T
hen 

choose a level. A
 real estate space can be level one, tw

o, or three. Y
ou m

ay 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. 
 



F
or exam

ple, during the second age, you could build on any unbuilt level 1 or level 2 real estate space. Y
ou 

could only build on the level three space if both the first and second level spaces of that type
 have already 

been built. 
 T

his is the C
om

m
ercial real estate area. C

urrently 
there are no com

m
ercial buildings yet built. If this is 

the first age, that m
eans that if you chose to build a 

com
m

ercial building, you w
ould have to build it on the 

first space, w
hich is a C

om
m

ercial level one space. 
 O

nce you have identified the real estate space upon 
w

hich you are building, you m
ust 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 

m
ay 

purchase it from
 the bank

 at a cost of 10 if you 
began your turn w

ith at least one cube in one of the 
four red-outlined grids

. 
 W

hen you have purchased the necessary goods, locate the real estate cards of the m
atching type and level 

(these m
ay be exam

ined by any player at any tim
e). In this case, you w

ould look at the C
om

m
ercial level 

one cards. 
 

              
 

 T
he difference betw

een real estate cards of the sam
e level and type is the dem

and that those cards 
generate. T

he dem
and is indicated by the m

arket icons on the card. 
 T

here are three m
arkets for w

hich real estate generates dem
and: C

onsum
ables (green), D

urables (blue), 
and E

nergy (yellow
). Y

ou w
ill notice that the level one space on the board already contains one of each type 

of icon. T
hese are autom

atic dem
and

. E
ven if the level one space is never built, these dem

and icons w
ill 

still be in effect
. H

ow
ever, if a level one real estate is built, it replaces the autom

atic dem
and icons

. 
 In the previous exam

ple, the G
eneral S

tore dem
ands tw

o consum
able goods, one durable good, and tw

o 
energy goods. T

he R
oadside S

tand dem
ands one consum

able good, tw
o durable goods, and tw

o energy 
goods. H

ow
 dem

and affects the m
arkets w

ill be explained in the next section, w
hich deals w

ith the end of 
each age of the gam

e. 
 F

or now
, w

hen you have chosen w
hich real estate card to build, place that card on its space and place 

one of your cubes on that card
. 

 

T
here are tw

o sides to real estate cards, a w
hite 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 w
hite side up

. 
 F

or the rest of the gam
e, that real estate card w

ill generate $2 in incom
e for you at the start of each of your 

turns. 
 M

ove your turn order cube forw
ard tw

o spaces on the
 turn order track

. If you are already second on 
the turn order track, m

ove to first. If you are already first on the turn order track, do nothing. 
 C

heck to see how
 m

any real estate cards have been built. If you have just built the second
, fifth

, or eighth
 

real estate card that is w
hite side up

, the current age ends. 
 If the age doesn’t end, the round continues w

ith w
hoever w

as to take a turn after you before you built the 
real estate card. If you w

ere the last person in the turn order track w
hen you built it, then the round is over 

and the next round begins. 
          T

he E
nd of the A

ge 
 T

itans of Industry lasts for three ages. A
ge I w

ill end w
hen the second w

hite real estate card is built. A
ge II 

w
ill end w

hen the fifth w
hite real estate card has been built. A

ge III w
ill end w

hen the eighth w
hite real estate 

card has been built. 
 W

hen an age ends, the follow
ing occurs: 

 

1. D
eterm

ine dem
and 

 
2. S

core for goods sold 
 

3. S
core for real estate ow

ned 
 

4. S
core for m

arket dom
ination 

 
5. P

ay players for consum
er purchases 

 
6. R

eveal new
 advancem

ents 
  



D
eterm

ine D
em

and 
 T

his is w
here the real estate m

arket and the goods m
arkets (C

onsum
ables, D

urables, and E
nergy sectors) 

collide. T
he dem

and icons on real estate cards (and autom
atic dem

and icons on unbuilt level one real estate 
spaces) w

ill now
 determ

ine how
 m

any goods get bought by consum
ers and how

 m
any go to w

aste. 
 F

or each of the m
arket pricing grids in the C

onsum
ables, D

urables, and E
nergy m

arkets (R
esearch is 

ignored for this phase of the gam
e), you m

ust determ
ine the am

ount of dem
and for its goods. Y

ou do this by 
counting the num

ber of corresponding dem
and icons for that m

arket pricing grid in the real estate area(s) 
next to that pricing grid.. 

 
 F

or each of the eight m
arkets, look at how

 m
any dem

and icons for that sector (C
onsum

ables, D
urables, or 

E
nergy) are in the real estate areas adjoining the m

arket pricing grid. F
or C

onsum
ables m

arkets, only one 
real estate area is adjoining, but for D

urables and E
nergy m

arkets, there are tw
o adjoining real estate areas. 

 

In the exam
ple on the previous page, the D

urables m
arket in the low

er left adjoins the R
esidential and 

C
om

m
ercial areas. In those areas, there are six blue D

urables icons (the “D
” in the blue ellipse). T

w
o com

e 
from

 the “H
ouse” card, three com

e from
 the “M

otel” card”, and one com
es from

 the autom
atic dem

and in the 
level one C

om
m

ercial real estate space. (N
ote that the autom

atic dem
and in R

esidential area has been 
replaced by the dem

and from
 the “H

ouse” card. 
 S

ince there are six D
urables dem

and icons
 affecting the m

arket pricing grid in the low
er left hand corner of 

the board, that m
eans that six cubes w

ill be bought
 from

 that m
arket pricing grid. 

 T
he exact cubes w

hich are to be bought m
ust now

 be identified. T
he cheapest cubes m

ust alw
ays be 

bought first. Identify the six cheapest cubes
 and discard the rest

. D
o N

O
T

 rem
ove the cubes that are to 

be bought. 
 If there is a tie betw

een players for the cheapest cube, then the dem
and is spread evenly betw

een all tied 
players. If there is not enough dem

and to buy evenly, then dem
and is autom

atically increased until that can 
be done.  
 In this exam

ple, red has tw
o cubes at price 3. Y

ellow
 

has one cube at price 6. B
lue and green each have 

four cubes at price 6. P
urple has a cube at price 11. 

 S
ince there is six dem

and for this m
arket pricing 

grid, w
e m

ust identify the six cheapest cubes. 
 R

ed is the cheapest, so it’s tw
o cubes stay. T

here is 
four dem

and rem
aining. 

 Y
ellow

, green, and blue are tied for next cheapest. 
F

our dem
and rem

ains, so they each get to keep one 
cube. T

here is one dem
and rem

aining. 
 B

lue and green each have additional cubes at price 6, but there is only one dem
and rem

aining. T
his m

eans 
that the dem

and in increased so that it can be spread evenly. S
o blue and green each keep one additional 

cube. 
 In the end, that m

eans that red keeps tw
o cubes, yellow

 keeps its one cube, and blue and green each keep 
tw

o cubes. T
hese seven cubes w

ill be bought, and all the other cubes (tw
o green, tw

o blue, and one purple) 
should be im

m
ediately discarded and returned to their ow

ners. D
o N

O
T

 rem
ove that cubes that are being 

bought
. 

 P
erform

 the above procedure for each of the 
eight m

arket pricing grids 
separately. 

 N
ow

 that dem
and has been determ

ined, it is 
tim

e to m
ove on to the rest of the end of the 

age.



S
core for G

oods S
old

 
 A

fter you have determ
ined dem

and for the eight pricing grids in the C
onsum

ables, D
urables, and E

nergy 
m

arkets, it is tim
e to start scoring. 

 E
ach player gains one m

arket share for each cube he or she has left in the C
onsum

ables, D
urables, and 

E
nergy m

arkets. 
  S

core for R
eal E

state O
w

ned 
 E

ach player gains one m
arket share for each real estate card he or she ow

ns. 
  S

core for M
arket D

om
ination

 
 D

eterm
ine w

hich player has m
ore cubes in all four of the C

onsum
ables pricing grids added together than 

any other player. T
hat player gains five bonus m

arket share.  
 D

eterm
ine w

hich player has m
ore cubes in the tw

o D
urables pricing grids added together than any other 

player. T
hat player gains five bonus m

arket share.  
 D

eterm
ine w

hich player has m
ore cubes in the tw

o E
nergy pricing grids added together than any other 

player. T
hat player gains five bonus m

arket share.  
 If tw

o or m
ore players are tied for the m

ost cubes in a sector (E
nergy, D

urables, C
onsum

ables), no one 
gains the bonus m

arket share for that m
arket. 

 D
eterm

ine w
ho ow

ns m
ore real estate cards than any other player. T

hat player gains five bonus m
arket 

share. If tw
o or m

ore players are tied for the m
ost real estate cards ow

ner, no one gains the bonus m
arket 

share. 
 P

ay P
layers for C

onsum
er P

urchases 
 A

fter scoring for m
arket dom

ination, it is tim
e for players to receive m

oney for their goods.  
 F

or each pricing grid, each player receives an am
ount of m

oney equal to the num
ber of cubes he or she has 

rem
aining in that pricing grid tim

es the price that player has placed them
 at in that pricing grid. 

  T
he 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. 
 W

hen a player is paid for a cube, that player rem
oves that cube from

 the board. 
 R

eveal N
ew

 A
dvancem

ents
 

 A
fter players have been paid for consum

er purchases and their cubes rem
oved from

 the board, discard all 
non-purchased advancem

ent cards from
 the old age. R

eveal four advancem
ent cards from

 the new
 age. 

 T
he new

 age now
 begins w

ith the player w
ho is currently first on the turn order track. 

    

E
nd of G

am
e 

 A
fter the end of the third age, the gam

e w
ill end. 

 W
hichever player has the m

ost m
oney rem

aining scores 40 bonus m
arket share. T

he player w
ith the 

second-m
ost m

oney scores 20 bonus m
arket share. T

he player w
ith the third m

ost m
oney rem

aining gains 
10 bonus m

arket share. If there is a tie, all tied players get the bonus m
arket share. 

 P
layers score any advancem

ents that they purchased in A
ge III.  

 P
layers score any T

itan cards that they have accum
ulated. 

 T
he player w

ith the m
ost m

arket share w
ins the gam

e. If there is a tie, w
hichever player has the m

ost m
oney 

rem
aining is the w

inner. 
       F

A
Q

 
 Q

: C
an I buy goods for a future turn? 

A
: N

o. G
oods are bought by players only as part of building a facility, expanding a facility, purchasing and 

advancem
ent, or building a real estate card. P

layers cannot hold onto goods, even if they produced them
. 

A
ll goods m

ust be placed on a pricing grid the m
om

ent they are produced. 
 Q

: C
an I buy goods from

 the D
urables or E

nergy m
arkets? 

A
: N

o. W
hen players purchase a good, it m

ust com
e from

 either the C
onsum

ables m
arket (green) or the 

R
esearch m

arket in the center of the board. 
 Q

: W
hat happens if I run out of m

oney? 
A

: If you run out of m
oney, you are still allow

ed to use any one of your facilities once on your turn. T
his w

ill 
allow

 you to produce goods to sell to either other players or to consum
ers and get back in the gam

e. 
 Q

: W
hat can I do if a player is dom

inating a m
arket? 

A
: Just because another player is dom

inating a m
arket doesn’t m

ean you shouldn’t com
pete in it. Just 

building a facility w
ill produce a free cube. A

nd every cube you sell in that m
arket deprives that person of 

points and m
oney. N

ever be afraid to com
pete! 

 Q
: W

hat can I do if players keep buying m
y goods w

hen I don’t w
ant them

 to? 
A

: It’s actually a great sign if players are buying your goods. Y
ou are gaining m

oney and points! If you w
ant 

to be certain that your goods stick around until you can use them
, increase your price. B

e careful, how
ever, 

because an opponent m
ight undercut you if you price too high. 

 Q
: W

hat can I do if I have m
ore questions? 

A
: F

eel free to contact m
e at: 

 
m

keller@
rellekm

.net 
   ©
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