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v, INTRODUCTION

You are in the Seuth American highlands, somewhere between the meuntain ranges of Bolivia and Peru, where
the altitude of more than 3000 meters impsses tough demands en the people to utilize the scant vegetation
for their needs. The inhabitants thrive by fishing in lake Titicaca, mining ore, breeding alpacas, and trading qoods
that they produce frem these reseurces. But the reseurces are limited and will eventually run eut, so yeu'll
need te build new preductien facilities and find new sources of inceme, like cacae Build reads te speed up your
develspment and stere geeds in your warehouse so that you are able to survive the hard times that are net
uncommen in this particular barren region. If you plan cleverly and are flexible enough te adapt yourself te
the rough conditiens of the Altiplans, you will have the highest yield in the end!

I COMPONENTS LIST

7 location tiles forest

~

;

5 road markers 5 player pawns
by e,
@z o
080 T
ezt 10 heuse 10 boat 16 order 20 mission
(S0
-t cards cards cards cards
% 209 goods tiles
<5 1
e
28 extensions :
1 scorepad
7 role tiles

3x food 29x corn 20x wood 70x stene 13x ere  13x cloth

e woodcutter

17x caca®

1 start player 5 cloth bags
marker

1 extension
5 scoring strip
overviews

farmer

5 action boards

. ; 5 warehouses
stenemason 5 containers 2



ZESAVATA SETTING UP THE GAME

A. SORT THE GAME PIECES
1. Determine how many goods and carts to use, based on the number of players
(see chart below), returning any extras to the box.

2. Shuffle the 16 order cards, then randomly remove 6 cards (with 2-3 players) or 4
cards (with 4-5 players) from the game. Return them to the box unseen.

players o0 Com LS Siver ool Carm Glass. <1 01T
2 36x  12x 12x 8x 7x 6x 10x
3 36x  17x 15x 12x 9x 9x 10x
4 36x  22x 18x 14x 11x 12x 12x
5

36x  25x 20x 15x 12x 15x 12x

B. CREATE THE PLATEAU
1. Place the 7 location tiles in random order so that each location is adjacent to 2
others and they all form a circle. This is the plateau.
2. Put all 36 food tiles and 50 coins in the center of the plateau
(i.e., between all of the location tiles). This is the supply.

3. Place the following items directly on the locations: AN StoRaas:

ore tiles, and
silver tiles

Market: glass tiles and order Farm: alpaca tiles,
cards (face up) wool tiles, and cloth tiles

Forest: wood tiles and
cacao tiles

------

Village: house cards
(face up) and carts

Road:
corn tiles

Harbor: fish tiles
and boat cards (face up)
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COMPONENT LIMITATIONS

When the tiles or cards of a given type are depleted, there are no more. In principle, actions that

let you acquire tiles or cards may still be carried out even if they are depleted (although this
often wouldn‘t make much sense). Coins, however, are unlimited — if the coin supply is
depleted, use a suitable substitute.

EEEN ENER

C. PREPARE THE EXTENSIONS

1. Remove any extensions that are not needed, returning them to the game box:

2. Separate the remaining extensions into 4 face-down stacks, based on their backs
(A, B, C, or D), then shuffle each stack.

3. Arrange the stacks to form a single face-down stack: D stack on the bottom, then C
stack on top of that, B stack on top of that, and A stack on the top.

4. Place the extension strip on the table, then reveal the top 5 extensions from the
stack and position them in the 5 slots to the right of the extension strip, 1 per slot.

D. INDIVIDUAL PLAYER SETUP
1. Each player chooses a color and receives the following personal items:
1 action board, 1 warehouse, 1 player pawn, 1 road marker, 1 container,
1 cart (from the village), and 1 cloth bag.
2. Each player should put their road marker on the top space of the
road, and their cart on the applicable upper cart space of their action board.
3. Give the start player marker to the youngest player.

E. ASSIGN ROLES
1. Shuffle the 7 role tiles face down, then deal 1 at random to each player, face up.
2. Each player should take from the center the goods tiles, food tiles,

and coins indicated on their role tile. Goods tiles and food tiles go in
the cloth bag, while coins go next to your action board.

B extensions marked “5+” are used with 5 players only
B extensions marked “4+” are used with 4 or more players
B extensions marked “3+” are used with 3 or more players

kS

ASSIGNING ROLES

Once all players are familiar with the game, we recommend that you choose your assigned

EENN EEEN

roles. To do this, lay the role tiles out face up. Beginning with the last player in turn order and
continuing counter-clockwise (i.e, start player chooses last), each player chooses 1 role tile.

EEE EENERN
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Now the game can begin!

PUBLIC INFO

Any player may check at any time what orders, boats, and houses currently are on the locations

or with the other players. It is also allowed to count how many goods tiles are left in the supply
and how many extensions are still in the stack (but without revealing the extensions or changing
their order). Any player may check at any time the goods that are in their own bag or container.

EEEE EENERN
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The game takes place in a series of rounds. Each round is divided into 4 phases:

Phase 1: Drawing (tiles from the bag)

Phase 2: Planning (assigning tiles to action spaces)

Phase 3: Actions (carried out in turn order until all players have passed)
Phase 4: Cleanup (preparation for the next round)

When the end of the game has been triggered — either because 1 location has been emptied or there are not enough
extensions remaining to fully refill the extension strip — you will finish the round, then play 1 final round. The player
who has the most points at the end of the game wins!

HE NN Phase1:Drauuing I NN N NN N A A A A A N N N N NN NN

All players carry out this phase simultaneously.

Retrieving Tiles from Action Spaces

Before you draw any tiles from your bag, you may retrieve previously placed tiles from your action spaces (either on your
action board, role tile, or extensions) and put them back onto unoccupied planning spaces. You can also retrieve unspent
coins from your extensions.

Important: You may never retrieve tiles from your warehouse or from orders and put them back onto planning spaces!

Drawing Tiles from Your Bag

Draw random tiles from your bag and put them onto the planning spaces of your action board. You will always draw tiles
equal to the number of unoccupied planning spaces you have available. At the beginning of the game, you can occupy
planning spaces 1-4 only (the other planning spaces become available as you construct roads).

ExamplLe A: Te begin his turn, Chidi has + unoccupied planning spaces available. first, he

decides to retrieve 1 fish tile from the harbor putting it ente planning space 1
Then he draws 3 random tiles from his bag and puts them ente planning spaces 7-4. A
__\_/—*~)

Emptying Your Container

If you don’t have enough tiles left in your bag for all unoccupied planning spaces you have available, draw the remaining
tiles, then empty the contents of your container back into your bag. After this, draw the rest of the tiles you need. (If there
are not enough tiles in your bag after you have emptied your container, then some of your available planning spaces will
be unoccupied for this round.)
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All players carry out this phase simultaneously.

Placing Tiles on Action Spaces

You may now place the tiles from your planning spaces onto unoccupied action spaces (either on your action board,
role tile, or extensions). Each location depicts which tile or tiles must be placed on its action spaces in order to take the
corresponding action. The only restriction is that you cannot place a tile at a location if you could never use that tile there.
You are not required to place all the tiles from your planning spaces — however, this means that you would draw fewer
tiles in the following round.

The basic actions, which are available to all players, are those on the action boards. At most locations, there are several
different ways to use the tiles you place there. But the number of action spaces at a location is limited to 2 or 3, and only 1 tile
can be placed on each action space, so you often won’t be able to carry out different actions at a location in the same round.

ExamplLe B: Asha could preduce 1weol at the farm if she places 1alpaca and 1 foed on that action space. She could place just
1 alpaca to produce 1 feod instead In fact, because Asha has 7 alpacas available en her planning spaces this turn, she could place
/ alpacas at the farm, which weuld allow her te produce 7 feod in a single action.

Important: During this phase, you may not relocate tiles that were placed on your action spaces in a previous round. Any
tile that you put on an action space will remain there, even between rounds, until you either use the corresponding action
(in the actions phase) or retrieve the tile (at the start of the drawing phase).

Certain market extensions require that you place coins instead of tiles. For these extensions, you must place the required
coins during the planning phase, like you would any other tiles.

Declaring Your Planning Complete

When the start player is satisfied with the placement of their tiles, they declare that their planning is complete. Each
other player, in turn order, then does the same when they are ready. Once you have declared your planning complete,
you may not relocate your tiles.
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In this phase, players take actions in turn order.

Sequence of Play

Beginning with the start player, each player takes 1 action. Players continue to take actions this way, 1 at a time, until
they choose to pass on their turn. Once a player has passed, they can no longer take further actions in the current round
(though other players will continue).

Taking Your Actions

On each of your turns, you may take any 1 action available to you, with these caveats:
1. You must meet the requirements of the action (usually, having placed the required tile or tiles on the action space).
2. Your player pawn must be at the corresponding location tile in the plateau.

It is not mandatory to take all actions that are available to you in a given round. Even if you placed tiles during the planning
phase that would allow you to take an action, you can leave them for now — perhaps to take the action in a later round,
or perhaps to retrieve those tiles and use them elsewhere.

Moving Your Player Pawn

Before and/or after each of your actions, you may move your player pawn around the plateau, in either direction.
(Before your very first action in the game, place your player pawn on any location tile of your choice.) You can move
either by foot or by cart.

e Moving by Foot: In order to move, you may move 1 step by using 1 food from a
movement action space. You may do this multiple times, using 1 food for each step.
Each step you move must be to an adjacent location.

e Moving by Cart: Each player begins the game with 1 cart (but may buy more). You can use each cart once per
round. A cart allows your player pawn to move up to 3 steps around the plateau (instead of 1), in either
direction. When you use a cart, slide it to the right to indicate that it cannot be used again this round. You can
use your first cart each round for free, but for each subsequent cart you
use in a round, you must have 1 food on your movement action spaces.

Example C: valerie wants to take actions at 3 different locations this
reund. She has 1 cart, and placed 1 feod on a mevement actien space

On her first turn, Valerie takes an action at the harber On her secend
turn, she uses her cart to move te the read G steps away) and take an
action. fer her third turn, Valerie uses the foed to meve by foot frem
the read te the village (1 step away) and take another action there

Filling Your Container

Put all tiles you are removing to take an action, along with any tiles gained by
taking the action, into your container. The same applies to food tiles used for
movement. (Remember: Tiles in your container will remain there until you need to draw from your
bag and it is empty.) When you gain a new tile, take it from the corresponding location tile.

Important: Unlike many games in which you sell or otherwise give up resources, in this game all goods and food tiles
always remain in your possession. Only coins are spent.

Spending Coins

Coins are handled differently than goods and food tiles. First, coins are always spent and returned to the supply when
used. Second, coins are kept next to your action board. This means that coins do not go into your bag or container, and
you do not have to put them onto planning spaces to use them. (Remember: On market extensions, you do have to place
the required coins during the planning phase in order to take the action during the actions phase.)

Passing
When all players have passed (either voluntarily or because there are no more actions available to them), proceed to the
cleanup phase.
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FARM ACTIONS of

B> Produce food: Use 1 or more alpacas to gain 1 food per alpaca from the supply.
B Produce wool: Use 1 alpaca and 1 food to gain 1 wool from the farm.
B Produce cloth: Use 1 wool and 1 food to gain 1 cloth from the farm.

FoREsT Actions &

B Produce wood: Use 2 food to gain 1 wood.
B> Trade cacao: Use 1 or more cacao to gain 1 food, 1 cloth, or 1 glass per cacao.

MINE ACTIONS A

B> Produce stone: Use 2 food to gain 1 stone.
B> Produce silver: Use 1 ore and 1 food to gain 1 silver.

HARBOR ACTIONS

B Produce food: Use 1 fish and 1 food to gain 1 food.

B> Trade fish: Use 2 fish to gain 1 stone.

B Build a boat: Use 2 wood to take 1 boat card of your choice from the stack at the
harbor. You immediately gain the good shown on the boat card (one time only).
Put the boat face up next to your action board.

VILLAGE ACTIONS

B> Build a house: Use 2 stone to take 1 house card of your choice from the stack at the
village. Put the house card face up next to your action board.

B> Store goods: Move 1 or more goods (not food) from this location to store them in your
warehouse, following the storage rules (see STORING GOODS, p. 9).

B> Buy a cart: Spend 1 coin to take 1 cart from the village and put it next to a movement
action space — it is available to you for the rest of the game. You may buy only 1 cart
per round and may have a maximum of 4 carts.

MARKET ACTIONS &

B> sell goods: Use 1 or more goods to gain coins equal to their prices (listed on your action
board). Goods without a listed price cannot be sold.

B> Buy an extension: Take any 1 available extension by paying its price in coins. The price
is the extension’s inherent cost (printed on the extension itself) plus the additional cost
indicated by the slot it occupies at the extension strip. Then adjoin the extension to the
corresponding location of your action board. You may buy only 1 extension per round.

Important: You cannot buy an extension if you already have an identical extension or if
its action is the same action provided by your role tile.

B> Acquire an order: Spend 1 coin to take 1 order card of your choice from the stack at the
market. Put the order card face up next to your action board.

Important: You cannot have more than 1 unfulfilled order at a time. You may acquire
another order only when you have completed your current order.

B> Deliver goods: Move 1 or more goods from this location to empty spaces on your
unfulfilled order card. You do not have to deliver all of the required goods at once. If you
delivered the final required good, gain 1 corn from the road and immediately store it in
your warehouse. The delivered goods remain on the order card.



ROAD ACTIONS <F

B> Construct a road: Use 1 stone and 1 wood to advance your road marker by 1.
For each advance, you will receive 1 of 2 benefits (indicated by the road tile):
O gain access to 1 additional planning space for the rest of the game
0 gain 1 corn and and immediately store it in your warehouse

NWWE Phase 4: Cleanup L N N N N W W N N N N N N NN NN NN NN NN NN NN NN NN NN NN

Follow these steps to prepare for the next round of play.

1. Pass start player. The current start player passes the start player marker to the next
player in clockwise order.

2. Reset carts. All carts that were used this round are moved back to the left.

3. Refill extension strip. If 1 or more extensions were bought this round, slide all
extensions downward to fill in any gaps. If no extensions were bought, discard the
extension at the bottom, removing it from the game. In either case, refill the extension
strip with new extensions from the stack.

STORING GOODS

When you store goods in your warehouse, either by taking the “store goods” action or due to
gaining corn, you must follow the rules below.

Basic Warehouse Rules

B> Fill from bottom to top. When you start a new row, it must be the lowest row available
in the left depot (or the right depot if the left depot’s rows have all been started).

Fill each row left to right. In each row, start with the leftmost space and work to the
right, with each new tile filling the next available space — 1 tile per space.

B> Only 1 goods type per row. The first tile in a row determines the only type of goods you
can store in that row. (Corn is the only exception to this rule.)

B Only 1 incomplete row per goods type. You cannot start a new row for a type of goods if
you still have an incomplete row of that type. You must complete the existing row first.

B> No food! Food tiles can never be stored in the warehouse.

Rules for Storing Corn

B> Must be stored immediately. You always have to store corn as soon as you gain it
(unless you have the extension allowing you to put corn into temporary storage).

B> Corn can be a substitute. You can add corn to rows that already have other goods.
This allows you to complete rows with a combination of goods and corn.

B> Corn rows take priority. If you have a row that is only corn, then that is the only row in
which you can store corn until the row is completed.

ExamplLe D: Tristan currently has 7 fish in row 1 and 1 stene
and 1 corn in rew Z New he wants te meve 1woel and 7 stene
from the village action spaces to his warehouse. first, Tristan
stores 1 stene, completing roew 7 (this completed rew will be
worth 3 peints at the end of the game). Then he starts roew

5 with the woel and starts rew ¢ with the ether stone
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The end of the game is triggered as soon as either of the following conditions is met:
> Any 1 location tile is depleted of all items (tiles, cards, and/or carts) that were on it
B> Not enough extensions remain to completely refill the slots of the extension strip

When this occurs, finish the current round and then play 1 more final round. After the final round, proceed to final scoring.

o> == F[NAL SCORING T G- ol - il G- o> G- ool Qe ool Q- o> - ool <

Before calculating your final score, remove all tiles from your bag, container, and planning spaces, and arrange them by
type in front of you. (Do NOT remove tiles from your warehouse or from order cards!)

As you evaluate each scoring category, note your score on the included scorepad.

1. For each goods tile you have, score points according to the values below.
Goods in your warehouse are included, but goods on orders are not.
B Wood / Stone / Cacao = 1 point each
B Wool / Ore = 2 points each
B Cloth / Silver = 3 points each
B Glass = 4 points each

2. Score 2 points for each boat card you have.

3. Score 4 points for each house card you have. In addition, for each type of
goods listed on a house card, score 1 bonus point for each goods tile of
that type (not on orders).

4. Score the listed points for each of your fulfilled orders.

(Unfulfilled orders don’t score.)
5. Score the listed points for each completed row in your warehouse.
6. (Optional) Score points for each mission card that you successfully completed.

After all scoring is complete, the player who accumulated the highest point
total is declared the winner! In the case of a tie, the tied player with the most coins remaining wins.

R, MISSIONS EXPANSION RN AN A N NN N N A

With this optional module, each player is given secret goals to work toward for extra points.

Missions Setup

After normal setup is complete, shuffle all 20 mission cards and deal 3 to each player. Each
player chooses 1 to keep, setting it face down beside their action board. After all players have
done this, each player then passes their 2 remaining cards to their neighbors — 1 card to the
left and 1 to the right (receiving 2 cards in return as well). Each player then chooses 1 of those 2
cards to keep. Each unchosen card is then removed from the game.

Exception: In the 2-player game, each player selects 1 of the 3 mission cards they were dealt,
then hands 1 of the 2 remaining cards to their opponent. The third card is removed from the
game. In this way, each player chooses 1 mission for themselves and 1 for their opponent.

Completing Missions

Your mission cards remain next to your action board, face down, until completed. When you
complete a mission, immediately flip it face up and leave it revealed for the rest of the game.
You may look at your face-down mission cards at any time.

During final scoring, each player scores the listed points for each of their mission cards that they
completed. Each mission card shows the minimum conditions required for fulfillment, but you
can exceed those conditions, of course. (Any goods on orders are not counted for purposes of
mission cards that require you to collect goods of a certain type.)

10
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In Altiplano, there are plenty of possible actions, and there are many paths to victory. Here are
some tips to help you get started.

B pon’t forget food. Each player starts with 1 or 2 food tiles. That is precious little for an
entire game, since food is needed not only for all productions but also for extra
movement. It’s a bitter feeling if you are able to move your pawn only once in a round!
Set yourself up to produce more food (using fish or alpaca) over time. However, too
much food is not good either, so find an appropriate balance.

B> Exchange fish. With fish, you can readily get food, but don’t overlook the fact that you
can exchange fish for goods. As a basic action, you can only exchange 2 fish for 1
stone, but there are some extensions that make fish useful for other exchanges.

B> Store at the right time. Beginners often underestimate the warehouse. Storing goods
helps you manage the tiles in your bag, but it can also be a major source of points. For
example, if you collect many different types of goods to begin with, you can start many
rows and then complete only the more valuable rows in the right depot.

B> Boats are an alternative. There are many goods, but you don’t have immediate access
to all of them. Without alpacas, for example, you can’t get wool, and without wool, you
can’t produce cloth. Extensions are one way around this, but another option is the boats.
Each boat comes with a certain good. Pay attention to goods that give you access to
other goods: A cloth tile is worth 3 points, but you can use a wool tile to produce cloth
again, or an alpaca tile to produce wool and then use wool to produce cloth.

B> Use coins cleverly. Coins aren’t worth any points in the end, so it’s pointless to hoard
them. If you get a market extension, you can gain goods that way — provided you earn
enough coins — without having to use tiles from your planning spaces. Coins thus give
you additional action possibilities.
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Use 1 food to gain 1 fish
(harbor).

Use 1 fish to gain 1 ore
(harbor).

Use 2 fish to gain 1 cacao
(harbor).

Use 1 fish to gain 1 ore, 1
stone, or 1 wood (harbor).

Use 1 fish to gain 1 wool or
1 cacao. (harbor).

Spend 2 coins to gain 1 cacao
(market).

Spend 1 coin to gain 1
alpaca or 1 stone (market).

Spend 1 coin to gain 1 fish or
1 wood (market).

Spend 1 coin to gain 1 stone
or 1 wood (market).

Spend 2 coins to gain 1
wool or 1 ore (market).

Spend 3 coins to gain 1
silver or 1 glass (market).

Use 2 food to gain 1 cacao
(forest).

Use 1 food to gain 1 cacao
(forest).

12

Use 1 food to gain 1 wood
(forest).



Use 1 alpaca to gain 1 wool

(farm).

Use 1 food to gain 1 alpaca

(farm).

Use 1 food to gain 1 ore
(mine).

Use 1 food to gain 1 stone
or 1 ore (mine).

During the planning phase,
place any 1 tile here. You
can use it later to carry out
any action on your action
board (i.e., not on your role
tile or extensions).

During the planning
phase, you may place 1
coin (instead of 1 food) on
movement action spaces.
If you use that movement,
spend the coin.

At the end of the drawing
phase, move any 1 tile from
your planning spaces to
your container. Then, either
draw 1 tile from your bag
or choose 1 tile from your
container. Put that tile on
the unoccupied planning
space.

These count as 2 additional
action spaces for you at the
village.

Just before final scoring,
draw up to 10 goods from
your bag (empty your
container, if necessary).
You may store these goods
immediately — however,
you may not start any new
rows in the warehouse, but
only add these goods to
existing rows.

13

You may place up to 2
corn into temporary
storage here, as you gain
them. Later on, you can,
as an action, move 1 or
2 corn from here to your
warehouse.
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Fulfill 3 orders. Store 3 alpacas in your warehouse.

Store 7 different types of goods

] Store 20 goods in your warehouse.
in your warehouse.

Complete 4 rows in your warehouse
that do not have corn.

Be the first to complete a
warehouse row.

Collect 3 silver and 3 cloth by the
end of the game (not on orders).

Collect 4 glass by the end of the
game (not on orders).

Complete 3 rows in your

Store 5 corn in your warehouse.
warehouse.




Be the first to complete a
warehouse row with only fish.

Build 3 boats.

Build 3 houses.

Collect more ore than any other
player by the end of the game
(not on orders).

Store 4 cacao in your warehouse.

Fulfill 1 order, build 1 boat, and
build 1 house.

Be the first to fulfill an order.

Be the first to build a house.

Collect more stone than any other
player by the end of the game
(not on orders).

15

Fulfill 2 orders involving wool or
cloth.
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CREDITS

Game Designer: Reiner Stockhausen lllustrations: Klemens Franz

Development: dip games, Louis & Stefan Malz Graphic Designer: Andrea Kattnig
Production Artist: Jeff Oglesby Editor: Dustin Schwartz
— Renegade Game Studios —
President & Publisher: Scott Gaeta Controller: Robyn Gaeta Director of Operations: Leisha Cummins
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Director of Sales & Marketing: Sara Erickson Creative Director: Anita Osburn
Customer Service: Jenni Kingma

© Copyright 2017 dlp games. © Copyright 2018 Renegade Game Studios. All Rights Reserved. SR
For additional information or support, please visit us online:

www.renegadegames.com
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