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ALL RIGHT RESERVED

THE ERA

OF THE OLD GAS LAMPS

IS OVER:

THE CITY DISCOVERS

ELECTRICITY.

FOUR POWER COMPANIES

ARE FIGHTING HARD

FOR CONCESSIONS…

HIGH VOLTAGE

IS A HIGH-STRATEGY GAME

WHERE TACTICS 

AND INTERACTION 

ARE YOUR CUTTING EDGE.

INSTALL LONGER POWER

LINES AND SUPPLY 

AS MANY NEIGHBOURHOODS

AS YOU CAN 

WITH YOUR 

POWER COMPANY!
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CONTENTS

48 HIGH VOLTAGE CARDS 
(the back is illustrated in the picture)

32 SCORE CARDS
(the back is illustrated in the picture)

4 POWER COMPANY CARDS
(the back is illustrated in the picture)

36 ENERGY TOKENS
(High Voltage on one side; Danger on the other) 

20 ACTION TOKENS
(Back and front are the same)

4 SPECIAL ACTION TOKENS
(Back and front are the same)

20 POINT TOKENS
(Back and front are the same)

4 WOODEN SCORE MARKERS
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HIGH VOLTAGE
SIDE

DANGER SIDE



AIM OF THE GAME

Each player acts secretely for one of the
four power companies indicated by dif-
ferent colours (red, yellow, green and
blue).
Turn after turn the players place the
HIGH VOLTAGE CARDS, so that they
form electric lines with the coloured
segments on the cards.
Whenever two power stations are con-
nected via an electric line, points are
assigned to the companies according to
the colour of the segments (such points
are indicated by the coloured score
markers); the player also receives
points, according to the length of the
line (such points are indicated by the
point tokens).
At the end of the game the players re-
veal the colour of their company and
add the points in their possess to the
score indicated by their score mark-
ers. The player with the highest score
is the winner.

SETTING UP

Each player picks one the four POWER
COMPANY CARDS (back
illustrated on the side),
looks at it privately and
puts it face down before
himself/herself.
The colour of the card indicates the
POWER COMPANY that the player rep-
resents. Such colour will remain secret
until the end of the game.
Each player receives 5 ACTION TOKENS
and 1 SPECIAL ACTION TOKEN.

ACTION SPECIAL ACTION

Lay the 48 HIGH VOLTAGE CARDS face
down, so that they form a 7x7 square,
with a free central square (picture 1).
Lay the 32 SCORE CARDS face up
around this square so as to encircle it.
Place the "0" card in a corner of the
perimeter and the others according to
numeric order, clockwise. 
The coloured parts of the lines must
be facing the inside of the square (pic-
ture 1). Each SCORE CARD, except
those in the corners, represents a
power station, where the power lines
start and arrive. 
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Flip over the four cards indicated by
the red edge in picture 1.
Place the four wooden score markers
on the "0" score square, even if there
are fewer than four players.
Draw lots for the first player. The play-
ers will take turns in clockwise order.

PLAYING TURN

Taking turns, each player can perform
one of the following actions:
• PICK one of the covered cards. The

player looks at the card and places it
in one of the two free spaces in the
square. The card must be placed face
up and oriented at will; 

• ROTATE an upturned card. The card
cannot be moved. The coloured
parts of the electric line must be in
a different position at the end of the
rotation;

• SPEND an ACTION TOKEN and:
• MOVE an upturned card to a Free
space
OR
• SWAP two upturned cards.

In both cases it is possible to rotate the
cards at will.

During a game, the HIGH VOLTAGE
CARDS are used to close electric lines.
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PICTURE 1:
INITIAL SETTINGS

THE 48 HIGH

VOLTAGE CARDS ARE

SURROUNDED BY THE

32 SCORE CARDS

WITH THE COLOURED

ELECTRIC LINE

FACING TOWARDS THE

INSIDE.
AT THE BEGINNING

OF THE GAME PLACE

ALL 48 CARDS,
LEAVING THE

CENTRAL SPOT FREE.

ONLY THE 4 CARDS

HIGHLIGHTED BY

THE RED EDGE MUST

BE FACE UP.



Each time an electric line is closed,
ENERGY TOKENS are placed on the
cards that were used. These tokens
represent the load on the power lines.

A card with an ENERGY TO-
KEN with the DANGER SIDE
UP on it cannot be moved,
turned or swapped, unless
a SPECIAL ACTION TOKEN
IS USED.

The cards with an ENERGY
TOKEN,  HIGH VOLTAGE SIDE
UP can be moved, rotated or
swapped normally.

PLEASE NOTE:
Four HIGH VOLTAGE
CARDS have the DAN-
GER symbol instead of
the electric lines (see
picture on the side).
Such cards are exactly the same as a
HIGH VOLTAGE CARD with an ENERGY
TOKEN on them, DANGER SIDE up.
When a player picks one of these
cards, he/she places it normally onto
one of the two free squares.

If a player spends an ACTION or SPE-
CIAL ACTION TOKEN, this is elimi-
nated from the game.

SPECIAL ACTIONS 

Each player has only one SPECIAL AC-
TION TOKEN per game. The SPECIAL
ACTION TOKEN allows to:
• move or swap a HIGH VOLTAGE

CARD that has an ENERGY TOKEN,
DANGER SIDE up on it;

OR
• play a double move. The player must

declare that he/she is going to play
a double move before he/she lets the
next player move.

CLOSING 
AN ELECTRIC LINE 

When a player connects two power sta-
tions using at least four HIGH VOLTAGE
CARDS (even with segments of different
colours), he/she can declare that the
electric line has been closed, and then
calculate the score as explained in the
paragraph SCORE COUNT.
Two power stations on the same side of
the square cannot be connected, as this
would short-circuit the line.
When the score has been calculated, the
players put an ENERGY TOKEN on each
card of the closed line. The ENERGY TO-
KENS are to be placed with the HIGH
VOLTAGE SIDE up. If an energy token is
already lying on a card, it must be flipped
over so that the DANGER SIDE is up.
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An electric line cannot be declared
closed if it contains one or more
cards with an ENERGY TOKEN DAN-
GER SIDE UP.
An electric line cannot be declared
closed if it contains more than three
cards with an ENERGY TOKEN HIGH
VOLTAGE SIDE UP.
It is possible to close two electric lines
with one action. In this case the play-
er who declares them closed decides
which score will be calculated first,
then he/she places/flips over the EN-
ERGY TOKENS on the cards of the line
and then, if it is still possible, he/she
checks the score on the other line.
PLEASE NOTE: a line can pass only once
on the same HIGH VOLTAGE CARD.

IN A NUTSHELL

In order to be valid and to be worth
points, an electric line must:
• consist of at least four HIGH VOLT-

AGE CARDS;
• connect two power stations on two

different sides of the square 
• not have more than three ENERGY

TOKENS HIGH VOLTAGE SIDE UP
on it;

• not have any ENERGY TOKEN
DANGER SIDE UP on it;

If all of these requirements are met, it
is possible to calculate the score for the
line.

SCORE COUNT 

Each closed line receives points two
ways:
1 POWER COMPANIES: each company

receives one point for each segment
of its own colour, including the pow-
er stations segments. The score is in-
dicated by the wooden markers, which
are advanced along the path formed
by the SCORE CARDS.

PLEASE NOTE: the colours assigned to
the players are secret, and in games with
fewer than four players, some colours
will not be associated with any player.
Before closing a line, it is advisable to
maker sure that you are not giving too
many points to your opponents!

2 LENGTH OF THE LINE: the player
who has declared the line closed will
receive POINT TOKENS according to
the length of the line itself:

• 4 HIGH VOLTAGE CARDS: 0 points; 
• 5/6 HIGH VOLTAGE CARDS: 1 point; 
• 7/8 HIGH VOLTAGE CARDS: 2 points; 
• 9 or more HIGH VOLTAGE CARDS: 

3 points. 

If there are no POINT TOKENS left, the
player receives no score.
PLEASE NOTE: after calculating the
score, do not forget to place the en-
ergy tokens on the line cards!
If a player closes a line but does not de-
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clare it, the player receives no score. An-
other player can declare the line closed
during his/her turn, but he/she must
modify it by rotating, moving or swap-
ping at least one of the HIGH VOLTAGE
CARDS that make up the line.

END OF THE GAME

The game ends immediately when at
least one of the following conditions
occurs:
• The last ENERGY TOKEN has been

placed;
• The last HIGH VOLTAGE CARD has been

turned and placed into the square. If
this action closes a line, the player can
declare it and calculate its score.

• it is not possible to close any more
valid lines

At the end of the last turn, each play-
er reveals his/her own colour (by un-
covering the POWER COMPANY CARD,
that had been kept secret so far) and
adds the points he/she possesses to

the points indicated by his/her com-
pany’s score marker.
The player with the highest score is
the winner.
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