


GREY OPS ACTION SPOT

First, and no matter if you use only one or
both options, you must place one Barrel
from your HQ onto an empty Black Market
slot of your choice.

OPTION 1 “"BLACK MARKET"

You may move all Barrels currently on
the Black Market from their slots onto the
corresponding Technology spaces on the
Tech track.

OPTION 2 “CONSULTANTS"

You may take one Consultant Card from
the open display and place it into your
HQ.

You must take a Level 1 card first, Level 2
second, and Level 3 third. You may have
only one card of each level.

NOTES & CLARIFICATIONS

If you can not place a Barrel from your HQ
into the Black market, you may not take this
action at all.

All effects on Consultant cards are active

from the moment you place them into your

HQ. The Consultant cards in each game are

limited (see Setup, on page 4). It is possible

that there are no remaining cards of a level

available, in which case you may not take a
* card.

REGION SPOTS - SHIPPING

This Action is taken when Agents are
placed on a Region on the map; there is
no separate Action Spot.

Choose a shipping route directly
connecting your shipping Region with a
target Refinery. :

You may not pick a shipping route
containing the “closed” Risk chip (@);
this route is closed for shipping.

For each question mark Barrel (@) shown
on a Risk chip on your shipping route,
pull one Barrel and apply the results (see
Barrels in a bag, on page 8).

Then, take into your hand as many Barrels
from your shipping Region as demanded
by the target Refinery’'s Demand chip.

For each skull symbol (@) shown on a
Risk chip on your shipping route, place
one of these Barrels into the Black Market
(see Black Market, on page 9).

Place the remaining Barrels from your
hand into your HQ.

After shipping is completed, flip all Risk
chips on your shipping route, and the
target Refinery's chip.

SECURITY CHIPS

At any time during your turn, you may
return Security chips (¥) from your HQ
to the general reserve. For each chip you
return, either swap two Refinery chips
or two Risk chips, or flip one Refinery or
Risk chip, anywhere on the board.

. NOTES & CLARIFICATIONS

These Action Spots have only one option,
and the usual majority rules apply.

The Region you take this action in is called
the shipping Region.

The white lines on the sea and the black
lines on the ground are the available
shipping routes. Some have a little arrow
pointing one way; you may not ship along
these in the other direction.

You can never collect more Barrels from one
Shipping action than the shipping Region
currently holds, even if the Demand at your
target Refinery is higher. If you ship fewer
Barrels than the Region currently holds, the
remaining Barrels remain on the Region.

The Pirates (@) steal from the Barrels
you ship, not from your shipping
Region. This means that the maximum
number of Barrels you receive from any
Shipping action is the Demand at your
target Refinery minus the number of
@ symbols on your shipping route.

All Barrels you add to the Black Market due
to Pirates (@) are in addition to the single
Barrel per turn you might add due to pulling
Barrels from the bag.-

Empty, or white, Risk chips have no effect.

All Risk chips show a little icon in the lower
area that serves as a reminder of what they
have on their backsides.



SHIPPING EXAMPLE

Karen takes a Shipping action in the Gulf
Region and decides to ship to Rotterdam.
The Demand in Rotterdam is currently four.

First, Karen discards her single Security
marker to swap the Risk chips in Belarus

and the Suez Canal.

Then, for the Risk chip on the Suez Canal,
she pulls two Barrels from the bag. Both are
black, she adds the first to the Black Market
and returns the second to the bag.

Then, she takes four Barrels from the Gulf
Region, places one on the Black Market for
the @ Risk marker on the Gulf of Aden and
the remaining three into her HQ.

Lastly, she flips the chips on the Gulf of Aden,
the Suez Canal and Rotterdam and returns
her two purple Agents from the Gulf Region
to her HQ. One Barrel and Sandra's yellow
Agent remain on the Gulf Region:

PEAK OIL - ENDGAME

As everybody is deeply surprised that the oil

indeed suddenly runs out, regular rules do not
apply any more. Countries start closing down
their shipping contracts to keep their last
reserves, oil replacement technologies become
too important to be left to small Start-Ups and
there is general chaos. Big mayhem ensues.
The end is nigh.

Peak 0il is triggered when the last black
Barrel is removed from the bag.

The player who triggers Peak Oil flips
their HQ card to its back side. It now
serves as the Peak Oil marker.

They finish their turn as usual, including
reassigning an Agent in their Step 2.

Then, in turn order, each other player may
reassign one of their Agents.

The Peak 0Oil phase begins. Check all
Action Spots in this order:

1 Expand

2 Develop

3 All five Regions
4 Invest

5 Grey Ops

On each Action Spot, each player with at
least one Agent will be allowed to use one
option of that action:

¢ If one player has the majority on an
Action Spot, that player is the first to
use one of its options. Then, remove
their Agents from that Action Spot.

e Thereafter, or if no player has a
majority, starting with the player
with the Peak Oil marker and going
clockwise, each (other) player with
Agents on that Action spot may use one
of its options as well, removing their
Agents afterwards.

the Peak 0Oil
marker side of
your HQ card

A GAME ABOUT E

CRISIS AND PROFIT

Do not replenish the available 0il Field
and Start-up cards during Peak Oil.

Once you have checked all Action Spots,
and removed all Agents from the board,
the game ends. Proceed to Scoring, below.

NOTES & CLARIFICATIONS

During the Peak Qil phase, everything else
is as usual, including bag pulls, PR Crises
and any payments required.

Note that during Peak 0il, you may only use
an option first if you alone have the majority
on an Action Spot. In all other cases, seating
order in relation to the Peak Oil marker
decides player order.

If you use the option Dispatch on the Expand
Action Spot, leave the dispatched Agents on
the destination Action Spot for now. Resolve
the outcome of that Spot when that Action
Spot is checked.

Note that the order in which you check all
Action Spots is just from left to right, which
is also noted on the board. The Regions
are checked in the same order (Venezuela,
Libya, Nigeria, Gulf Region and Russia).

Instead of taking an action, you may decide
to do nothing and just remove your Agents
from the Action Spot.



SCORING

Calculate your final score by adding up
the following:

START-UP SCORE

Each of your Start-Up cards is worth:

e 1 VP (victory point) per Barrel placed
on the space of the corresponding
Technology on the Tech Track,

e plus an additional 1 VP per matching
Symbol on your Oil Field cards.

Therefore, Start-Up cards may have
different values for different players,
since not all players have the same O0il
Field cards.

Score this value once for each of your
Start-Up cards, including the three ones
in your Private Portfolio.

CONSULTANT SCORE

Each Consultant card in your HQ gives
you the printed VPs.

e Level 1 cards give 1 VP
» Level 2 cards give 1 VP
e Level 3 cards give 2 VPs

PR SCORE

Each face up PR Crisis card in your HQ
costs you the printed VP value.

e Level 1 cards cost 1 VP
e Level 2 cards cost 3 VPs
e Level 3 cards cost 5 VPs

The player with the highest total score
wins.

In case of a tie, the player who lost
fewer points to PR Crises wins. If still
tied, higher Start-Up score, then higher
Consultant score wins. If still tied, play
again.

SCORING EXAMPLE

Alba holds
these four 0il
Field cards.

There are two Barrels on the
Hydrogen Cells Technology,
and Alba holds one 0il
Field with a Hydrogen Cells
symbol, so each Hydrogen
Cells Start-Up card is worth
3 VPs for Alba.

There are zero Barrels on
the Ethanol Technology
and Alba holds no 0il
Field cards with an
Ethanol symbol, so each
Ethanol Start-Up card is
worth 0 VPs.

Each SPMR Start-Up is
worth 2 VPs, since there are
two Barrels on the SPMR
Technology and Alba holds
no 0il Field cards with a
SPMR symbol.

Since Alba holds one
matching 0il Field card
and there is one Barrel on
the Technology, each Tidal
Power Start-Up card (if she
had any) would be worth 2
VPs to her.

Alba holds two matching
0Oil Fields, so even with no
Barrels on the Technology,
each Agripolymers Start-Up
card is worth 2 VPs to her.

At game end, Alba has these cards in her HQ.
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Alba holds three
Hydrogen Cells Start-Up
cards (two regular ones
plus one in her Private
Portfolio,) one Ethanol,

two SPMR, and one
Agripolymers.

Consulting the Technology Track, shown to
the left, Alba's Start-Up score is:

3 Hydrogen Cells x 3VP = AV
1 Ethanol x 0 VP =0VP
2 SPMR XIZ2IVE =4VP
1 Agropolymers X 20V = N
Total Start-Up score: 15 VP

INUESTIGATI[] I

HUSH MONEY [

Place one Barrel on this card.
Retrisvet ack to o your Ha
‘when you discard this card.

Alba has only a Level 1 Consultant card,
yielding 1 additional VPs.

Her face up Level 1 PR Crisis card costs her
-1 VP. The face down Level 2 PR Crisis card
does not cost any VP.

Alba’s final score is:

Start-Up score ISRVIE
Consultant score 1VP
PR score -1VP

TOTAL 15VP



ADVANCED RULES

Now that you have become a master in the dark

arts of international oil trade, you might want
to try this advanced variant. Beware, it can be
quite a bit more cut-throat than the regular
game, but hey, that’s how we roll.

The advanced rules work mostly as the
regular ones, with the exceptions below.
Anything not mentioned here remains
unchanged.

SETUP

Remove the PR Crisis and Consultant
cards from the game; you will not use
them. Instead, place the PR Crisis track
card near the board.

Place the alternative Action Spot cards
onto the board, covering the Action Spots
that are changed.

Irrespective of player count, always put
exactly two red Barrels into the bag.
Remove the remaining three from the
game.

TAKE AN ACTION

You may use only one option on any Action
Spot, no matter if you have the majority,
or pulled a barrel to break the tie. You
may still freely pick which option you use.

PR CRISIS

Do not discard barrels or draw a PR Crisis
card. Instead, place one of your Agents on
the leftmost spot of the PR Crisis track.

This track is a bump track. Any time an
Agent is placed on a non-empty spot, first
move the Agent currently occupying this
spot to the next spot, possbily bumping
the Agent there, etc.

If an Agent is placed or moved onto an
empty spot, no further bumping happens.
If an Agent ismoved past the last spot, off
the track, and immediately return it to the
owner's HQ.

Example: Alba (white) has to place one of
her Agents onto the PR Crisis track. The first
spot is occupied by Karen's purple Agent.
Alba moves that Agent to the second spot
and places hers on the first.

Later on the same turn, Alba suffers a second
PR Crisis. She places a second Agent on the
PR Crisis track, bumping all Agents already
there. Sandra’s yellow Agent is bumped off
the track and returned to her HQ.

Agents on the track are stuck coping with
the PR Crisis and may not be used for
anything else.

If, at the start of your turn, all of your
Agents (excluding the ones still in the
general supply) are stuck on the PR Crisis
track, take back all of them to your HQ.
The public finally lost interest in your
continuous Crises.

In a two- or three-player game, the first
spot on the PR Crisis track is not used.
Skip it when placing Agents on the track.

ACTION SPOT DEVELOP

You may not replace the 0il Field cards
before taking a Drill action.

The Whitewash option is moved to the
Action Spot Invest and replaced with the
action Research: You may replace the
three open 0il Field cards and the three
Start-Up cards with new ones from their
respective decks, returning the old ones
to the bottom of these decks.

ACTION SPOT INVEST

You may not replace the Start-Up cards
before taking a Start-Ups action.

The Marketing option is moved to the
Action Spot Grey Ops and replaced with
the action Whitewash: You may take all
your Agents from the PR Crisis track and
place them into your HQ.

ACTION SPOT GREY OPS

When taking a Grey Ops action here, you
do not have to, and even may not, place a
Barrel onto the Black Market first.

The Consultants action is removed and
replaced with the option Marketing: You
may place one Barrel from your HQ onto
one of the Technology spaces on the Tech
track. Alternatively, you may move one of
the Barrels already on the Tech track to a
different Technology space. If you use the
latter alternative, you must pay as many
Barrels from your HQ out of the game as
the target Technology space holds Barrels
after the action. If you can not pay, you
may not use this alternative.

SCORING

Do not score Consultant cards or PR
Crisis cards. Instead, lose 2 VPs for each
of your Agents still on the PR Crisis track
at game end.
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ACTION SUMMARY

EXPAND (P.10)
Recruit: Take 1 Agent of your color and put it in
your HQ.

Dispatch: Move all your Agents from this Spot to
another Spot, then you may activate that Spot.

DEVELOP (P.10)

Drill: May replace 0Oil Field cards. Take an 0il
Field card, possibly take Security marker (¥),
put black Barrels from the bag on Region, may
pull @-Barrels and put on Region.

Whitewash: Discard face up PR Crisis card.
Possibly pay for this (0/1/2).

INVEST (P.11)

Start-Ups: May replace Start-Up cards. Acquire
a Start-Up card, spending Barrels from
your HQ. Price equals number of Barrels on
corresponding Technology.

Technologies: Place 1 Barrel from your HQ on a
Technology on the Tech track.

GREY OPS (P.12)

Place one Barrel onto the Black Market.

Black Market: Move all Barrels from the Black
Market onto the corresponding Technologies.

Consultants: Take a Consultant card.

SHIPPING (P.12)

Pay Security markers (¥) to flip or swap Risk
or Demand chips.

Pull 1 Barrel for each @ on your route.

Take the number of barrels shown on your
target Refinery's Demand chip from the Region,
place 1 on the Black Market for each @ on your
route, and the rest into your HQ.
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VERY SHORT RULES

On your turn, take these steps in this order:

1 reassign one Agent or take an action
2 reassign one Agent
3 optional: pay 2 to reassign one Agent

Remember: Max. 5 Agents per Action Spot.

TAKE AN ACTION (P.7)

If you have a majority, use both options. If
you are tied, pull 1 Barrel and use 1 option.
After the action, return all your Agents
from this Action Spot to your HQ.

PULLING BARRELS (P.8)
o Place the first on an empty Black
Market slot of your choice.

v/ For each, suffer a PR Crisis. You
may pull again. Discard yellow.

PR CRISIS (P.8)

Discard half the Barrels from your HQ
(rounded down) and flip one PR Crisis card
face up. If impossible, take one of the next
higher level, face down.

PEAK OIL (P.13)

When you remove the last black Barrel
from the bag, finish your turn and flip your
HQ card as the Peak Oil marker. Each other
player may reassign 1 Agent.

PEAK OIL PHASE (P:13)

For each Action Spot, the majority player
uses one option first, then (or if tied),
starting with the Peak O0il marker, all
(other) players present use one option.

SCORING (P.14)
Each Start-Up (including Private Portfolio)

e 1 VP per Barrel on its Technology
e plus 1 VP per 0il Field card with
matching symbol you hold.

Subtract VPs for PR Crisis cards and add
VPs for consultant cards.



