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¢ 1 Workshop board with two resource indicators,
one conveyor belt with 7 slots, and one workshop .
with 9 slots (for finished machines). '

# 3 Assistant meeples and 2 Electric
> Sheep meeples.

Before your first game, set the Electric Flowers
cursor and the Magic Ink valve on each
of the 4 Workshop boards, following

SHAHED BDMPUNENTS
. # 1 Factory board
(double-sided)
with 3 conveyor
belts, one
delivery dock,
one stock room
and one calendar.

¢ 10 Delivery
cards

® 1 Phase pawn @
¢ 1 Day marker £

@ 4 Cloud tokens

® 28 Rainbow meeples:
8 large and 20 small@
(a large Rainbow meeple
is worth 5 small Rainbow
meeples)

side) FOR THE "ENLIGHTENED

@ 16 Power machine ’Files ' g . 8R3ABU.I.-S" VARIATION \. UBJECT UFTHE GAME

< (red Construction side/

purple Completed side) . Screen % In MECH A DREAM you manage your own production
B A<D tiles L’ F J / workshop. Give your Assistants different tasks during

: . h h f
R onctruction the day and optimize the construction tlmeo yur

# 50 Machine tiles separated
into 4 types:

® 18 Resource machine
< tiles (blue Construction

side/purple Completed

- and Completed sides) < FOR THE "SPECIALISTS" dhream jecllic alofng
< ) ) \ Pl o VAHIATIUN . - the conveyor belt o
& 8 Crystal machine tiles ME ~_ your workshop. Manage
(yellow Cons’gructlon and ¢ 10 Speaahst cards S e production of your
Completed sides) # 4 Price tokens workshop as best you can

to earn more Dream points
than your opponents at the

< Every Construction side of the tiles
“+ end of the work week.

features a price in Magic Ink drops or
Rainbows, as well as a construction time

symbolized by a number of hourglasses. ii
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- @ Shuffle the 10 Delivery cards, face down. Draw 3 cards from

., the delivery dock on the Factory board.

SHARED COMPONENTS

® Place the Factory board in the center of the table, with the side featurlng
the green calendar facing upward. )
# Shuffle the 8 Economical machine tiles (green Construction side up)
with the 18 Resource machine tiles (blue Construction side up). »
Place this 26 tiles pile on the slot the farthest left of the blue
and green conveyor belt. Draw the first two tiles of this pile and
place them on the two other slots of this conveyor belt, without

~ flipping them over. )
# Shuffle the 16 Power machine tiles (red Construction side up).
Place this pile on the slot the farthest left of the red conveyor
belt. Draw the first tile of this pile and place it on the other slot
of this conveyor belt without flipping it over. )

# Shuffle the 8 Crystal machine tiles (yellow Construction side
up). Place this pile on the slot of the yellow conveyor belt. )

this pile and put them back in the box without looking at them:
they won't be used for this game. '

Place the 7 remaining cards in a pile, face down, on the slot of

Flip the top card of the pile over, so that it is face up. "

# Place all the Rainbow meeples and the 4 Cloud tokens
near the Factory board to create a common stock. (1))

# Put the Day marker on the number 1 of the calendar. (3

INDIVIDUAL COMPONENTS
® Each player takes a Workshop board and places it in front .
of them, then takes 3 Assistant meeples and 2 Electric Sheep meeples -
in the color of their choice. Assistants are placed in the locker room,
on the three workday slots: the first Assistant on the morning slot,
the second on the afternoon slot and the last on the
evening slot. ()

® Each player places their two Electric Sheep ..
meeples on the right side of their board, near their |
Dream points tracker. () At any moment during the
game, when you earn Dream points, move the Sheep .
accordingly on the tens and units of your Dream
points tracker.
If, during a game, you win more than 49 Dream points,
place a Cloud token in front of you, 50 side up, and
move your Sheep meeples accordingly.
If you win more than 99 points, flip the Cloud token
over to the 100 face, and adjust your Sheep -
meeples accordlngly

/

~ The player who has most recently dreamt of robots is first ..
P to play. They take the Phase pawn and place it in front -- - Allunu
. of them, Sun side up. S

s . B B S

@ Each player sets the Electric Flowers
cursor on 3 and the Magic Ink valve on 4.

sed game components are left inside the box.
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A game of MECH ADREAM is played in several rounds, with each round symbolizing a day of work followed by an activation during the night.
Play each round like so:

A A

The day phase happens in 3 successive parts: the morning, the afternoon and the evening.
Play each part of the day in the following order:

0
/ :
1 A >< Y

(EACH PLAYER PLAYS IN TURN)

Beginning with the first player, and then playing in turn in clockwise order, take your first Assistant
meeple, the one assigned to the part of the day being played, and use it to:

WORK IN THE FACTORY or WORK IN THE WORKSHOP

\

WORKING IN THE FACTORY

By working in the factory, you can choose to earn either resources in the stock room, or special packages at the
delivery dock.

AN
\
\

@ In the stock room: place your Assistant on the floor that matches the part of the day being played.
® Take the type and number of resources
available on this floor. See RESOURCES WL K1l BYVIoITN ENVN foXelgloYol N oYW TaRig LA ET I Mu o)
AND PACKAGES. resources: this is shown by a separation between
the resources at the end.

\\

@ Move the cursor for the Electric
Flowers and for the Magic Ink valve
on your Workshop board according to the resources
you've earned.

Example: with her morning Assistant, this player has
earned 2 Electric Flowers, 2 Magic Ink drops, and then she
chose to take 2 more Magic Ink drops.

Watch out: if you earn resources but your cursor
reaches its maximum value of 9, all further resources
are lost.

VA W\ W\ W\ W\ W\ W\ W\ W\ ¥

# On the delivery dock: place your Assistant in front of the gate of the dock, on {
the spot that matches the part of the day being played.

® Every Delivery card costs a number of Electric Flowers, featured on the sign
at the gate. To be able to place your Assistant, pay the price displayed by Fs
moving your Electric Flowers cursor down.

o\
\\
N
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Example: to place his Assistant in front of the delivery dock, this player spends
3 Electric Flowers.

. \\
N
\

y

® Then, in turn, take the content of each package displayed on the delivery dock spot,
beginning with the package the closest to the gate and ending with the farthest.
See RESOURCES AND PACKAGES.

\
\
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< Example: thanks to his morning Assistant, this player — S&&> N
“ first earns 3 Dream points, and then 2 Magic Ink R~ @ R
drops. He then chooses to activate his completed
Resource machine in his workshop to earn 2 more

Electric Flowers.
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WORKING IN YOUR WORKSHOP

By working in your Workshop, you can choose to either buy a new machine or build a machine.

# Buy a new machine: on the three conveyor belts of the Factory board, choose one of the 6 Machine tiles \
avallable Constructlon face up, and place the Assistant matching the part of the day being played on top of it. | ==

® Each Machine tile features a Magic Ink or Rainbow price, displayed on the
left of the tile: to buy a machine, spend the specified resources from your
Workshop board or your personal stock.

Example: this plaer chooses one of the two red Power machines.
She places her Assistant on top of it and spends the 2 Magic Ink drops
required.

@ Take this Machine tile, without flipping it over, and your Assistant.
Place them on the conveyor belt of your Workshop board, on the
slot matching the number next to the hourglass featured

on the right side of the tile. This Assistant will take part

in the construction of this new machine until the

B
v CONSTRUCTION MOVE FORWARD.

Example: this player takes her Machine tile with her Assistant and
places them on the conveyor belt of her workshop, on the spot @

Over the course of the game, you can have multiple
machines on the same slot of your conveyor belt.
To do this, put the tiles next to each other.

@ On the Factory board, if a slot is empty on a conveyor belt, fill
it with the next Machine tile from the top of the matching pile,
without flipping it over.

# Build a machine: choose one of the Machine tiles on the conveyor belt of your workshop and place your Assistant
on top of it.

This Assistant will take part in the construction of this machine until the end
of the day, every time THE MACHINES UNDER CONSTRUCTION MOVE FORWARD.

You can add an Assistant onto a Machine tile whether there is already an
a1 Assistant there or not.

L\ places his evening Assistant on top of it.

(SIMULTANEOUS)
¢ When every player has used the Assistant assigned to the part of the day in play, the first player says out loud: “TIME HAS PASSED...”

Watch out: any machine without an
Assistant on top of it stays put during
this step.

@ All the players move their machines towards the right side of the
., conveyor belt, by as many slots as there are Assistants on top of it.

Example: this player has 2 Assistants on his red
machine and 1 Assistant on his blue machine. He
moves them 2 slots and 1 slot, respectively,
towards the right side of the conveyor belt.

S
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COMPLETED MACHINES

At any moment of the game, when a machine is moved past the (1) slot on your conveyor belt,
its construction has been completed.

¢ Immediately take the number of Rainbows
or Dream points featured on the top of the
and tiles.

%, See DESCRIPTION OF MACHINE TILES.

@ Flip overthe Machinettile on its Completed
side; if any Assistant was placed on the tile
before its construction, place them back on top of it.

# Place your first Completed machine under the conveyor belt, on the slot at the furthermost
», right of the board. Your machine can now be activated for the rest of the game.
< @ Place each new machine next to the previously Completed ones, following along the
general power cable.

Example: at the end of an afternoon, this player has 1 Assistant on his blue resource tile.

When the machines under construction are moved, this tile is moved past the' 1) slot:
|| the player flips it over on its Completed side and places this

first machine in his workshop, placing the Assistant back on

top of it.

LAST SLOTS BONUS: when you place the 7t, 8% or 9" machine in your workshop, you immediately earn the
number of Dream points featured on that slot.

Sometimes, you will build more than 9 machines in one workshop. If this happens, place the extra machines
at the bottom of your workshop board. For each extra machine, you immediately earn 3 Dream points.

When every player has finished moving the machines under construction, the part of the day being played ends:

® At the end of the morning or the afternoon, play the next part of the day.
# At the end of the evening, go on to the NIGHT PHASE.

NIGHT PHASE |
N -

~_ Thefirst player flips over the Phase pawn so the Moon side is up: this marks the beginning of the night.

@ This phase is played simultaneously by all players: they all take back their three Assistants and
place them on the morning, afternoon and evening slots in the locker room.

@ Then, all players can activate their robot'’s effect once per night. This effect is symbolized by the Monitor Screen on
your Workshop board. Every night, your robot earns you one Magic Ink drop.

l Furthermore, all players can activate the effect produced by each of the purple machmes already completed in their
. workshop once per night. See DESCRIPTION OF = ' -

= MACHINE TILES. ‘

Every player chooses the order in which they
want to produce each of their effects.

| Example: this player chooses to activate her workshop by first taking
| 2 Electric Flowers, and then by earning 2 Dream points.

' Then, she activates the effect produced by her robot, shown on the
Monitor Screen: she earns 1 Magic Ink drop. '
| Finally, thanks to her second blue Resource machine, she spends
| 1 Rainbow from her personal stock and earns 3 construction-time
' boosts.




NIGHT TIME MACHINE CUNSTRUCTIUN

During the night phase, when a machine is completed, you can benefit from its effects.

Example: this player first uses 2 construction time boosts on her yellow machine. The machine is
therefore completed and the player immediately earns 9 Dream points. This player flips over the
tile and places it in her workshop.

She then uses herthird construction time boost on her blue machine. This machine
is then also completed: she flips it over and places it in her workshop. She can
then activate it during the same night phase, and she earns 1 extra construction
time boost.

"\

She uses this last construction time boost to move her red
machine up one slot on her conveyor belt.

# If none of the conditions for the end of the game have been met, the first player #
gives the Phase pawn to the player on their left. This player flips the pawn so the
Sun side is up, and becomes the first player for the next work day. The player

. moves the marker up a day on the calendar, and then discards the current Delivery

~ card. The player replaces it with the next Delivery card on the pile, face up. They then start

their turn for the next work day.
# If one of the conditions for the End of the game has been met, go on to the END OF THE GAME _
points count.

ENDOFTHEGAME .

* The MECH A DREAM project ends when one of these
two conditions are met at the end of a Night phase:

~ Atthe end of this last work day, figure out your score by adding together:
@ the Dream points indicated by the current position of your Electric Sheep, adding any Cloud token, if present,

® the Dream points from the Rainbow meeples in your personal stock: every small Rainbow is worth 1 Dream point, and every
large Rainbow is worth 5 Dream points,

# the Dream points from the resources left in your Workshop stock: for every 5 Electric Flowers and/or Magic Ink drops

~ combined, you earn 1 Dream point. 1 =

The player who has the highest Dream points total wins the game and can be proud of having produced so many P
wonderful dreams for their robot! v
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Example: at the end of a game, this player has earned A :
< 37 Dream points. The 3 small Rainbow meeples in his 79 /"
| personal stock are worth 3 points, and the é resources left ¥
~in his Workshop stock (4 Electric Flowers
- and 2 Magic Ink drops) are
< worth 1 point. He completes

If it's a tie, the player with the highest number of
machines in their workshop wins the game. If it's
still a tie, the player with the highest number of
Rainbows wins.

A\

N

A\ A

his MECH A DREAM project with

If, after this, there is still a tie, the players can share
total score of 41 Dream

the victory, and dream about their next game

points.

together!

.
.
c

RESOURCES AND PACKAGES

1ELECTRIC FLOWER é 1 MAGIC INK DROP

L
“ 1 RAINBOW S

If an item features a number, take or spend (depending
on the action you have chosen) the corresponding
number of items.

Example: these symbols respectively
show 2 Magic Ink drops and @ %

2 Rainbows.

CONSTRUCTION TIME BOOST: when you earn 1 Hourglass
C_/ symbol, move one of your machines under
& construction up one slot towards the right on the
conveyor belt of your workshop, whether there are
already Assistants on top of the tile or not.

If you earn multiple construction time boosts, you can
use them either on one or several machines.

1 DREAM POINT

Example: with these 2 Hourglasses, move one
machine up two slots towards the right, or move (_/

o

two machines up one slot towards the right.

ROBOT OR MACHINE ACTIVATION:

Activate your robot's effect, featured on
the Monitor Screen.

OR,

Activate one of the completed
purple machines in your
workshop. See DESCRIPTION OF
MACHINE TILES.

)

DESCRIPTION OF MACHINE TILES

BLUE RESOURCE MACHINES AND RED POWER MACHINES
(PURPLE COMPLETED SIDE) S

® These machines feature a Gear symbol at the bottom of the tile.

® Once placed in your workshop purple Completed side up,
you can benefit from their production or conversion effect, at a rate of one
activation per Night phase.

® You can also activate them thanks to the content of the packages
obtained from certain Delivery cards.

PRODUCTION EFFECTS: you earn the items featured on the small conveyor
belt of the machine.

Example: earn 1 Electric Flower
~and 1 Magic Ink drop.

Earn 1 construction <_
time boost.

CONVERSION EFFECTS: you can spend the resources featured above the machine
to earn the items featured on the small conveyor belt.

Watch out: you can only transform one lot of resources per activation of
one Machine tile.

Example: you can spend 1 Electric Flower and 1
. Magic Ink drop to earn 1 Rainbow
~ and 1 Dream point.

You can spend 1 Rainbow to earn
3 construction time boosts.

N',“ 8. »,,:i‘(.‘
# These machines have a Shooting star symbol "' h b

at the bottom of the tile. w5
@ When you build a Crystal machine, earn the number of Dream points
featured at the top of the tile once.

® Once placed in your workshop with its yellow Completed side up,
a Crystal machine has no other effects for the rest of the game.
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f GREEN ECONOMICAL MACHINES

® These machines feature the Infinity symbol at the bottom of the tile.

@ When you complete an Economical machine, earn the number of Rainbows featured at the top of the tile once.
® Once placed in your workshop with the green Completed side up, benefit from its permanent power until the end of the game,

each time you do the specified action.

@ If you own two Economical machines of the same type, add up their effects.

‘m G2 o  When you buy a blue, red or green Machine
tile, spend one less Magic Ink drop than
" the price indicated on the left of the tile.

ma

; Q‘F

B, »
‘m o5 % When you place your Assistant on the delivery
~ - dock, spend 1 less Electric Flower than

TR the price indicated on the sign at the gate.

When you buy a yellow Crystal machine,
> spend 1 less Rainbow than the price indicated
on the left of the tile.

' ENLIGHTENED ROBOTS VARIATION

f f ~ GAME VARIATIONS

" The dlver e posilble combinations of Machine t|Ie allow|for great replayability for the basic MECHADRqAM project.
’ E Lcrlbe below to your games, or combine bq)th ‘

If you wish . you can also add one of the two variations de

The Enlightened Robots change the power of your workshop thanks to
their new effects featured on the Monitor Screen tiles. To play with this
variation, take into account the following rules:

SET UP

® Take the 8 Monitor Screen tiles and deal 2 tiles randomly to each player.
Every player chooses one of them, then puts the other tile back in the box.

@ Look at the black side of your tile: it features the number of resources
that this Enlightened Robot gives you to start the game. These resources
replace the starting resources from the normal game: adjust
the resource cursors on your Workshop board accordingly.

Watch out: some Enlightened Robots also allow you to take

1 Rainbow from the common stock.

® Flip the Monitor Screen tile over with its purple side up ‘\ "
and place it on your Workshop board so it covers the Monitor \\‘
Screen printed on the board.

HOW TO PLAY >

Thanks to the content of the packages obtained from Delivery
cards, as well as the activation of your workshop every Night
phase, you can benefit from the new effect produced from
your Enlightened Robot. This new effect featured on your
Monitor Screen replaces the one printed on your board.

. m & When you buy a Machine tile, place it on your

a2 Workshop conveyor belt on the slot with 1 less
@ ,. Hourglass than the number indicated
< " on the right of the tile.

DESCRIPTION OF THE EFFECTS PRODUCED BY ENLIGHTENED ROBOTS:

‘| Earn
| 1 Rainbow. X

Choose to activate |

either of the following effects:

@ Earn 1 Electric Flower and 1 Magic Ink
drop.

UR @ Earn 1 Electric Flower and
1 construction time boost.

Earn 1 Dream
point.

Earn the content of the package on the
evening slot of the delivery dock without
placing an Assistant there, nor paying the
price.

Choose to activate one of the following
effects:

® Exchange 1 Electric Flower for 3 Magic
Ink drops.

OR ® Exchange 1 Magic Ink drop for
3 Electric Flowers.

Choose to activate one of the following
effects:

® Exchange 1 Rainbow for 4 Magic Ink
drops.

UR ® Exchange 1 Magic Ink drop for
1 Rainbow.




Choose to activate one of the following effects:
@ Earn 1 construction time boost.

UR, ® Buy one new machine at its normal price, but without placing an Assistant
on top of it. Then, place the tile on your conveyor belt, on the slot with 2 less 4%

hourglasses than indicated on the tile. 0

Example: if you buy a new machine with a construction time of (37, place it without
any Assistant, on the 1 slot of your conveyor belt.

Special case: you can add up these effects with a permanent power from a green
Economical machine that you already own.

Example: you buy a new machine with a construction time of m

Thanks to the effect of your Enlightened Robot, you can place this tile on the 0slot
(3-2).

Furthermore, you already own a green Economical machine which allows you to put all of
your machines on the slot with 1 less hourglass than indicated on the Machine tile.

Thus, you move up this new machine from one more slot.

This way, you move it past the a slot of your conveyor belt: this machine is completed.

SPECIALISTS VARIATION

The intervention of different specialists creates a commotion in the workshops and increases
interaction between players. To play with this variation, take into account the following rules:

}

SET UP 2K

A 9
LY
® Put the Factory board in the center of the table with PO

@ Appoint the first player, and

You can spend 1 Electric
Flower to choose one of
the following effects:

® reproduce the effect
of a completed purple
machine in one of your
opponent’s workshop,

OR,

® reproduce the effect of one
of your opponent's robots.

Special case concerning the playing
order: if you choose to reproduce the
effect of an opponent’s robot which
allows them to buy a new machine
with a 2 hourglasses reduction, then
buy your machine after the chosen
opponent has bought their own.

the face featuring the yellow calendar up.

@ Take the 10 Specialist cards, shuffle them face down and take
4 cards randomly, or 3 cards for a game of less than 4 players. Place
these cards face up in the center of the table and finish setting up
the game normally. Put the unused Specialist cards back in the box.

@ When you combine this variation with the Enlightened Robots
variation, each player chooses their Monitor Screen tile after
revealing the Specialist cards.

HOW TO PLAY

then, in anti-clockwise playing order, and beginning with the last
player, the players choose the Specialist card they want to start
the game with, in turn, and put it in front of them.

@ Every player takes 1 Price token and places it on their Specialist
card, with the 1 Rainbow face up.
® In a 2-player game, place a Price token with
the 1 Rainbow face up on top of the Specialist '," “
card not chosen, placed in the center of the table. d

As long as a Specialist card stays in front of you, benefit from its bonus permanently, each time you do the specified

action. See the DESCRIPTION OF THE SPECIALISTS’ PERMANENT BONUSES.

% WORK IN THE FACTORY:

. to take a Specialist card:

When you place your morning or afternoon Assistant in the

% | ¢ To take a Specialist card
§ from an opponent, pay
/| your opponent the Rainbow
price indicated by the token

card, out of your personal
Rainbow stock.

placed on their Specialist

i ® |n a two-player game, to take the Specialist card that has not been
i chosen in the center of the table, pay the price by discarding one of
i your Rainbows in the common stock.

® An opponent cannot refuse this transaction.

@ If you don't have the number of Rainbows necessary to pay the
price in your stock, you cannot take a Specialist card.

@ If there is no Price token on top of a Specialist card, take it for free.
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#® Place the Specialist card you have just bought in front of you: )
@ If the card did not have a Price token on top of it, take one from the stock and place it on top of it, with the 2 Rambows face up.
& If the card already has a Price token, keep it and place it on top of the card so the 2 Rainbows side is up. "

There is no limit to the number of Speciallst cards a player can have in front of them.
NIGHT PHASE ' 1
During the Night phase, once every player has completed the activation of their workshop, one Iast action takes place:

® Every player reduces the worth of the Price token on top of their Specialist card. 4 P
@ If the token has its 2 Rainbows face up, flip it over so that the 1 Rainbow face is up.
@ If the token already has its 1 Rainbow face up, remove it and put it away in the common stock.

- Once this last action is done, the Night phase ends. y

L5

DESCRIPTION OF THE SPECIALISTS’ PERMANENT BONUSES:

As soon as you have retrieved special

As soon as you have finished the
action of Buying a new machine or
Building a machine, earn 1 Dream
point.

Assoon asyou have finished the action
of Buying a new machine or Building
a machine, earn 1 construction time
boost.

packages at the delivery dock,
you can activate either one of your
Completed purple machines in your
workshop, or the effect produced by
your robot.

As soon as you have retrieved
resources from the stock room, earn
1 Rainbow. '

As soon as you have finished the action
of Buying a new machine or Building
a machine, earn 1 Electric Flower and
1 Magic Ink drop.

As soon as you have retrieved
resources from the stock room,
choose to earn either 2 Electric
Flowers or 2 Magic Ink drops

As soon as you have retrieved special As soon as you have finished the
packages at the delivery dock, R action of Buying a new machine,
earn 2 Dream points. earn 1 Rainbow.

As soon as you have retrieved special
packages at the delivery dock,
use 2 construction time boosts

As soon as you have finished the
action of Buying a new machine,
earn 2 Dream points.

o
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. Mech A Dream and Blue Orange are trademarks of Blue Orange Edition, France. Game published and distributed under
Blue Orange, 97 impasse Jean Lamour, 54700 Pont-a-Mousson, France. www.blueorangegames.eu




