2 PLAYER
EXPERT VERSION




This version is suitable for players with experience playing the
Imaginarium core game and its Chimera expansion.

Each player leads a team of two handymen and a saboteur. They
take the material corresponding to the team game (2 workshops,
their machines and their starting resources / charcoalium, 1 Star-
teur, 1 screen, 2 models and the corresponding tokens).

Player A takes the workshops 1 and 4:

Shared broken
machines

Shared broken
machines

Each workshop corresponds to a handyman. The resources, char-
coalium, dreams and broken machines are common to both han-
dymen.




Placement on the initiative track is as follows:
Saboteur A

. Saboteur

. Handyman A1 (with workshop board 1)
Handyman B1 (with workshop board 2)

. Handyman B2 (with workshop board 3)

. Handyman A2 (with workshop board 4)
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The players have as many projects available in the design office as
for a four-player game (8).

The game is then played as normal. In the order upon the initia-
tive track, each player plans the actions of their saboteur and han-
dymen, and then carries them out. The saboteurs are played as
described on page 13 of the Imaginarium core game rulebook.

During the project completion phase, if the active handyman can
complete one or more projects, they place one of their colored
tokens on the project and then take the corresponding victory
points. It is possible for the second handyman of the same player
to complete the same project on their turn if they fulfil the neces-
sary conditions at that moment. They will take one point less than
is indicated as they are not the first to complete that project.

The game ends when a player reaches 25 points as in team play
mode.
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