the player

Prestige, giving you Victory Points and increasing
round. After 12 rounds
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have a sale value in Cash. You need to balance your income with the cost of preparing
the Collection and the Upkeep costs of your company that must be paid the end of

during Fashion Shows and selling them afterward. Design cards in your Collection
each round. Fashion Shows generate

the sale value of the Collection presented that

company and wins the game.




Unllmlted components

Tokens and pieces are not meant to be limited by the physical
number of components in the game. If a certain component
from. the supply runs out, players may use any other

replacement.
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1. Planning Phase

Starting with the First Player, and continuing in turn order, each player places Once all Action pawns are placed on the board, players resolve each location,

one of their Action pawns on a single location of their choice. starting with the Bank (no. |} and continuing in ascending order. Going from
Players don't resolve those locations right away; they are resolved in the next left to right or top to bottom within a !ocation, the owner (_’f each Action
phase. Players always place Action pawns on the first (leftmost or topmost) pawn resolves the effects of the location and removes their pawn.

empty space of each location.

e

e~ aiad - ~ e - e

Players continue placing Action pawns in turn order until e\}ery player has
placed all of their pawns. It is possible for one player to have more than one
Action pawn in the same location, and to resolve that location more than

once during the Action phase.
: o

-~

quer
a linear order.
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Actions without pawns

When resolving a location, all players first activate - in turn order -
all € abilities from their cards tied to the location.

Once all of these abilities are resolved, then the action pawns present on the
location are resolved as described above.
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4. EMPLOYEES 5. NEW DESIGNS 6. LOCAL MANUFACTURER

A player chooses a single Employee from the The player chooses a single Design card from the The player chooses a single type of Material

ones available at this location and places them ones available at this location or a face down card (color) and buys any quantity of it, placing the

on one of their Starting Employee slots of their from the top of the deck and places it face up tokens near their Player board. After paying for all
Player board or, if each Starting Employee spot near their Player board. e tokens acquired, the player gains 1 Quality token

is full, under one of their Buildings. If there is no - —
empty slot for the new Employee, the player has
to remove one of the previously hired Employees, |}
paying Cash equal to double their current Upkeep*
cost. After that, the player appropriately adjusts
the Upkeep track on their Player board. The
Employee’s ability can be activated immediately,
if applicable. If a player cannot afford the new
employee, or does not want to pay the severance
package, they cannot hire the Employee and must ¢
forfeit the action.

(no matter how many Materials they bought) and
places it on the designated space of their Player
board.

= [ DESI-GC‘:ER
DESIGN, O
AGEN

Before resolving main actions, all players take turns in the player order to resolve their cards with the @ icon that are associated with this location (these cards
would have the number 5 on the left side). Anna (Pink) is the first player so she goes first. She activates her Design Agency card to draw 1 E. Next is Greg (Orange)
but he doesn't have any @ cards for this location. So now it's Matt's turn (Blue) - he activates his Design Agency card to draw 1 .

After all @ cards associated with the location have been resolved it's time to perform the main action of the location in their pawns’ order (from left to right).
Greg (Orange) goes first. He chooses to take one of the face-up Design cards. He also activates his Designer Office card ability (requiring a pawn) to draw 1 £.
When finished, he removes his pawn from the location. Next in line is Anna's pawn (Pink). Instead of choosing a face-up card Anna decides to draw a Design card
from the top of the deck. After finishing her action she takes back her pawn.




. Resolving Locations |

7. WAREHOUSE

The player can choose any of the Material types
and buy a single piece of each selected type of
Material, placing the tokens near their Player
board. After paying for all tokens purchased, the
player gains 2 Quality tokens (no matter how
many Materials they bought) and places them on
the designated space of their Player board.

8. IMPORT

The player can choose a single type of Material
and buy any quantity of it, placing the tokens
near their Player board. After paying for all tokens
purchased, the player gains 3 Quality tokens (no
matter how many Materials they bought) and
places them on the designated space on their
Player board.

9. LAST MINUTE PREPARATIONS

The player chooses and resolves one of the
following effects:

¢ Gain 2 Quality tokens.@ @

¢ Gain 1 Public Relations token. (24
¢ Gain 1 Trend token.q

¢ Gain Bl in Cash.

The player takes the tokens from the appropriate
space of location no. 9. Location no. 9 will be
refilled at the beggining of the next Working
round, so no effect can be chosen twice in the
same round.

The Action Phase ends once all locations are resolved.
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" EXHIBITION ROUND %

There are four Exhibition rounds during the game -
that's when players will {(most of the time) earn back
all the Cash invested during the two previous Working
rounds. Keep in mind that during an Exhibition round,
players shouldn't refill the board, and the First Player
token stays in place until the beginning of the next
Working round.

Each Exhibition round is divided into 5 different phases
that are resolved in the following order:

At the beginning of each Exhibition round, players will
exchange all the Prestige tokens that they've gained during
the previous Exhibition round (mostly from winning Award " n
categories at the Fashion Shows).

During the first Exhibition round of the
game, players won't be exchanging any
tokens and can skip this phase.

Prestige tokens are exchanged for Victory
Points. The number of VP received for each
Prestige token depends on the number of
players in the game:

¢ 2-player game: Gain 1 VP for each ﬁ

4 3-player game: Gain 2 VP for each ﬁ

4 4-player game: Gain 3 VP for each ﬁ

Adjust the position of your VP marker on
the Victory Point track around the edge of
the board accordingly.













* tie on the 1st place
** tie on the 2nd place
*** the only player with Prestige

4. Sales Phase

1. Prestige Exchar;ge Phase

Players discard all % collected during previous Exhibition round (1) to gain Victory Points. Matt
(Blue) discards 5
discards 3 % and gains 6 VP. (1 g is exchanged to 2 VP in a 3 player game as shown on page 14).
All players advance their markers on the Victory Point track.

and gains 10 VP. Anna (Pink) discards 6 and gains 12 VP. Greg (Orange)

2. Show Phase

Players choose the Design cards they will showcase
in Fashion Shows. They do it in turn order. Anna
(Pink) selects 2 of her Design cards - they are in the
same Style @ and she managed to gather all nec-
essary materials. Since one of the Design cards has
the same Clothing Type 0 as the one her company
specializes in, she receives 1 E (2).

Matt (Blue) has 3 Design cards ready but they all
have a different Style. He decides to choose 1
Design card with @ for his Collection. In addition
he activates the Great Designer Office card which
lets him change a Style of one card @ to @ He
places a @ on a Design card (3) and adds that
Design to his Collection. Matt receives additional
@ from one of the Design cards (4) and 1 from
his Model card (5).

Greg (Orange) has 2 Design cards with the same
Style, but he doesn't have all required materials to
finish the second Design card (6). He selects only one
Design card for the Show.

3. Award Phase

Players showcase the same Collections during both Shows. Since it's the 2nd Exhibition
round, only the first 3 categories of each Fashion Show tile will be awarded.
Anna (Pink) and Matt (Blue) tie for the 1st place in Quantity, therefore each of them

receives the amount of for 2nd place. Greg is 3rd and receives no for this cate-
gory.

Matt (Blue) has the most @ tokens so he receives 2 ﬁ in London and 3 g in Mos-
cow. For 2nd place Anna (Pink) and Greg (Orange) are tied for the number of tokens
so they receive no g

Greg (Orange) has the most ﬁ tokens so he wins 3 g in London and 4 @ in Mos-
cow. Matt (Blue) is second so he wins 1 in London and 2 Q in Moscow.

Matt (Blue) has the most tokens so he wins 2 Q in Moscow. He doesn't get any Q
from London, because this feature is not being awarded there. Neither Anna nor Greg

have any tokens so they don't win any Q for this category.

o M
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1) Prestige effect

Anna (Pink) earns 4 (calculated
by multiplying 2 g by 2 cards in her
Collection).

Matt (Blue) earns 24 (calculated

by multiplying 12 by 2 cards in
his Collection).

Greg (Orange) earns 7 (calculated
by multiplying 7 by 1 card in his
Collection).

2) Collection Sale

Anna (Pink) gains 41 for Design
cards in her Collection.

Matt (Blue) gains 45 for Design
cards in his Collection.

Greg (Orange) gains 17 for De-
sign card in his Collection.

Players discard all Design cards

that were a part of their Collections
together with all materials that were
used to prepare them.

3) Discard tokens
All players discard all E and
tokens. They keep their %

tokens until the Prestige Exchange
phase of the next Exhibition round.









