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GAMF, COMPONENTS AND SFETUP

GAMFE, COMPONENTS AND SETUP

r(:OMPON]E’,‘N’I'S ] Place the Game Board in the middle of the table.
1 Game Board » The 50/100-Point Tokens are placed next to the
1 Start Player Marker (Hourglass) “50" space of the scoring track.

4 Player Boards
6 Small Town Bonus Tiles
10 Large City Office Bonus Tiles
10 Character Tiles
40 Coins (20~ 1,10% 5,10 10)
44 Contract Tiles
4 50/100-Point Tokens
18 Objective Cards
31 Large City Cards
15 Gold Bars (12 small and 3 large)
15 Silk Bundles (12 small and 3 large)
15 Peppers Sacks (12 small and 3 large)
28 Camels (21 small and 7 large)
12 Player Figures (3 each in the player
colors: blue, yellow, green, and red)
26 Dice (5 each in the player colors:
blue, yellow, green, and red;
5 in black; 1 in white)
38 Trading Posts
(9 each in the player colors: blue,
yellow, green, and red; 2 in black)
1 Rulebook, 1 Supplement, 1 Setup Card
5 Overview Cards
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The remaining game compo-
nents are distributed to the
individual players.

How these components are
organized is described in
detail on page 4.

] The 5 black Dice are placed
» on the game board in the
field with a black Die icon. The
number of pips showing on these
dice are irrelevant at placement.

] The player who has most

» recently traveled around the
world takes the Start Player Marker
(Hourglass).

’I Certain Characters have additional game

» components associated with them. Keep
the 2 black Trading Posts, the white Die, and
1 Player Figure of each color in the box until
needed. A description of each Character Tile can

Lbe found in the Supplement.




o YT W [ =

The Goods (Gold, silk ) !

» and Pepper), and Camels
are placed as a general supply
next to the game board. The
larger pieces have a value of
3 of the corresponding small
pieces. Goods and Camels are
not limited in quantity. In
the unlikely event that you
run out of any of them, you
may substitute with any
other available tokens.

The 18 Objective Cards
» are shuffled and placed

in a stack.

The Money (40 Coins
» with values of 1, 5, 10)
is placed next to the

game board as a

general supply.

Revmy‘!% .

Front side

The 6 Small Town Bonus Tiles are
» distributed (according to their letters)
on the 6 small towns on the board.

= -
Gold Pepper

Silk Camels

-

(7 The 31 Large City Cards are)
»shuffled, and 1 card is placed
face up on each of the city card
fields on the game board. A total
of 9 cards are placed. All of the
remaining unused Large City
Cards are returned to the box.
They will not be needed for this

The 10 Large City Office
» Bonus Tiles are shuffled, and
1 is placed on each of the 7 large
cities on the board. The 3 remain-
ing tiles are returned to the box.

game.

The 6 Starting Contract Tiles . are initially set aside. See

» page 4. )
The rest of the Contract Tiles . are shuffled, and 30 of them are
divided into 5 stacks of 6 Contracts each.
From 1 of these stacks, 1 ContractTile is placed face up on each of the
6 Contract spaces on the game board. The other 4 stacks are placed
next to the game board.
The remaining 8 Contract Tiles are placed in a “special” stack, and are
also placed next to the game board, but set apart from the other stacks.

HC

The 10 Character Tiles are
» placed face up next to the
game board in a display.
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LAYER SETUP

PLAYFER SETUP

Each player chooses a color, takes
» the Player Board in the chosen color
and places it in front of himself.

them on his Player Board in the area
showing a Die icon.

Each player then takes the
» 5 dice in his color and places

Next, each player takes the 9

3 » Trading Posts in his color.
These are placed on his Player Board
on the designated spaces for them.

Each player receives a Contract from
» the previously set aside stack of

Starting Contract Tiles , From
this face down stack, each player takes

1 Contract Tile and places it face up on
his Player Board on one of the spaces
kfor active Contracts.

Each player takes 2 Player Figures
» in his color and places them on
the game board: one is placed on the
“50” space of the scoring track and
the other is placed in Venezia.

»the face down stack, and keeps them hidden
from the other players. In the Advanced game,
players choose their Objective Cards (see
page 15). A description of the Objective Cards
can be found in the Supplement.

Finally, each player takes an
» Overview Card. You are now
ready to play the game!

Each player draws 2 Objective Cards from |

Storage area for
Goods and Camels

Spaces for active
Contracts

Drawer space
™= for completed
Contracts

Each player takes 2 Camels and places

» them in the storage area on his Player Board.
The starting player takes 7 Coins, placed in front
of him, and the other players in clockwise order
each take 1 Coin more than the player to his
right (8, 9, and 10 Coins for players 2, 3, and 4).

N\

For your first game, only these
» 4 Character Tiles are needed, and
they are distributed as follows: .
The starting player takes
Raschid ad-Din Sinan,

the 2nd player (clockwise)
takes Matteo Polo,

In the Advanced game, players choose
their Characters (see page 15).

A description of each Character Tile can
be found in the Supplement.

J

3rd player
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Start player ~ 2nd player 4th player
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ABoOUT THESF RULES

Due to the complex nature of the game, we will begin by explaining basic gameplay. After that, we will explain the
individual actions and special cases in more detail. So don’t panic if you think something has not been explained -
it’s all in here. After all, Marco Polo did not write about all of his voyages on only one page...

GAME OVERVIEW

The players embody one of the companions traveling with the famous explorer Marco Polo. Each player attempts to
collect victory points by means of completed Contracts and visiting lucrative cities. A completed Contract also gives
the player further benefits, and in the cities he had visited, he can use the privileges available there. Moreover, the
players can complete secret Objectives to earn additional victory points during the final scoring.

=y L

s i L

The game is played with players take their turns one after the other in clockwise order, over several rounds.

On each turn, the players roll their dice, and then place these dice on action areas on the game board in order to
take various actions.

They take turns until all of their dice have been used, which signals the end of a round. The game consists of

5 rounds, and ends with a short final scoring.

On pages 15 and 16, we present a very detailed description of a complete game round, so for now, we will just give
you a brief overview on playing a turn, and then continue with a description of all of the available actions.

We hope you enjoy following in the footsteps of this great explorer in “The Voyages of Marco Polo”!

PLAYING A TURN

On a player’s turn, he must take at least | (previously

ABOUT THESFE, RULES

rolled) die from his Player Board, and places it/them on required # of dice

an action space of his choice. He may place dice on either action space

an empty action space, or one that is already occupied. associated action

He then immediately performs the corresponding action.

Before or after taking a main action, a player may perform AVl it =

1 or more “Additional” actions (see pages 12 and 13). These S e T T e
actions are always optional. A summary of all available TR (Cir i) St
“Additional” actions can be found on the players’ Overview Cards. ————

A player must take exactly 1 main action on each turn, as long as he has any unused dice available on his Player
Board. Once he has no more dice, he automatically passes, and does not participate any further in this round!
The next player in clockwise order continues the round by taking his turn.

This continues until all players have placed all of their dice on action spaces. The round is then over.

We will next look at the Game Board, and then follow with an explanation of the individual actions.

GAME B@ARD - The individual areas of the board and their related actions

The Game Board contains areas for the following 6 Main Actions: Take 5 Coins, the Marketplace, the Favor of
Khan, Obtain Contracts, Travel, and Large City Card Actions.

THE FAVOR OF

PLAYING A TURN

TAKE 5 COINS

see page 6
| _ KHAN see page 7
N == SIF e
Aoomona: Kool TV oo
= P — CONTRACTS
- : see page 8

LARGE CITY CARD [ gl &y s %
ACTIONS see page 11 KRS =
Eue=g| B o
There are also 5 Additional Actions: Complete 1 Contract, Take 3 Coins, Re-roll 1 Die, Adjust 1 Die Value +1/-1, E
and Take 1 Black Die. &
On the following pages, the different areas and their associated actions will be explained. O
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MAIN ACTIONS

When performing one of the main actions, the following general rules must be observed:
* A player may only place his own dice on action spaces, never those of the other players.
* The number of dice placed on an action space must match the number of dice illustrated on it.

* A player may place his dice on either empty or occupied action spaces. (Exception: Large City Card Actions,

see page 11.) In all instances in this rulebook, we will always first assume that an action space is unoccupied.

* If an action space is already occupied, a player must pay Coins to the supply to be able to take the action.
This is explained in detail in the “Special Situations” section on pages 13 and 14.

* Each action space may only be used once by a player color (blue, yellow, green, red); see page 14 for details.
Once a player has placed his dice on an action space, he immediately performs the corresponding action.

The value of the dice placed on an action space indicates how often an action may be taken, or how much of
an item is gained. (Exception: Take 5 Coins, see below.) The deciding factor is always the lowest-numbered die.

If a player is allowed to perform an action more than once, or take more of an item, he may perform the
action less times than allowed, or may take less of an item. However, he must always use the action a
minimum of 1 time.

What is the exact sequence of events in a turn? T

1. The player places his die/dice on an action space. A, R

2. The player pays Coins if placing his die/dice on an occupied space (pages 13 and 14). Iy Ny
3. The player performs the action, -

TAKE 5 Coins @ || MaiN AcTrons

TAKE 5 COINS - “Money for nothing...”

In order to get 5 Coins, the player must place exactly 1 die on the “Take 5 Coins” action space. The number on
the die does not matter for this space; it is not considered when taking this action. The player always receives
5 Coins for taking this action. If the action space is already occupied, the player must pay the cost for placing
his die there (see pages 13 and 14).

Example:
Yellow places a die (showing a “3”) on the “Take
5 Coins” action space. He receives 5 Coins from

the general supply.

L O
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Goods are needed to complete Contracts. In addition, certain Large
Cities may contain action spaces that allow players to convert Goods
into Coins, Camels, or even victory points. Goods may also earn
players additional victory points during the final scoring.
Procedure:

1. The player places his dice.

2. He then determines how many Goods he will receive.

3. He takes that number of Goods from the general supply and places them on his Player Board.
1. The player places his dice.
The player places as many dice on the action space as specified in the illustration on the space.

Example: Blue places 2 dice (showing a “4”
and a “5”) on the Marketplace
action space “Silk”.

2. He then determines how many Goods he will receive.
To the right of the action space, a table
shows the amount and type of Goods Since the lowest-numbered die
received for each die value of 1 to 6. The placed on the action space by
lowest-numbered die placed on the action Blue is a *4", he receives 3 Silk
space determines which column shows the from the general supply.
maximum number of Goods received.




3. He takes that number of Goods from the general supply and places them on his Player Board.
The Goods are taken from the general supply and placed in the Storage Area of his Player Board.

and places them in the Storage Area of

3 Blue takes 3 Silk from the general supply
his Player Board.

The player may choose to receive the Goods selection in any lower-numbered column than his lowest-numbered
die, if he wishes. (He may prefer one of the other selections available, for example.)

Example:  Red places a die (showing a “4”) on the Market- i
place action space “Pepper”. Therefore, he may
take 3 Pepper from the supply. However, he may &
also select to take 2 Pepper and 1 Coin instead.

they may be needed to gain the benefits from certain Large City Cards.

A player receives Camels using the same procedure as gaining Goods:

He places 1 die (showing any number) on the Marketplace action space “Camels”, takes as many Camels
from the general supply as the number showing on the placed die, and puts them in the Storage Area of his
Player Board.

Camels are needed to complete Contracts, and are required to travel over certain routes on the map. In addition,

Green places a die (showing a “6”) on the Marketplace Green takes 6 Camels from the general supply and
action space “camels”. This allows him to take 6 Camels. puts them in the Storage Area of his Player Board.

Note: When choosing to obtain Camels, there is no reason to select a lower-numbered column.

THF, FAVOR OF IKHAN - Another way to obtain goods.

Here, the player places exactly 1 die on the “Favor of Khan”
action space. He then takes 1 Good of his choice and 2 Camels
from the general supply, and puts them in the Storage Area of

his Player Board.

DETAILS
The first player to use this area places a die showing any number on the lefrmost

action space. The next player who wants to take this action places his die on the next
space, and the die must show an equal or higher number than the one to its left

(if this is not possible, he cannot take this action). He may then take 1 Good of his
choice and 2 Camels. Each other player wishing to take this action must follow the same placement rules.

Example: Green places a die showing a “3” on the Red must now place a die showing at least a 3"
first action space in the “Favor of Khan” in order to take this action. He places a die
] area. He then takes 1 Good (Gold here) showing a “4", and takes 1 Good (Gold here also)

and 2 Camels from the general supply.

THFE FAVOR OF KHAN
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OBTAIN CONTRACTS

OBTAIN CONTRACTS - Can be fulfilled by visiting the Marketplace.

In order to get Contracts, the player must place exactly 1 die on the “Obtain Contracts” action space. He may
then take 1 or 2 Contract Tiles from any of the Contract spaces on the board matching the number showing on
the placed die, or lower, and places it/them on any empty active Contract space (see below) on his Player Board.

Blue may now choose 1 or 2 of the

b e e Contract Tiles in the “17, “27, or “3”
Blue places a die showing a “3” on the column, and places them on his 3
“Obtain Contracts” action space. Player Board.

If a player takes a Contract Tile from the “5” column, he also takes either 1 Coin or 1 Camel from the general

supply. If he takes a Contract Tile from the “6” column, he earns either 2 Coins or 2 Camels.
Example:
Green places a die showing a “6” on the Green takes the Contracts in the “2” and “6” columns, and
“Obtain Contracts” action space. He may decides to take 2 Camels as his extra reward for column “6”. He also
choose 1 or 2 Contracts from any column. — could have selected the Contracts (and rewards) from 5" and “6”.

What additional rules apply to the “Obtain Contracts” action?

* After a player has taken 1 or 2 Contracts, all Contract Tiles remaining on the board are shifted to the left to
fill any empty spaces.

After the Contract Tile in the “2” column is taken,
the tiles in columns “3” through “6” are shifted
1 space to the left.

* 1f, during a round, there are ever no Contract Tiles remaining on the board, 2 tiles are drawn from the
“special” stack of Contract Tiles, and placed in the “1” and “2” spaces on the board.

* Each Player Board has spaces for 2 active Contracts. Whenever a player takes new Contract Tiles, he must have
empty spaces in which to place them. If both spaces already contain Contract Tiles, one (or both) of them
must be placed face down underneath the “special” stack of Contracts. The Starting Contract Tiles . ,
however, are removed from the game instead.

Example:

Green takes 1 Contract Tile from the board, but he currently
has no free spaces on his Player Board. Therefore, he removes 1
of the tiles and places in underneath the “special” stack, in order
to make room for the newly taken Contract.

NOTES - The following rules are only relevant in special situations.

* A player may not take a Contract Tile from the board, and immediately place it underneath the “special”
stack of tiles. A newly taken Contract must always be placed on the Player Board first.

* As long as a Contract Tile lies in an active Contract space on a Player Board, they do not earn anything
for a player. In order to gain the Contract’s benefits, it must be completed, as described on page 13
and on the Overview Cards.

ot am = e
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In order for a player to move his Figure across the map on the game board, he must place exactly 2 dice on the
“Travel” action space. The procedure for movement is described below.

Example:

Red places 2 dice on the “Travel” action space. He may
then, depending on the values of the placed dice, move
his Figure on the map.

What is the exact procedure for moving a Figure on the map?
The player must follow this sequence of events:

1. The player places 2 dice on the “Travel” action space.

2. The player then pays the travel cost.

3. The player must also pay any additional costs shown on the map, if necessary.
4. The player moves his Figure, and usually builds a Trading Post.

1. The player places 2 dice on the “Travel” action space.

He may move a maximum Example: Red places 2 dice (showing a “2”
number of steps on the map and a “4") on the “Travel” action

as shown on the lower- ] space. He may move a maximum
numbered of the 2 placed of 2 steps on the map, as determined
dice. by the lower-numbered of his dice.

Note: He may always move fewer steps than his lower-numbered die allows, but he must move at least 1 step.

2. The player then pays the travel cost,

For each space in the “Travel” action area, a cost in Coins is shown for taking that number of steps. This cost must
be paid, but the player only pays the cost for the actual number of steps moved, regardless of the dice values. All
Coins paid are returned to the general supply.

2 Red would like to move 2 steps on
the map. The cost for this movement
is 7 Coins. Red returns this amount
to the general supply.

3. The plaver must also pay any additional costs shown on the map, if necessary,

Often, either a number of Camels or an amount of Coins are shown on the route between 2 locations. In such a
case, the player must pay what is shown (Camels and/or Coins) in addition to the cost on the action space.

To travel on this route, the
player must return 7 Coins
to the general supply (in
addition to the cost shown
on the selected action space).

To travel on this route, the player must return
2 Camels to the general supply (in addition to
the cost shown on the selected action space).

4, The player moves his Figure, and usually builds a Trading Post.

The player now moves his Figure from location to location, the number of steps determined by his chosen action
space. The player will end his movement in an Oasis, a Small Town, or a Large City. He may not end his move-
ment between 2 locations.
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.toa Large Ctty to a Small Town to an Oasis, its movement between 2
- locations.

* 1f a player ends his movement in a Large City, he must place a Trading Post (from his Player board) there.
Starting with his next turn, he may place a die on the Large City Card there, in order to take the action on the
card (see page 11). The Large City Card itself always stays in the Large City; it is never taken.

Example:
Red places one of his On a future turn, Red may now
Trading Posts in the take the action on the Large
Large City. City Card, by placing a die there
(see page 11).

* 1f a player ends his movement in a Small Town, he must place a Trading Post (from his Player Board) there.
He immediately receives the bonus shown on the Small Town Bonus Tile (see Supplement for more details).
In addition, he will receive that bonus again at the beginning of each new round (see page 16).

Example: Red Immediately

receives a bonus

(here, 1 Camel i ¥
and 3 Coins).

* If a player ends his movement in an Oasis, nothing happens. The Oases simply slow down movement.

Red places one of his
Trading Posts in the
Small Town.

o el £ A R 3 F ok R e e e RN A b R T TS
Example: Red moves either... ..0F . OF A Figure must never end

What additional rules apply to the “Travel” action?

* When placing Trading Posts on the map, the player always removes them

from his Player Board starting from the leftmost column, and then from
top to bottom. If a player moves through a Large City or Small Town, but
does not end his movement there, no Trading Post is placed there.

* 1f a player places his 8th Trading Post, he immediately receives 5 victory
points @@ and moves his scoring Figure ahead on the scoring track. If he places his 9th Tradmg Post, he
immediately receives an additional 10 victory points m

* 1If a player moves his Figure to Bejing, he has reached his destination, and places a Trading
Post on the available space showing the largest number. At the end of the game, he will
earn bonus victory points as shown on that space (see page 14). Note: Even after a
player reaches Bejing, he may continue to perform the “Travel” action on future turns.
Backtracking to locations already visited on the map is allowed. That is, a player may
repeatedly pass through or end his movement on any location on the map.

Note: Each player may only have 1 Trading Post in any Large City or Small Town location.

Therefore, the same player may not have several Trading Posts in one location.

The “Travel” action determines the Start Player at the beginning of each new round (see pages 15 and 16).

*

What is the Large City Office Bonus?

The first player to place a Trading Post in a Large City receives the Large City Office Bonus
for that city. After gaining the bonus shown on the Large City Office Bonus Tile (from the
general supply), he removes the tile from the board and returns it to the box. It is no longer
needed for the remainder of the game.
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NOTE.S - The following rules are only relevant in special situations.

* At the beginning of the game, all players start their travels in Venezia. If, during
the course of the game, a player returns to Venezia by ending his movement there,
he may not place a Trading Post there.

* 1f a player places all of his Trading Posts on the map, and later ends his movement in another location
requiring one, he must move one of his already placed Trading Posts of his choice to the new location.

Example of a “Travel” action:

Yellow places 2 dice (3”& "5”) on the “Travel” action  Yellow wishes to move 3 steps on the map, and must
12 Coins. He returns the money to the general supply.

-.--—-.d

Yellow will move from Samarcanda, to an Oasis,

to Kashgar, and end in Lan-Zhou. This movement Y@M@W moves his Figure 3 S“’PS and places a
will cost an additional 8 Camels, which he Trading Post only in Lan-Zhou, since he ended his
returns to the general supply. movement there.

LARGE CITY CARD ACTIONS - Many additional choices.

All of the Large Cities on the board contain a City

Card (Sumatra contains 3 Cards). To perform a Large
City Card action, a player must have a Trading Post in
that City. He must then place 1 die on the Card’s action
space, and performs the action on the Card. A descrip-
tion of the symbols on the City Cards can be found

in the Supplement.

Yellow has a Trading Post in
Alexandria.

He may place a die on the
City Card’s action space (3
and perform its action.

This is the City Card’s action space,
where a player may place a die
to take the Card’s action.

The bonus offered by the City Card is
shown to the right of the bracket.

The item(s) to the left of the bracket indicate the cost to be paid or the condition to be satisfied.

Important: A City Card’s action can only be used once per round, by one player only. Once a Card’s action space
has been occupied, that action may not be used again until the next round. Note: In most cases, the number
showing on the die placed on a Card action space determines the maximum number of times the action may be taken.

Example:
Yellow places a die showing a 3" |
on this City Card’s action space.
He may take this Card’s action
up to 3 times.

Yellow pays 2 Camels
and 2 Gold to the
general supply and
receives 8 victory
points (2 x 4).

LARGF CIrTy CARD ACTIONS
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ADDITIONAL ACTIONS
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ADDITIONAL ACTK@NS — These actions are always optional.

On a player’s turn, before or after taking one of the main actions, he may also take any number of the
following additional actions. However, these actions cannot be performed during a main action.

What are the additional actions?

1. Complete 1 Contract

2. Take 3 Coins

3. Re-roll 1 Die

4. Adjust 1 Die Value +1/-1

5. Take 1 Black Die
1. Complete 1 Contract
First, we will explain the structure of a Contract Tile: On the left side of a Contract Tile, the required Goods and/or
Camels are shown. On the right side of the Tile, the reward for completing the Contract is shown. A description
of the symbols on the Contract Tiles can be found in the Supplement.

Camels required to

complete this Contract
2 Reward for completing

Goods required to this Contract

complete this Contract

* A player may only complete a Contract that he Example: would like to complete
has previously obtained, and is currently on an this Contract, which is on
active Contract space of his Player Board. ] his Player Board.

* To complete a Contract, a player must have all
required Goods and/or Camels in the storage area
of his Player Board.

All required Goods and/or Camels are taken from
the storage area and placed back into the
general supply.

* The player then receives all rewards printed on
the right side of the Contract Tile. A description
of the symbols on the Contract Tiles can be found
in the Supplement.

has completed the Contract, and receives 3 Coins
and 4 victory points.

* Finally, the player moves the completed Contract
Tile face down onto the drawer space of his Player 4
Board.

places the Tile face down
on his drawer space.

2. Take 3 Coins
The player places exactly 1 die on the Coin Bag illustration on the board, and then takes 3 Coins from the
general supply. Also note:
* There are never any additional costs for this action, even if other dice occupy the action space.
* The number showing on the die placed in this action area is immaterial to the action. That is, the player
always gets 3 Coins for this action, no matter what numbered die he places there.
* A player may perform the “Take 3 Coins” action as many times as he wishes on his turn, as long as he has
dice available to place. Any player may have multiple dice on this action space during a round.

Example:

|

S 12]
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ADDITIONAL ACTIONS - These actions are always optional.

3. Reroll 1 Die
The player returns 1 Camel to the general supply, in order to re-roll 1 of his dice.
Example: - 4%

[ ) .8

Blue returns 1 Camel to the supply to re- roll 1 of his dice. Blue re-rolls his “2” die and rolls a *5”.

4. Adjust 1 Die Value +1/-1
The player returns 2 Camels to the general supply, in order to adjust the value of 1 of his dice by 1 number
up or down. Note: A die may not be adjusted from a “1” to a “6”, or vice versa.

2 @@

Yellow returns 2 Camels to the supply to adjust Yellow adjusts 1 of his dice froma “2"toa “3".
the value of 1 of his dice.

5. Take 1 Black Die

The player returns 3 Camels to the general supply, in order to take 1 black die from their area on the board. He
immediately rolls this die and places it on his Player Board with any still-remaining dice. This die may be used as
an extra die for placement during the current round. At the end of a round, any black dice that were taken must
be returned to their area on the board. They will be available to take again in the next round.

Example:

Example:
Red returns 3 Camels to the general supp, Red takes 1 black die from the board, and places it in the
dice area of his Player Board.

Important: Each player may only take 1 black die per turn.

What additional rules apply to the additional actions?

* A player may take any additional actions any number of times on his turn (Exception: Take 1 Black Die). He
may, for example, first take 1 black die (3 Camels), re-roll 2 of his dice (2 Camels), and then adjust the value
of 1 of his dice by 1 number higher (2 Camels). For these actions, he returns a total of 7 Camels to the supply.

* Remember: a player may not perform any additional actions during a main action on a turn. Additional
actions may only be performed before or after the main action.

* A player may re-roll or adjust the value of any black or white die he has on a turn.

ADDITIONAL ACTIONS

SPECIAL SITUATIONS - What to do in special situations.

If any of these special situations arise during the game, proceed as follows:

CAN A PLAYER USE AN ACTION SPACE THAT IS ALREADY
OCCUPIED BY ANOTHER PLAYER?

Yes - in general, almost all action spaces may be occupied by several players (Exception: Large City Cards actions, see
page 11). If a player wishes to use an occupied action space, the following rules apply:
* The player wishing to use an occupied action space must pay for its use. The cost is a number of Coins
corresponding to his lowest-numbered die placed at that action space.
This cost is regardless of the values of any other dice already placed at that space.
The number of dice already placed at that space also does not matter. Once the player has paid the placement
cost, he may perform the action as usual.

Example:

=

Red would I ike to take the Marketplace Szlk action by placing Red returns 4 Coins to the supply (since his
2 dice showing a “4” and a 5", but Blue already has 2 of his dice lowest-numbered die is a “4”), and takes
in that action space. 3 Silk, placing them into his storage area.

SPECIAL SITUATIONS

3
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SPECIAL SITUATIONS - What to do in special situations.
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SPECIAL SITUATIONS

* The player places his dice on top of the dice already occupying the action space. Thus, it can always be
determined who most recently performed the action. If the number of dice on an action space make stacking
them difficult, the dice can be placed side by side on or near the space, in order of player placement.
Exception: “The Favor of Khan” action area (see page 7) only has 4 total dice spaces available. When taking
this action, the dice are never stacked on one another.

* The black and white dice do not count as one of the player colors (blue, yellow, green red). Therefore, a
player who obtains these dice may use them to perform an action a second time in a round, even if dice of
his player color already occupy that action space.

* A player may combine black or white dice with dice of his player color when placing them on an action space.
Remember, however, that a player may only place dice of his color on an action space once per round.

Example: Green has already performed the Marketplace “Camels” action @
z ¥ W this round. He cannot place his green dice on that space again

=\ in this round. He may, however, place the black die he has

8l obrained this round on the space to perform the action again.

Note: Any number of the black and white dice may occupy an action space in the same round.

HOW IS A PLAYER COMPENSATED FOR A LOW DICE ROLL?

If, when a player rolls all of his dice at the beginning of a round, the Example: '
total value is lower than 15, he receives compensation in the form of g g g a
Coins or Camels. For each pip below 15 that he has rolled, he may

take 1 Coin or 1 Camel. If he is able to receive multiple items, he may
take them in any combination he wishes.

Green has rolled a total of 13. He may
therefore take 2 Camels, 2 Coins, or
1 Camel and 1 Coin.

GAME FND AND FINAL SCORING

THE, END OF THF, GAME,

The game ends after 5 rounds have been played. The number of rounds played and left to be played can be deter-
mined by the number of Contract Tile stacks remaining next to the game board. The final round begins when the
last stack of 6 Contract Tiles (placed next to the game board during setup) is placed in the “Obtain Contracts”
area of the board. After the final round is played, the final scoring is performed.

THE FINAL SCORING

In the final scoring, players receive victory points for the following:

* For completing either or both of his 2 Objective Cards, each player receives victory points as
shown on the card. A description of the Objective Cards can be found in the Supplement.

* Each player receives 1 victory point per 10 Coins. @—) @
* Any player having a Trading Post in Bejing receives the number of victory points ( m m (4} m)
corresponding to the space his Trading Post occupies.

* Any player having a Trading Post in Bejing also receives 1 victory point per 2 Goods
of any type. Players without a Trading Post in Bejing do not receive any points for
their remaining Goods.

Note: Camels are not considered to be Goods!

* The player or players who have completed the most Contracts receive 7 victory points. -

The player with the most victory points wins the game.

IN CASE OfF A TIE

If there is a tie among the players, then the player with the most Camels remaining in his storage area is the
winner. If there is still a tie, then all tied players share in the victory.

i
1

X

0
5
| | 2
E | O
£ |2
A .
1 <
NE
| |
2 12
¢ | Z
; S
aF
| [
| =
; &

.Qw

T TeaTe .-_._....-.-__.-.- 14 i '_F-lh‘.i-*.a. o T T

B




T T | bt b e,

P e - o e [ Lt .o -

i i ey = [ N

= 2 o A 2 - o [ o ., [ e -

RULF, CHANGES FOR 3 AND 2 PLAYERS

If playing a game with 3 or 2 players, the rule changes are as follows:

3 PLAYERS siia

During the game setup, only 4 black dice are placed in the black dice area on the game board. In addition, 1 die
in the player color not being used is placed on the first action space in “The Favor of Khan” area, showing a ‘1”.
Note: This die remains in the first action space for the entire game; it is not removed!

2 PLAYERS 44

During the game setup, only 3 black dice are placed in the black dice area on the
game board. In addition, 2 dice (each showing a “1”) in the player colors not being
used are placed on the first and second action spaces in “The Favor of Khan” area.
Also, 1 die (showing any number) in a player color not being used is placed in the
“Take 5 Coins” action space.

Note: These dice remain in place for the entire game; they are not removed!

3 AND 2 PLAYERS

THE, ADVANCED GAMEF,

The advanced game contains a few changes in the rules from the normal game. Other than what is listed below,
all rules of the normal game remain the same. Players may choose from any combination of these variants, or
use them all together. We recommend trying the variants one at a time in the following order.

DISTRIBUTION OF SMALL TowN BoNUs TILES

In this advanced variant, the Small Town Bonus Tiles are distributed randomly across the map. The
letters - appearing on the tiles are ignored in this distribution.

DISTRIBUTION OF CHARACTER TILES
During setup, shuffle the 8 different Character Tiles. (Note: There are 3 different versions of the | gAd% 4 Players
Mercator ex Tabriz tile - 1 for each player count, as shown by the icon in the upper left ——

corner of the tile. Only use the tile corresponding to the number of players) Deal a number | #2=& 3 Players
of tiles face up on the table, equal to the number of players +1. The player starting the game
last in turn order (to the right of the starting player) chooses 1 of the Character Tiles and
places it in front of him. Next, the player to his right selects a tile, and so on, until all players have a Character
Tile in front of him. The unused tiles are all returned to the box, as they are not needed in this game.

A description of each Character Tile can be found in the Supplement.

DISTRIBUTION OF OBJECTIVE CARDS

In this variant, each player draws 4 Objective Cards from the face down deck, and secretly selects
2 of them to keep. These are placed face down in front of him, and the other 2 cards are returned
to the box, also face down. A description of the Objective Cards can be found in the Supplement.

#2548 ) Players

THF, ADVANCED GAME,

The game can now begin as in the normal rules.

ROUND SEQUENCE, - How is a complete round played?
AT THE BEGINNING OF A ROUND:

What needs to be done at the beginning of a round?
1. Determine a new start player (this is not done in the first round).
2. Small Town and Character bonuses are collected.
3. Players retrieve their dice from the board.
4. Players roll their dice, and place them on their Player Boards (collecting compensation, if necessary).

1. Determine a new start player.

A new start player is determined every round. The player who performed the “Travel” action last in the
previous round becomes the start player for the new round. He takes the Start Player Marker (hourglass).
Note: Because the dice of different players are stacked on top of one another on any action space, the
player who has performed the “Travel” action last will be the one with his dice at the top of the stack.

ROUND SFQUENCE,
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ROUND SFQUENCE. - How is a complete round played?

Exception: If, in the previous round, no
player has performed the “Travel” action,
the start player does not change.
Exception: If the last player to perform
the “travel” action in a round uses a
black or white die, the players will need
to remember which player this was.
Alternately, the player in question can take the Start Player Marker as soon as he performs the “Travel” action.

Example: Green has traveled first this

= round, followed by Yellow, and
then Blue. Therefore, Blue is the
start player in the next
round and takes the Start
Player Marker.

2. Small Town and Character bonuses are collected.
* All Small Towns with a “1” now pay out their bonuses. Each player with a Trading Post in such
a Small Town receives the corresponding bonus. A description of the symbols on the Small
Town Bonus Tiles can be found in the Supplement.
*All Character Tiles with a “1” now pay out their bonuses. See the Supplement for descriptions.

3. Players retrieve their dice from the board.

All players now take back all of their dice from the board and place them on their Player Boards.
All black dice are returned to the black dice area on the board.

4. Players roll their dice, and place them on their Player Boards (collecting compensation, if necessary).
Finally, all players roll their dice simultaneously. If any players roll dice totaling less than 15, he receives
compensation in the form of Camels or Coins (see page 14).

After all players have rolled their dice again, the new round can begin.

PLAYING A ROUND
The players now take turns, beginning with the start player and moving clockwise. They continue to take turns
until all players have placed all their dice.

What is the sequence of events on a player’s turn?

1. The player performs 1 or more additional actions, if desired.
2. The player must perform 1 main action.
3. The player performs 1 or more additional actions, if desired.

1. The player performs 1 or more additional actions, if desired.
The player may perform 1 or more additional actions before his main action. The additional actions are
described in detail on pages 12 and 13.

2. The player must perform | main action.
The player must perform 1 main action by placing dice on the appropriate action space. The action is then
performed immediately. The main actions are described in detail on pages 6 to 11.

3. The player performs 1 or more additional actions, if desired.
The player may perform 1 or more additional actions after his main action. The additional actions are
described in detail on pages 12 and 13.

AT THFE, END OF A ROUND:

What needs to be done at the end of a round?
1. All Contract Tiles remaining on the board are cleared.
2. 6 new Contract Tiles are placed on the board.
1. All ContractTiles remaining on the board are cleared.
All Contract Tiles still on the board at the end of a round are placed underneath the “special” stack of Contracts.

2. 6 new ContractTiles are placed on the board.
Then, 6 new Contract Tiles are placed in their spaces on the board from the next stack of Contracts.
(If this is the end of 5th round, this does not happen.)

ROUND SEQUENCE,

© 2015 Hans im Gliick Verlags-GmbH
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SYMBOLS What do the individual symbols mean?

The symbols used throughout the game are described in detail below. They are always used in the same way; therefore
they always have the same meaning. If you come across a symbol you do not understand, you can find it here.

GOoODS, CAMELS, COINS, AND VICTORY POINTS:

¥ ¥ X o & 09

These are the symbols for 1 Gold, || Here, the player has the choice of the shown Goods (Gold, || These symbols

1 Silk, 1 Pepper, and 1 Camel. Pepper, or Silk). The number represents how many Goods || represent Coins
These symbols represent the may be taken. However, when 2 Goods may be taken, or Victory Points.
wooden pieces in the game. they must always be different.

OTHER SYMBOLS:

active Contract space on his Player Board. If both spaces are occupied, he may replace 1 of them with
the newly-drawn Tile, or he may discard the new one. In either case, the Tile no longer being used
is placed underneath the “special” stack.

@ The player takes the top Contract Tile from the “special” stack, and places it face up on an empty

The player moves his Figure on the map 1 step along any route. He does not use a “Travel” action for
this; therefore, he does not have to pay any travel cost. However, any additional costs (Camels or
Coins) he encounters along the way still must be paid. He still places a Trading Post as usual, if he
ends his movement on a Large City or Small Town (assuming he does not already have one there).
Important: If the player would need to pay an additional cost (Camels or Coins) to take the step
and he does not have what is needed, he may not make the movement, and the step is cancelled.
Note: Is is possible for a player to place more than 1 Trading Post on a turn; for example, by taking
a “Travel” action, and then completing a Contract which grants him 1 extra step.

iately rolls it, and places it in the dice area of his Player Board. He may use this die during the current
e - - - - -

round, and must return it to its area on the board at the end of the round. The black dice are limited;

therefore, if there are none on the board when a player earns one, he doesn’t take anything.

1 r ] An exclamation point (!) indicates that the bonus shown after it is earned at the beginning of
) 1[‘

. The player gains the use of 1 black die. He takes the die from the black dice area on the board, immed-

every round. This symbol can be found on the Small Town Bonus Tiles, as well as some of the
Character Tiles.

”PLAYER CHOICE” SMALL TowN BONUS TILE:

If a player places a Trading Post in the Small Town containing this Bonus Tile, then, at the begin-
ning of every new round, he may choose which bonus to receive, from any Small Town where
he does not currently have a Trading Post.

SYMBOLS ON THE LARGE CITY CARDS:
G__a# The value of the dice determines what the H This symbol allows the player to exchange

| player receives. Goods for Camels (or vice versa), or Coins
Example: The player places a die showing a “2". for Victory Pomts (or vice versa). Itis
He then receives 1 Silk from the general supply. | " therefore possible for‘a player to have a
: = negative amount of victory points.




SYMBOLS - What do the individual symbols mean?

This symbol represents completed Contracts (Contract Tiles that are currently in a player’s drawer on
his Player Board). Important: The value of the die placed on a Card with this symbol determines the
number of completed Contracts that are taken into account. If a player has more completed Contracts than the
value of the placed die, he still only receives a number of victory points or Coins based on the value of the die.
LSS Example 1: The player places a die showing a “3” on this Large City Card. He receives 2 Coins for each
o m completed Contract. He has 4 of them; however, only 3 of them are taken into account because of the
s =¥ ‘3" yalue on the die, so he receives a total of 6 Coins.
Example 2: The player places a die showing a “5” on this Large City Card. This would normally allow
him to consider 5 completed Contracts for receiving Coins. However, he currently only has 2 completed
Contracts in his drawer, so he receives a total of 4 Coins, despite the value 5" of the placed die.

This symbol represents Trading Posts that a player has placed on the map. Important: The value of the
2 die placed on a Card with this symbol determines the number of Trading Posts that are taken into
account. If a player has placed more Trading Posts than the value of the placed die, he still only receives
a number of victory points or Coins based on the value of the die.

This function is similar to the completed Contracts symbol gf . See the examples above.

The player selects 1 Small Town in which he has a Trading Post, and receives the bonus shown in that Small

@] Town. If a Large City Card allows a player to choose several Small Towns, he must choose all different
( Small Towns (which must all contain one of his Trading Posts).

Towns and receive their bonuses. He currently only has Trading Posts in the § AN and §C\ Small Towns,
" s0 he may only select those 2, and receive their bonuses.
M Example 2: The player places a die showing a *4” on this Large City Card. He must now return up to 4
Coins to the general supply, in order to receive the bonuses of 4 different Small Towns in which he has
--'! Trading Posts. He returns 3 Coins, and receives the bonuses for the , @ ,and m] Small Towns.

Example 1: The player places a die showing a “5” on this Large City Card. He may now choose 2 Small
A1

@)@ Fer the value of the die placed on a Large City card with this symbol, the player may exchange
»@‘J‘ po either 1 Camel for 3 Coins, or 1 Coin for 1 Camel. When taking this action more than once, he
must first decide whether to exchange Camels for Coins, or Coins for Camels, for the entire value.
Example: The player places a die showing a “5” on this Large City Card. He must now decide whether
to trade in 5 Camels for 15 Coins, or trade in 5 Coins for 5 Camels.

@Bj FCTIVE CARDS - How do the Objective Cards work?

Each player has 2 Objective Cards, for which he can receive victory points at the end of the game. Each Objective
Card indicates 2 specific locations (Large Cities or Small Towns). At the end of the game, the player receives
victory points if he has a Trading Post in both of these locations. The structure of the Objective Cards is as follows:

These are the locations that

need to contain a Trading
Post at the end of the game.

The necessary locations are
indicated on the map.

Additional victory points that
may be earned by occupying
different locations.

Victory Points earned if player
has TPs in both locations.

There are 2 ways to earn victory points with the Objective Cards.
1. The player has placed Trading Posts in both of the locations indicated on the Card.
2. The player has occupied a number of different locations with his Trading Posts.
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OBJECTIVE, CARDS - How do the Objective Cards work?

1. The player has placed Trading Posts in both of the locations indicated on the Card.

If a player has placed Trading Posts in both of the locations listed on the Objective Card by the end of the game, he
will receive the victory points indicated on the right side of the Card. If he only has a Trading Post in 1 of the 2
locations on the card, he receives no victory points for it.

This is evaluated individually for both of a player’s Objective Cards.

Example: Green has not fulfilled the second

Green has the 2 Objective Cards shown here. He
has completed the one to the right, by having
Trading Posts in both Lan Zhou and Kochi.

He receives 4 victory points.

Objective Card, since he only has

a Trading Post in Sumatra, but

not in Anxi. Therefore, he receives no
victory points for this card.

2. The plaver has occupied a number of different locations with his Trading Posts.
Next, the table at the bottom of the Objective Card is evaluated. This table is the same on

every Objective Card. Since each Card lists 2 target locations for Trading Post placement,
and each player has 2 Objective Cards, it is possible to occupy up to 4 different locations.

WO

For each different location (listed on a player’s 2 Objective Cards) that contain one of his
Trading Posts, he receives a number of victory points at the end of the game, according to the table. For example,
if he only occupies 1 location, he receives 1 victory point. For Trading Posts in 2 different locations, he receives
3 victory points, and so on.

Example:

Green has Trading Posts in 3 of the locations listed
on his 2 Objective Cards: Lan Zhou, Kochi, and
Sumatra. He only lacks a Trading Post in Anxi.

lzvt 3% |4

Green therefore scores an additional
6 victory points for the 3 locations.

Important: Locations must be different in order to score! Therefore, if both of a player’s Objective Cards list the
same location, and the player has a Trading Post there, it only counts as 1 different location.

Example:

l 2% 3?
Yellow has completed both of his Objective

Cards, and receives the victory points for both

of them. 1 of the Cards lists Moscow and

Xian, and the other lists Moscow and Kashgar. ==
He has placed Trading Posts in all 3 of those locations.

Yellow receives 6 points for the scoring table,
as he has occupied 3 different locations.
Moscow appears on both Objective Cards,
and does not count as 2 different locations.

CHARACTER TILES - How can they help the player?

vl Raschid ad-Din Sinan

B | The player holding this Character does not

roll his dice. Whenever the player wants
to perform an action, he may set the dice
| to any value. This also applies to any
black dice the player acquires in the game.

Note: This player will never receive comp-
ensation for a low dice roll (see page 14.)
Note: The player must still pay the cost
for using an occupied action space, and must also pay any
additional costs for the “Travel” action.

' | The player holding this Char-
actor receives the white die at
the beginning of each round.

' | He rolls it with the rest of

his own dice. In addition,

he also draws a Contract Tile
from the “special” stack of
Contracts, at the beginning

of each round. See the section
on the “Contract Tiles” symbol
on page S1 of the Supplement.

Example: Red wants to perform the /V\arketplace Pepper
action. He sets 1 of his dice to a value of “6”, and places it on
the proper action space. He then takes 4 Pepper from the
general supply.
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CHARACTER TILES - How can they help the player?

e Mercator ex Tabriz " Berke Khan
= '_T"-" ,'“-” ' | Note: There are 3 different versions of The player holding this Character
this Character - 1 tile for each player - _ | |may use any occupied action
count, as shown by the icon in the upper space printed on the game

| left corner of the tile. Only use the tile | board without paying Coins.
corresponding to the number of players. Note: As in the usual rules, he
4 Players s84% - _ still may not use an occupied
Large City Card action.

The player holding this Character earns
1 item (Gold, Silk, Pepper, or Camel)
whenever another player performs the “Marketplace” s Niccolo and Marco Polo
action. The item received is of the same type that the - n | The player holding this Character
other player receives on his action. The player always & iy, | |starts the game with a second
receives only 1 of that item, regardless of how many of ML R || Figure. Both of his Figures start
that item the other player receives. §. the game on the map in Venezia.
Example: Green places 2 dice on the Marketplace “Silk” | Note: If the player takes a

action space and takes 3 Silk. Blue, who holds the " 11 | Travel” action which allows
Mercator ex Tabriz tile, takes 1 Silk. S him to take several steps, he

3 Players 44 4 : — may split the movement any
The benefit is the same as in a 4-player . he wishes betwgen his 2
game. In addition, the player receives Figures. H_e al§o receives 1 Camel
1 Camel whenever another player at the beginning of each round.
performs “The Favor of Khan” action.

. s Wilhelm von Rubruk
sy 2 Players #2844 . mﬁ"’# = | The player holding this Character
The benefit is the same as in a 3-player ! || receives 2 black Trading Posts
game. In addition, the player receives at the beginning of the game.

2 Coins whenever another player ~ " | He adds these to the rest of his
performs “Take 5 Coins” action. ' Trading Posts on his Player

Note: It is considered good form for a player holding this : Board. If he is able to place all
Character to give a quick “thank you” to another player @@7 11 Trading Posts on the board
when gaining items on that player’s turn! by the end of the game, he
receives an additional 10 victory points. In
addition, he may place a Trading Post in any
location he passes through, even if he does
not end his movement there. That is, for every
Large City and Small Town he passes through,
he may place a Trading Post there. Note: The
player may backtrack in his movement on any
turn, revisiting a location he had already passed
through. Nevertheless, he may still only place 1
Trading Post (including black) in each location.

Kubilai Khan

The player holding this Character starts
the game with his Figure in Bejing
(instead of Venezia). Therefore, he starts
his travels from that city. In addition,
he starts the game with 1 Trading Post
on the “10” victory point space of
Bejing.

Johannes Caprini

The player holding this Character may “jump”
his Figure from one Oasis to any other Oasis
on the map. When performing the “Travel”

" | action, he may therefore travel from one
Qasis to another. A jump between Oases

uses 1 step of movement. If he has enough
steps on his action, he may move out of a
location to an Oasis, and then jump to any
other oasis on the map. In addition, he receives 3 Coins

at the beginning of each round.

Example: Yellow chooses the “Travel” action
that allows him to take 3 steps on the map.
From Alexandria, he moves to an Oasis,
“jumps” to another Oasis, and then moves

to Bejing. As in the usual rules, he now e
places a Trading Post in Bejing. &




