CAYL

ONCE UPON A TIME...

1303. The war against England is over but Guyenne
remains theirs. The castle of Caylus, located close to the
border, must, therefore, be reinforced and modernized.

As a master builder, vou will supply the construction
site with materials, food, and the workforce. Construct
buildings, recruit powerful characters, and manage as best
as you can your workers to become the most prestigious
builder of Caylus.

OBIECTT A TEE 5K E

Over a series of 9 rounds, playvers will gain Prestige Points by
developing the city and assisting in the construction of the
Castle of Caylus. The player with the most Prestige Points at
the end of the game is declared the winner.
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# 1 Game board

# 90 Resources
2@ od), 208 weed), 1 Sone), 15 W Eutrig), 15 5 ol

¢ 34 Building tiles: .

9 double-zided
starting Buildings:

18 double-sided Build ings:
(9 Wood Buildings, brown flag,
arrd 9 Swone Buildings, gray flag)

Setup side (with

Setup side Regidence side Constraction side
Cyelow flag) (green flag) N CoTLS ErUCiion (Wit corsariction
cost) cost)

7 WMomunn ents

(blue fia

& 12
Character
tiles

% 75 Workers _'

€15 in each color: blue, red, green, yellow, black)

# 50 Houses ﬁ: (10 in each color: blue, red, green, yelbw, black)

& 1 Provost %

# 1 Round Marker token ﬂ

# 1 First Player tile |1_.JE
# 120 Prestige Point tokens (FP) @ o @
# 1 Rulebook

LIMITED QUANTITIES

Players' Houses and Workers are limited in quantity Le.:

-¥hen a playver no longer has Houses Inthelr colog they canmnot construct anymore;
- Any taken Worker beyond the 15% iz lost.

Resources and Prestige Points are unlimited.
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Place the game board in the center of the table,

Shuffle the 9 starting Buildings, then randomily place:
+ 1 Building Setup side fareup, on the first space of the Construction Site '_@;;
* The remaining 8 Buildings, Setup zide faceup, on the

Road @_})

spaces on the

Shuffle the 9 Wood Buildings, then rand omly place:

+ 1 Building, Setup side faceup, onthe second space of the Construction Sie @ =
+ 1 Building, Setup zide faceup, on the 5\] gpace on the Road @)

+ The remaining 7 Buildings, Consruction side faceup, next to the board,

IMPORTANT: The Stonemason Building /| can hever be placed on the
“ Road at the begliining of the game (should thiz happen, draw anaother
Building tile].

Shuftle the 9 Stone Buildings, then randomly place:
+ 1 Building, Setup zide faceup, onthe third space of the Construction Site @. i

gpace arl the Road -@;}
+ The remaining 7 Buildings, Construction side faceup, next to the board,

+ 1 Building Senup side faceup, onthe

Flace the 7 Monumernts next to the board.
Flace the Provost just before the g‘_j space on the Road @J

Place the Round Marker token on space 1 @}

Place the Resources and the Prestige Points (faceup) cloge to the board to form the
supply €3

Each plaver choozez a color, They take the corresponding Houzes and place
1 of them under the Guilds Eridge @i} They also take Workers in their colon
The number of Workers is based on the munber of players:

+ 10 Workers when 2 or 5 players
+ 5 Workers when 3 or 4 players
The remaining Waorkers are placed onthe Camp @i}

Choose a firstplayer at random and give them the First Player tile. Shuffle the
Chararter tileg and drawr as many as thete are players + 3 (retwn the remain-
ing Characters to the game box ag they will not be uzed again). Starting with
the last player and continuing coumterclockwise, each player chooses 1 Char-
acter tile that they place fareup In front of them. The remaining 3 Chararters
are placed on the board 882

And last, eadh player takes 2 5? l@J and 1{_3'.-.

Note: During the game, the players Workers and Resources must be visible o all
players However, keep the Prestige Folnrs you gain facedown.,
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i . RECOMMENDED SETUP (FOR A

Becommended Characters (for a first game)

THE DELIVERYLIAT

3 Players - Same as
2 players +:

THE BAILIFF

THE DAY LABORER THE CHAMEBERLAIN

4 Players - Same as
3 players +:

THE EARLY RISER

5 HPayers- Same as
4 players +:

For your first game of Caylus, we advise
not playing with 5 players as the game iz
longer and less forglving for new players,




The game is played in @ rounds. Each round is divided into four Phases:
1 - Planning: Players place thelr Workers,
2 - Activation: The placed Workers are activated.
3 - Delivery: Players contribute to the constriction of the Castle,
4 - Stewardship: Players construct Monuments and gainnew Workers,

PHASE 1 -PLANNING

Starting with the first player and going clockwise, each player, on their turn,
performs one of the following three actions:

al Place 1 Worker ona Building:

The player places 1 of thelr Workers on one of the Buildings on the Road (ie.;
the Buildings befare the Guilds Bridge, thoze placed during the zetup, and
thoge that are consoucted during the game],

@ It is prohibited to place a Worker:
+ On a Building that 1z already occoupied by ancther Worker;
+ O a Morunernt:
+ On a Residence:
+ Orthe 3 Bulldings placed on the Constniction Site during the zsetup;
+ Ona space onthe Road where no Build ing has yet been constracted.

When a Worker is placed on a Building constructed by ancother player the
latter immediately gains 1 Prestige Point. A player does not gain Prestige
Points when they place a Woaorker on one of thelr own Buildings

bl Placing 1 Worker on the Construction Site:

The player places 1 of their Workers or the first available space of the Construction
Ske, from left toright. The Congtriction Site can take several Workers, but only
1 per player.

i"‘lﬂ i‘) s 4

c) Passing:

If a player wants to pass (or ¥ they must pass because they have no more Workers
to place], they plarce the House of thelr color on the first available gpace of the
Fuilds Bridge, from left to right. When a player passes thel nur, the Phase iz over
for them and they canno longer place Workers
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The first player to pass their turn takes the First Plaver tile and places
it in front of them (they will be the First Player n the next round).
For the rest of the round, whenever another player placez another
Worker they must retirn 1 additional Worker to the Camp.

This Phaze ends whern all the players have passed their turn,

4

Example: On thmr turn, Blue chooses to pass their turm, Therefare the:,r
place thelr House on the first available space of the Guilds Bridge. as
they are the first plaver to pass they take the First Player tile. From
nowr ory Black, Green, and Red will have to spend 1 additional Worker
for each Worker they place. Black chiooses to pass as well, Green places
1 Worker (then pays the additional cost by returning 1 Worker to the
Camp], and Red also passes. Green is now the only one to play: they
place 1 last Worker (and return 1 Warker tothe Camyp], then choose to
pass. The crder on the Guilds Bridee is: Blue, Black, Red, and Greern,

PHASE 2 - ACTIVATION

Buildings are arctivated one after the other, going from the City Gate (on the
lowrer left slde cormer) and following the Road up tothe Provost. 4 player who
has 1 Worker on an activated Building can apply its effect onee. Then, they
return that Worker to the Camp.

IMPORTANT: NEVER return a Worker that was placed on the
board in front of you.

a) Fairground

{‘ h% The player spends 1@ to immediately gain 1 Favor (see p. 6].

b) Lawyer

The player spends 1. and places 1 of
lpf_‘ their Houses above any Bullding on the

Road provided that it haz a yellow flag.

That Building will be trangformed into a
Residence during the Stewardzhip Phase (Phage 4 of the
game round],

c} Carpenter
. The player choogses 1 Wood Buillding from the supply spends
the Resources depicted onthe upper left side, then places this
' Build ing (Constuction side faceup) on the first empty space
on the Road. Ther, they place 1 of their Houses above that Building to mark
owrership and Immediately sain the Prestize Points depicted an the upper
tight side of the tile. Mote: It 1z not allowed to perform this action if there isno
available space on the Road.

s : When this symbol is depicted in the consruction cost, the player can

either pend 1@, 1480, 10, e 1 L

—EFFECTS OF THE BUILDINGS



Example: Red hasz 1 Worker on § Carpenter and wants to

construct a Juarry. They spend 1 and 1 f‘ and place the
tile on the first empty space on the Road. Then, they place 1
House above it to show the Quarry is theirs and immediatelsy
gain 2 Prestize Points.

MOVING THE PROVOST - d} and e)

The Provost moves along the Road, between Buildings and empty spaces. Each
move is 1 step. The Provost is alwaysplared on the Road, never onan empty space
or a Bullding. The Provost cannot move backward beyond the Guilds Eridge.

If he reaches the end of the Road, he can be ‘g,
moved to the spaces bearing this symbol: b

d} Toll

k The player moves the Provost by 0, 1 or 2 steps either forward
« » o backward,

e) The Guilds Bridge
During the activation of the Guilds Bridge, players can move the
& Provost, each on their tirn in the order depicted by the Houses
‘f{’ on the Guilds Bridge. Each player can move the Provost from 1
to 5 steps, forward or badoward, returning 1 Worker to the Camp
per step. It iz allowed, even advised, to disouss and negotiate. As nothing can
be swapped, plavers may proceed as they wish regardless of thelr discussions
or negotiations. However, the decision crder remaing that of the Houges on the

Fuilds Bridae.

Examiple: thisround, Blue was the first to pass theirtur, folloved By Black,
Red, and Green, Each plaver in that order, now has the opportunity to move
the Provaost, Bhie choosestao spend nothing Bladk dioosestoreniom 2 Wiorkers to
the Camp to move the Provost 2 steps backward @ This means that the Red
and GreenWorkers will no longer be activated. Thus, Red retizns 2 Workersto
the Camp tomove the Provost 2 steps forward And last, Greenretizns 1
Wiorker to the Camp to move the Provost 1 step backwrard @ Their Worker
will be actirated tnx not that of the Red.




£1 Siarti g Buildings PHASE 3 - DELIVERY AT THE CONSTRUCTION SITE

L . ; iy  This Fhaze iz only relevant to the players who have placed a Worker
[ .!I(:... T b= on the Construction Site, These players deliver at the Consouction Ske
e S i g feae " Inthe order of plaremerr (from left toright]. On thelr tury, the player

L decides of the mumber of bundles they vwill deliver. 4 bundle must be

made of 3 differenit Resourees one of which must be #* The player
gains 5 Prestige Poirts per bundle delivered ar the Constuction Site.

P d< VELIX VLI Y

Camp (in additfion to the I Cnee all players have delivered their bundles, the player who delivered the
7 ) chnies amons fetoe FHecens most bundles during this round mmediately gaing 1 Favar (see below), In case

crie o the Market] to .
T T . £ £> ar . from the Gamp. of atie, the tied player who first placed their Worker gaing the Favaor,
to take 3 Workers

your choire among

@' & C., ar . from the Camp. e

Renurri 1 Warker to the spend 1 Resource of Sperid 1 (

7] Wood and Stone Buildings
The efferts of these Buildings are explained pages 10 and 11.

k) Buildings placed after the Frovost
Theze Buildings are not activated: Workers that are plarced there are returned
tothe Camp.

Example: Red and Greenhave each placed 1 Worker onthe Construction
Site. Red, placed on space 1, delivers a'bundle (and gains 5 Prestize
Poirits) while Green delivers 2 bundles (and gains 10 Prestige Points), I
that round, Green iz the player to have delivered the most bundles at the
Constniction Slte and gains 1 Favor, Had Green chosenta deliver 1 bundle
fand ot 2, it iz Red - who firs placed themzelf at the Construction Site
- that would have waon the Favar,

FAVOR

When aplaver galng a Favay they Immediately muat:

* Take a Character fram another player;

+ Eenefit from the effect of one the & Buildings plared on the Constriction
Site during the setup. Ther, ifthere is at least 1 Chararter left onthe board,
they car take ore and place it faceup in front of thermn.

i ‘;1 Important:
_ _ ik Rounds 1 through 3: a player can only activate the effect of the first
Example: Red takes 1 l Ve llowr takes 2 D The red and green Warkers Euilding Rounds 4 through 6: a player chooses the effect of the first
= placed after the Provost cannot activate thelr Build ings and are returned ar zecond Building Rounds 7 through 9: a plaver can make a choice
! ft;:u the Camp, between the 3 Buildings.
7
t. : 5
. -
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PHASE 4 - STEWARDSHIP

Players perform the following in the indicated order:

1} - Residences: All the sarting Buildings (yellow flag) above
U D which there is 2 Houge are flipped to thelr Residence side
[greenflag).

2} O - U Monumiers: Startingfrom the Guilds Bridge and proceeding
along the Road, each Residence (areen flag) may be replaced
by a Monument (blue flagl. The cwner of the Rezsidence

makes thiz choire, and if they choose to do so, they must pay the cost of the
chosen Mornument [depicted on the upper left side of the tile), and then
place the tile on top of the Residence, They then gain the Pregige Points
depicted on the tile. It is possible for a single player to replace more than
one of thelr Resldences with a Momument during the same round.

Note: The player who constructs the Theater
Immediarely gains 1 Favor in addivion o the
12 Prestige Points

3] @Rﬁcmitmem: Each player takes 5 Workers from the Camp (2 Workers
ina 5player game) +:

+ 1 Worker for each U Residence they own;

+ 1 Workers if they constucted the Garden, 1@ if they construrcted the Granary
1 . if they constructed the Factory

.

4player game example:
Green takes 3 Workers,
Elack takes 5 Workers
(2 Resi'r::lences]J Red takes
5 Workers [Garden], and
Ehie takes 3 Workers and
1 . (Faetary).

4} The Provost s then placed just before the last consoucted Building (disregard
the Stone Building placed onthe Road at the very beginning of the game as long
there are empty gpaces left In fromnt of it).

Examples;

1) & tie el of the roursd, tie Provostis paced berweest tie Quarey and the Stnerasmi, |

-+ .-P"'-‘i.:l [ -u

3) it thie enid of the ot e Peisvost (s placed bervisers the Gald Wi aid die Albeis

5] Move the Round Marker token 1 space forward and start a new round.

END OF GAME

The game ends at the end of the ninth round. Players reveal their Prestige
Poirits. They add 2 Prestige Points per ﬁ_ they still have. The plaver who
has the most Prestige Points wins the game. Tied players share the victory
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“CHARACTERS
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THE NIGHT

v WORKER "

At the beginning of the Planning Phasge, before the First Player takes their
turm, you may place 1 Worker, If you do, you musgt renwn 1 Worker to the
Camp. After thiz placement, play the Planring Phase az detailed on page 4.
startitg weith the First Playver,

When at least one other player has paszed thelr tum, you can keep plac-
ing Workers at no additional cost.

Note: The Night Worker does not cancel the additional cost of the Barly Risen

Note: If the First Haver has the Euly Risen, they can play twice in a row at the
bheginning of the Ramning Fhase (if they returm 1 Worker &0 the Camp).

~ THE'THIEF

Onre per rovnd, ol can plare a Worker on a Building ocopied By another When youplace a Worker on another player's Building the latter does not
player's Wiorker The effect of your Worker is activated after thar of the Wioker gain any PP (even if they have the Stevrard),
already in plare.

>

SN ' THE BAILIFF

Fain 2 PP when another player places a Wirker on one of your Buildings, After all plavers have played stage e} of the Activation Phase [Guilds
Bridge], you may move the Provost 1 step forward or Backward at no cost.

A

&P k
-
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7ain 1 additional PP when you construct a2 Wood Building a Stone Build-
ing or a WMornument,

[AVBE
¥ou can deliver Eundles at the Consouction Site without any Resource consgraint

(for example: 3 &" 2 @ ard 1&’_‘} 2 . and 1 Q__rj Btr.l.

= o) -~ . o

—— .

THE CH

i J = x1
SR P GOLDSMITH - X3

Onee per round, ¥ you deliver a bundle containihg at least 1 ﬁ_:_ ar the
Constriction Site, you gain an additional 5 PP for that bardle,
Mote: The Golsmith's and the Foreman's bonuses are cumnudative.

3 —— I . -

¥ou can deliver bundles at the Congtruction Site without placihg a Woorlier
there, bt you deliver last. If you akeady have 1 Worker at the Congtrnaction
Site, youl can provide a certahn munber of bundles, then add more with the
Deliverymnan (once the other players have made thet decisions]. The total
mumber of bundles and the pozsition of your Worker are taken ito accournt

for determining who gets the Favor

Fain 1 additional PP per Eundle that you deliver at the Construction Site,
Note: The Foreman's and the Goldsmith's bonuses are cumula tve.

THE DAY LABORER

;-1" ; d

Take 1 additional Worker in Phase 4 (Recriitment].



froretructed by the Carp&mer}@

Take 1 Resource of
Consteudion side: Setup side: your choice among:
Take 3 Workers. Take 2 Warkers s orB
Identical
Serup side
spend 1 .
Construction side: _ to gain 4 PP
Immediately gain SErp side OR
1 Favar (see p. 6). Rk Sit 2 to gain 6 PR
Identical
Setup side
Setup side:
Construction side: Choose a Stone Bullding in the supply and spend the Resmirres Same effect
as the one of the

depicted on the upper left side of the tile. Then, place that Builling (Constuction side
faceup) on the first empty space on the Road. Place 1 of your Houses above that
Euilding to mark ownerzhip and gain the PF depicted on the upper right side of the tile,

Constaction side,

Eut you do not pay
HTONEMAHON the &UI.' canstnact

[pay the other
depirted Resourre],

—_—— e L

Nowe: It & not alowed o perform this action if there & no avadable space on the Road

Construction side; Setup side:
Take the depicted Take the depicted
2 Resirees Resource and gain

1 PR




{coretmcted by the 8t onemasor C

Construction side: Take the depirted
3 Besources. Alsg If thiz Building Eaxample: Red plared 1 Wirker

is activated by a player other than G the Parn Thn ~
its owner the latter takes the bomus (Blie) gain’ed' 1 PO If the

depicted the side. :
e L Building iz activated, Red

Mote: The PP maned digting e placament takes 2631?1 '1-' and
of @ Worker by another plaver @ kept, Elue takes 1¢ . Had Elue
whether the Bulding & actvated or not come on and activated their

However, the bonws Resowree & only
avadable if the Buldng @ aoiaed, e o
whether the flaver who placad the Worker only taken 24 and 1 l _
ook thelr resoures or Rok = |

-owr Fanm, they would have

Take 1E'L.

Spend ﬁ"
1“ 1£L or
1 l totake
5 Workers from
the Camp.

Fower of the Jowrneyman.
Setup side: The oune of e productbn Bullihgs (le;
Take the depirted Crarry,  Sawmill, Fom) onl mbes I honus
2 Resourres, Fesouree even if 2 other pluyers are on thelr Buflding.

The owner does not take any bonus Resource if they
are among the 2 plryers on thelr Bulding

=

F

Sperd 1@’2
1{:’-, 1@ or
1 . to take 1@;

Retirr 1 Wiorker to
the Camp to take

1 QT:
OR OR
3 Workers to 2 RBesources

take 2 0 totake 2 0

Renarn 2 Workers
tothe Camp to

Spend 1 &

: 1o gain 5 PR
n gain 4 PR OR
OR
CHURCH 4 Workers to gain 2 E o gair
' - 6 PR 9 FF

11




S5ETUR
Earh player starts with 2 g 1@J and 1{;5.

I AD JUSTMENTS

Number of ;
Players 2 = = 2
C}:laracte:rs 5 g = o
in play
Starting
R 10 & & 10
Recuitment
3 3 3 2
(rumodified)
B PLANNING
- Plare 1 Worker on an unoccupied Building (it owner gains I PP ifit isnot
their Building),

~ Place 1 Worker on the Constnaction Site
* Pass your turn, The first player to pass takes the First Player tile. Placing a
Wiorker now costs 1 additional Waorker

o

o

The Journeymian
places a Worker on

a Buildine ocoupied
by another plaver

The Early Riser retiums
1 Worker to the Camp
to place a Worker first.

The Night Worker
pays no additional cost

If the Thief plaresa
Wirker on ancther
player's Building, that
player gainzno PR

Artivate Buildings up to the Provost.
Guilds Eridege: It the order they passed their nun, the players returm Workers
tothe Camp to move the Provost,

The Steward Zaing

2 PP when a player

places a Worker on
one of their Buildings,

ACTIVATION

T

The Architect gaing + 1 PP when
corstucting a Wood Buildng
or a Stare Building,

The Bailiff moves
the Proviost [at the end
of stage e} - Guilds Bridge].

B DELIVERY AT THE CONSTRUCTION SITE
3 different Besources, one of which must be @ J

The Chamberlain delivers bundles

by gpending ariy 3 Resoirces,
(and does ot have to nchude @),

The Deliveryman delivers
bundles at the Castle without
placing any Worker.

The Goldsmith gains +5 PP for
delivering a bundle containing at
least'1 ﬁF _\ [once per roand].

The Foreman gains +1 PP
for each delivered burndle.

STEWARDSHIP
QB =+ 1 Food
O ¥ U O 2 O fz +2 Workers
Flip to the o @ +1 Fabric

Residerice side Wonuments

The Architect gains + 1 PP for
ronstructing a Monument.

The Day Laborer recriits
1 extra Worker,

S FAVOR
- Either take a Character from another player;
OR

- (ain the effect of 2 Building on the Construction Site (depending
on the game rognd), and take 1 Character from the board (i anyl

DESIGNER: WILLIAM ATTIA + ARTWORK: ANDEEW BOSLEY
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