














Buildings have two types of Effects that can be activated: 2 'BUILD A BUILDING

> Gain a Resource @, @ or 1. To build a Building, follow these steps in order:

0 Place one of your unused Workers onto the
Construction Site area (the construction area
may hold any number of Workers).

Q Choose a Building tile from those available in
the Market.

GTO pay for the construction of a building use
as many Resource cubes and/or Coins @ as
needed. Place your payment in the reserve.

O Place the Building tile on an empty grass space

> Exchange resources @ or @ for resources, @, onthe game board.

@ or & 6 Once the tile has been placed, place one of
your House tokens onto the tile to show your
ownership.

G Move your Victory Point pawn on the Score track
up as many spaces as the number of {7 shown
on the Building tile.

You can activate the Effects of different Buildings in
whatever order you choose.

If you don't have enough Resources, Coins . or
House tokens you cannot build a building.




ADD IO NATNACIIONS

In addition to placing a Worker during your turn, you
may also at any time complete an Objective card
or exchange Coins for Resource cubes.

Complete an Objective card

At the beginning of the game, you receive a certain
number of Objective cards that can direct your
strategy.

At any time you can complete one of these Objective
cards if you fulfillthe conditions indicated on it. Announce
this completion and reveal the Objective card.

Gain the corresponding {7 immediately.

There is no penalty if an Objective card is not
completed by the end of the game.

Substituting Coins for Resources

At any time during the game, you may exchange 3 @
for any Resource cube in the reserve.

You may take this action as many times as needed, but
only if you immediately spend all of the substituted
Resources.

Once all of the players have used all of their
Workers, the Round is over.
Follow these steps in order:

1 ACTIVATE THE EFFECTS
OF SPECIAL BUILDINGS

The Effects of certain Buildings, (for instance the
Residence and the Cathedral), only activate at the
end of each Round. Their owners may now activate them
for free and benefit from their Effects. The symbol G) is
to remind you of this type of Effect.

2 FEED THE WORKERS

At the end of each Round, all the players must feed
their Workers. Starting with the first player, everyone
discards the same amount of food Resource (Fish
9 and/or Wheat §3)) as Worker.

For each Worker that you cannot feed, lose 3 .
Move your Victory Point pawn back 3 spaces
on the Score track for each unfed Worker. It is
possible to have negative Victory Points £7 if you
descend below the 0 space.

_____

You have 5 Workers, 1 Fish Q and 3 Wheat Q

Since you only have 4 total food Resources and
5 Worker, you lose 3 Y for the 1 remaining
unfed Worker.

o .



3 _PREPARE FOR THE NEXT ROUND

Prepare for the next Round:

ﬂ Each player picks up their Workers (the House If youreachorexceed 60{},
tokens and the Building tiles stay in place). take a 60 token and place 6@
it in front of you. You can

9 Move the Round token up one space. i o
continue to advance on the . 6@

9 Pass the First Player token to the next player Score track.
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Add these 1y to your total on the
Score track.

The player with the most {7 is
declared victorious.

If there is a tie, the tied players
share the victory.




