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LE NOUVEAU MONDE a besoin de citoyens laborieux pour pouvoir se développer : des
colons sans peur, des baesseurs industrieux, des contremaitres bienveillants, des
aresans experimenteés, des marchands intelligents, des capitaines courageux et des
chercheurs d'or opportunistes. Au =l des ans, vous endosserez chacun de ces roles,
gagnant des points de victoire pour vos succes. Chaque joueur doit s'e=orcer d'étre le
meilleur pour s'adapter a chague changement, mais seul le plus rusé obeendra le plus
grand nombre de points de victoire et remportera la paree.

BUT DU JEU

L'objecef est de gagner le plus grand nombre de points de victoire en gouvernant
stratégiguement I'ile idylliqgue de Puerto Rico. Les joueurs endosseront a tour de réle le
réle du Colon, du Baesseur, du Contremaitre, de I'Aresan, du Marchand, du Capitaine
ou du Chercheur d'or. Bien que tous les joueurs puissent exécuter les aceons d'un
personnage spécieque, seul le joueur qui choisit ce réle bénéeciera du privilege qui y
est associé. Faites a=eneon a vos adversaires : parfois, choisir un role proetera a
certains plus qu'a d'autres, et méme plus qu'a vous. Les joueurs doivent constamment
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s‘adapter aux condi=ons en perpétuelle mutaeon pour conserver leur avantage sur les
autres.
CONTENU
JEU DE BASE
5 plateaux ile, chacun comprenant 12 emplacements Territoire (en haut) et 12
emplacements Ville (en bas)
1 plateau commun
1 carte Gouverneur, indiguant le premier joueur du tour en cours
8 cartes Citoyen :
o Colon
o Baesseur
o Contremaitre
o Aresan
o Marchand
o Capitaine
o 2 Chercheurs d'or
49 tuiles Ville :
o 5 Grands Baements Violet
o 24 Peets Baements Violet
o 20Baements de Produceon
58 tuiles Territoire :
o 8tuiles Carriére
o 50 tuiles Planta=on : » 12 Indigo
» 11 Sucre
» 10 Mais
» 9 Tabac
» 8 Café
5 navires de cargaison
1 Salle de Recrutement
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100 travailleurs
1 Comptoir commercial
50 tonneaux de marchandises :
o 11 Indigo (bleu)
o 11 Sucre (blanc)
o 10 Mais (jaune)
o 9 Tabac (beige)
o 9 Café (noir)
50 jetons Points de Victoire (PV) :
o 31 jetons bleus (1 PV)
o 19 jetons jaunes (5 PV)
51 doublons :
o 43 pieces d'argent (valeur 1)
o 8piecesd'or (valeur 5)
NOMS DES BATIMENTS

Peet Marché | Hospice | Usine | Résidence | Chapelle

Bureau de Zone | Villa | Fournisseur Royal | Hacienda | Bureau

Université | Forteresse | Cabane de Baesseur | Grand Marché | Bassin d'Apointement

Maison des Douanes | Pe=te Sucrerie | Grand Magasin | Joaillier

Peet Magasin | Grande Sucrerie | Torréfacteur | Jardin Royal

Peete Planta=on d'Indigo | Grande Planta=on d'Indigo | Séchoir a Tabac | Guilde

Bureau Territorial | Pavillon de Chasse | Quai

1 Carriere | 2 Carrieres | 3 Carriéres | 4 Carrieres
Peets Ba®ments
Grands Ba=ments

RESUME DES ROLES ET PRIVILEGES
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ROLE

COLON

CONTREMAITRE

BATISSEUR

ARTISAN

MARCHAND

CAPITAINE

CHERCHEUR
D'OR

BOUCANIER
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ACTION

Choisissez une Planta=on parmi
celles visibles et placez la tuile sur
I'un des emplacements libres de
votre Territoire,

Chaque joueur, a tour de réle, prend

un travailleur dans la Salle de
Recrutement, jusqu'a ce qu'il n'y en
ait plus.

Achetez un Ba&ement et placez-le
sur I'un des emplacements Ville de
votre ile.

Prenez des marchandises dans la
réserve.

Vendez une marchandise au
Comptoir commercial et recevez
I'argent de la banque.

Chargez des marchandises sur les
navires, en gagnant 1 PV pour
chaque tonneau charge.

Aucune aceon n'est associée a ce
role.

Aucune aceon n'est associée a ce
role.

COMPTOIR COMMERCIAL
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PRIVILEGE

Vous pouvez choisir de prendre
une Carriere a la place de la
Plantaeon.

Prenez 1 travailleur
supplémentaire dans la réserve
au debut de la phase.

Payez 1 doublon de moins pour
acheter un Bae=ment.

Prenez 1 tonneau
supplémentaire de n'importe
quel type de marchandise que
vous produisez.

Gagnez 1 piéce supplémentaire
pour la vente de votre
marchandise.

Gagnez 1 PV bonus pour la
phase (peu importe le nombre
de types de marchandises
chargees).

Obtenez 1 doublon de la
banque.

Piraterie, Pillage, Raids,
Enléevement.
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PRIX DE VENTE :
Mais : 0 | Indigo: 1 | Sucre: 2 | Tabac: 3 | Cafe: 4
APERCU DES ROLES
Marchand : Vendez une marchandise au Comptoir.
Privilege : Prenez 1 doublon supplémentaire lors de la vente.
Colon : Prenez une Plantaeon dans la réserve.
Privilege : Prenez une Carriere a la place d'une Planta=on.
Aresan : Prenez les marchandises que vous pouvez produire dans la réserve.
Privilege : Prenez 1 marchandise supplémentaire parmi celles que vous produisez.
Baesseur : Construisez 1 Ba4ement.
Privilege : Payez 1 doublon de moins pour le Baement.
Capitaine : Chargez et expédiez des marchandises.
Privilege : Obtenez 1 PV supplémentaire.
Chercheur d'or : Aucune aceon.
Privilege : Prenez 1 doublon a la banque.
Contremaitre : Obtenez de nouveaux travailleurs.
Privilege : Prenez 1 travailleur en plus (dans la réserve).
Boucanier : Piraterie, Pillage, Raids, Enlévement.
Gouverneur : Le premier du tour.
EXTENSIONS
EXTENSION 1 : NOUVEAUX BATIMENTS
L'Extension 1 ajoute 24 pe=ts BA&*ments et 2 grands Baements. Les Baements de
I'Extension 1 sont indiqués par du texte en vert ; voir page 13 pour les regles.
EXTENSION 2 : LES NOBLES
L'Extension 2 ajoute 12 pe=ts Baements Violet, 1 grand Baement Violet, 2 peets
Baements de Produceon et 20 nobles (pions en bois meeple rouges). Les Baements de
I'Extension 2 sont indiqués par du texte en rouge ; voir page 16 pour les regles.
EXTENSION 3 : LES BOUCANIERS
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Les Boucaniers ajoutent une nouvelle carte Citoyen et un plateau joueur. Voir page 18
pour les regles.
EXTENSION 4 : LE FESTIVAL
Le Feseval ajoute un nouveau plateau pour les points. Voir page 18 pour les régles.
MISE EN PLACE DU JEU
Les étapes suivantes sont congues pour des parees de 3 a 5 joueurs. L'exemple ci-contre
illustre la mise en place pour une paree a 4 joueurs. Pour la mise en place a 2 joueurs,
voir page 12.
1. Le plus jeune joueur commence. Donnez-lui la carte Gouverneur.
2. Placez le plateau commun au centre de la table. Placez I'ensemble des 49
Baements du jeu de base sur leurs emplacements réserves.
3. Placez le Comptoir commercial sous le plateau commun. Séparez les tonneaux de
marchandises par type et disposez-les par couleur pres du Comptoir commercial.
4. Donnez & chaque joueur un plateau ile. En fonceon du nombre de joueurs,
donnez a chacun un certain nombre de doublons d'argent et une tuile Plantaeon
spécieque, comme indiqué ci-dessous :
3 Joueurs 4 Joueurs 5 Joueurs

Doublons d'argent (a conserver
2 doublons 3 doublons 4 doublons
sur le port)

_ ler et 2e joueur ler,2eet3e
ler et 2e joueur _ _ _
_ - Indigo joueur : Indigo
) o - Indigo
Tuile Planta=on ini=ale (face

visible sur le territoire)
_ . 3eetdejoueur: 4eet5e joueur:
3e joueur : Mais ) )
Malis Malis
5. Préparez le reste du matériel selon le nombre de joueurs (voir tableau ci-
dessous). Reme=ez tout matériel restant dans la boite.

6. Placez les doublons restants dans la banque du plateau central.
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Mateériel 3 Joueurs 4 Joueurs 5 Joueurs
Tuiles _ _ :
4 piles 5 piles 6 piles
Plantaeon
76 PV (Tous les jetons 101 PV (Tous les jetons 126 PV (Tous les jetons
Jetons PV bleus [1 PV] + 9 jetons bleus [1 PV] + 14 bleus [1 PV] + 19
jaunes [5 PV]) jetons jaunes [5 PV])  jetons jaunes [5 PV])
_ Navires de 4,5 et 6 Naviresde 5,6 et 7 Navires de 6, 7 et 8
Navires
espaces espaces espaces
Salle de _ _ .
3 travailleurs 4 travailleurs 5 travailleurs
Recrutement
Réserve de ) _ )
) 55 travailleurs 75 travailleurs 95 travailleurs
travailleurs
_ 6 cartes (toutes sauf 7 cartes (toutes sauf 1
Cartes Citoyen Toutes les 8 cartes
les 2 Chercheurs d'or) Chercheur d'or)
DEROULEMENT DU JEU

Puerto Rico se joue en tours représentés par I'évolueon de I'lle sur plusieurs années.
Au début de chaque tour, le joueur possédant la carte Gouverneur choisit une carte
Citoyen et la place prés de son plateau. A I'excepeon du Chercheur d'or, chaque réle
possede une aceon et un privilege spécial. Le Gouverneur e=ectue l'aceon et applique
son privilege. Ensuite, le joueur a sa gauche e=ectue I'aceon associée a ce=e méme
carte (sans le privilege). Le jeu se poursuit dans le sens des aiguilles d'une montre
jusqu'a ce que tous les joueurs aient réalisé ce=e aceon.

Ensuite, le joueur a la gauche du Gouverneur choisit a son tour I'une des cartes Citoyen
restantes, la place devant lui, e=ectue I'aceon et bénéecie du privilége. Le joueur
suivant réalise I'aceon sans privilege, et ainsi de suite.

Le tour se termine apres que chaque joueur a choisi une carte Citoyen et que tous les
autres ont réalisé I'aceon correspondante.
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Pour commencer un nouveau tour, le Gouverneur place un doublon d'argent de la
banque sur chaque carte Citoyen qui n'a pas été choisie lors du tour précédent. Chaque
joueur remet sa carte Citoyen, puis le joueur a la gauche du Gouverneur recoit la carte
Gouverneur et devient le premier joueur du nouveau tour.
FIN DU JEU
Dans une paree a 3-5 joueurs, le jeu se termine lorsqu‘au moins I'une des condieons
suivantes est remplie au cours d'un tour :
Il n'y a pas assez de travailleurs pour remplir la Salle de Recrutement a la en de la
phase du Contremaitre.
Un ou plusieurs joueurs remplissent tous leurs emplacements Ville pendant la
phase du Baesseur.
Le dernier jeton PV est pris pendant la phase du Capitaine.
Lors du décompte enal, chaque joueur addi®onne :
Les PV accumulés sous forme de jetons (ou notés sur papier).
La valeur en PV de chacun de ses Ba®ments (occupés ou non).
Les PV bonus accordés par chaque grand Baement occupé.
Le joueur avec le plus de points de victoire I'emporte. En cas d'égalité, le gagnant est
celui qui possede le plus de doublons et de marchandises combinés.
DETAIL DES CITOYENS
BATISSEUR
Aceon : Achetez une tuile Baement et placez-la sur un emplacement Ville.
Privilege : Payez 1 doublon de moins.
Baement associé : Universite
Réduceon des Carriéres : Chaque Carriere occupée réduit le colt d'un Ba&ement
de 1 doublon (jusqu'a -1 pour la 1re colonne, -2 pour la 2e, -3 pour la 3e et -4
pour les grands Baements).
Le privilege du Baesseur s'ajoute a la réduceon des Carrieres (sans descendre
sous 0 doublon).
CAPITAINE
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Aceon : Chargez des marchandises sur les navires pour gagner 1 PV par tonneau

expédié.

Privilege : Gagnez 1 PV bonus pour la phase.

Béements associés : Peet Magasin, Grand Magasin, Bassin d'Apointement, Quai
Régles de chargement : Chaque navire ne transporte qu‘un seul type de
marchandise. Deux navires ne peuvent pas contenir le méme type.

Les joueurs doivent obligatoirement charger leurs marchandises s'ils le peuvent,
en choisissant le navire qui leur permet de charger le plus grand nombre de
tonneaux possible.

Conserva=on : A la =n de la phase, chaque joueur ne peut conserver qu'un seul
tonneau sur son port (sauf s'il possede un Magasin). Le surplus est défaussé. Le
Capitaine vide ensuite tous les navires eneerement remplis.

ARTISAN

Aceon : Prenez des marchandises dans la réserve en fonceon de votre capacité de

produceon.

Privilege : Prenez 1 tonneau supplémentaire de n'importe quel type de marchandise

gue vous produisez.

Baements associés : Usine
Ae=eneon : Si la réserve d'une marchandise est épuisée, vous ne pouvez pas en
recevoir.

CONTREMAITRE

Aceon : Chaque joueur prend a tour de role un travailleur dans la Salle de Recrutement

jusqu'a ce gqu'elle soit vide.

Privilege : Prenez 1 travailleur supplémentaire dans la réserve générale au début de la

phase.

Placez ou déplacez vos travailleurs sur vos tuiles (Planta=ons, Carrieres,
Baements).
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Ala =n de la phase, remplissez & nouveau la Salle de Recrutement en comptant
tous les emplacements Ville libres sur les iles de tous les joueurs (avec un
minimum égal au nombre de joueurs).

CHERCHEUR D'OR

Aceon : Aucune aceon.

Privilege : Prenez 1 doublon a la banque.

COLON

Aceon : Choisissez une Plantaeon visible et placez-la sur un emplacement Territoire

libre.

Privilege : Vous pouvez prendre une Carriére a la place d'une Planta=on.

Baements associés : Cabane de Baesseur, Hacienda, Hospice
A la =n de la phase, défaussez les Planta=ons non choisies et révélez-en de
nouvelles.

MARCHAND

Aceon : Vendez un tonneau au Comptoir commercial contre des doublons de la

banque.

Privilege : Gagnez 1 doublon supplémentaire lors de la vente.

Baements associes : Peet Marché, Grand Marche, Bureau
Régle du Comptoir : Le Comptoir ne peut contenir qu'un seul tonneau de chaque
type (sauf si vous possedez le Bureau) et dispose de 4 places au total. Lorsqu'il
est plein, videz-le a la en de la phase.
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HE BUILDINGS

The Foiiowing appiies to all Buiidings:
- Each Building may only be built once per player.

-A Building is considered occupied as soon as at least 1 worker is on a semicircle.
Piayers may oniy use the functions of occupied Buiidings.

- The piaccment of Buiidings has no spcciai signiﬁcancc, and piaycrs may
rearrange Buiidings to accommodate Large Buiiciings. However, Buiidings may
not be removed from the Island board.

- The number ar the top righr of each Building indicares how many
Victory Points it yields at the end of the game, whether the Building is occupied
or unoccupied.

- The number in the first semicircle of each Buiiding indicartes its cost and can be

ignored after being built.

The Production Buildings (green, white, brown and black)
produce Fruit, Sugar, Tobacco, and Coffee during the Craftsman phase.

- Fruit is stored in Fruit Warchouses (green).

- Sugar cane is refined into Sugar in the Sugar Mills (white).

- Tobacco leaves are dried in the Tobacco Storage (brown).

- Coffee plants are turned into Coffee beans in the Coffee Roaster (black).

- Corn does not require a Production Buiiding. Corn (yeiiow) is harvested directiy
from the Countryside. Every occupied Corn Estate produces 1 yellow barrel of
Corn during the Production phase.

To produce Fruit, Sugar, Tobacco, and Coffee, players need both an occupied
Estate tile for that Good in their Countrysi(iu: as well as an occupicci Production
Building for that Good in their City. The number of semicircles on the
Producrion Buiiding indicares the maximum number of barrels thar can be
gcnerated from that Buiiding.

N

The Buildings

Each Building may only be built

once per player.

Only occupied Buildings yield
special functions.

The Production Buildings

Small Fruit Warehguse Large Fruit Warehouse
A =)

SmallSugarMill ) | LirgeSigarMil @)
3 off,

\ fr™y
) O

Tobacco Storage Coffee Roaster
S s

Corn has no Production Building.

B

The semicircles on the Production
Building indicate the maximum
number of Goods it can produce.

Example
The player produces the following
barrels of Goods:

@D 2 barrels of Corn 5 5
- the third Corn Estate is not
occupied

@ I barrel of Tobacco .

- the second semicirele of the
Tobacco Storage Building is not
occupied

© 3 barrels of Sugar . .
- the fourth Sugar Estate is not

occup ied

4
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‘ The Commetcial Buildings

Each Commercial Building allows the piayer to perform a speciai function outside
the standard game rules. The function is used either ciuring a speciﬁc pimse,
indicated by the icon below the Buiiciing's name, or at the end of the game.
Buiiciing functions are oniy available if the Building is occupicci. A piaycr is not
required to use the speciai function, which is especiaiiy important to note for the

Wharf (see below).

Small Market

During the Trade phase, if the owner of an occupitd Small Market sells a Good to
the Traciing House, they receive 1 extra coin from the Bank.

Example: The owner sells 1 barrel of Corn and receives 1 coin.

Hacienda

During the Planting phasc, the owner of an occupicd Hacienda may take 1 Estate
tile off any of the face-down stacks before they rake their normal Planting action.
1If they choose to perform this speciai function, they must immediateiy piace the
Estate tile on one of their Counrrysicie spaces. Ti]ey may not discard it. Then rhey
take their normal action by mking a Face-up Estate rile. If the Hacienda owner
also owns an occupicci Builders Yard, thcy may not take a Quarry tile instead of
the face-down Estate, but thcy may take it for their normal action.

Builders Yard

During the Pianting phast, the owner of an occupicd Builders Yard may take a
Quarry rather than an Estate. This special function does not allow them to take a
second Quarry if they are the Planter, nor when using the Hacienda function.

Small Warehouse

At the end of the Shipmenr phase, the owner of an occupied Small Warehouse
may store all barrels of 1 type of Good, in addition to the 1 barrel that all players
may store. Barrels are stored on the player’s Portrait rather than the Small Ware-
house tile itself. The Small Warchouse owner is still required to ship all barrels of
Goods that they can during the Shipment phase.

Hospital

During the Pianting phase, if the owner of an occupied Hospitai piaces an Estate
or Quarry in their Countryside, they may take 1 worker from the supply (not the
Work Register) and place it on the tile. They may not place the worker on any
other tile. If there are no more workers in the supply, they may take the worker
from the Work Register. 1f the Hospitai owner also owns an occupiﬁd Hacienda,
they may place the worker on cither onc of the two tiles they placed. They do not
take a second worker.

Office

During the Trade phase, the owner of an occupied Othce may sell a type of Good
that's already in the Trading House. The Office owner can still only sell 1 barrel.
If the Trading House is full, they may not sell the Good.

Example: If there is a Sugar barrel in the Trading House and a player has an oc-
cupied Oﬁa’, r/JL:'y may sell a second S ugar barrel to the ﬁ‘ading House. i_’f another
Oﬁm owner wishes to, t!']ey may also sell a S ugar barrel to the Yi‘ading House-
Jparfpmvia'ed:

N

The Commercial Buildings

have functions outside the basic

rules set. The special functions do
not have to be used.

Small Market @ | extracoinat the

’ﬂ Trading House
* Hean

Had 1 extra Estate
%w during Planting

L +IEstae

BuidersYard Quarry instead
- 3
=N of Estate during
(2)" ™ Quny ngeud .

Planting

:miw.nm!_ @ Stores extra barrels

7 of 1 type of Good
Hosita 1 worker during
- q
: Planting

o] “Hworker
ot Sell a Good already
8 in the Trading

5 dmiet House
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‘ Large Market

During the Trade phase, if the owner of an occupied Large Market sells a Good to
the Trading House, thn:y receive 2 extra coins from the Bank. If the Large Marker

owner also owns an occupied Small Market, thcy receive 3 extra coins.

Large Warechouse

At the end of the Shipment phast, the owner of an occupitd Large Warchouse
may store all barrels of 2 types of Good, in addition to the 1 barrel that all players
may store. If the Large Warchouse owner also owns an occupied Small Ware-
house, thcy may store all barrels of 3 types of Goods, p]us the 1 barrel. Barrels are
stored on the piayer’s Portrait. The Large Woarehouse owner is still requirecl to ship

aii barre]s Of GOOC]S that ti’lfy can during the Shipment phase.

Factory

During the Production phase, if the owner of an occupied Factory produces more
than 1 type of Good, they earn coins from the Bank, regardless of the number of
barrels of each Good thcy product. If thcy product 2 types of Goods, thty carn

1 coin. For 3 types of Goods, thﬁy carn 2 coins; for 4 types of Goods, thty earn 3
coins; and for all 5 types of Goods, thcy earn 5 coins.

Example: A player owns an occupied Factory, and in the Production phase, they produce 3
Corn, 1 Coffee, and 2 Fruit barrels. They receive 2 coins from the Bank for producing 3 differ-
ent types of Goods.

School

During the Build phase, if the owner of an occupicd School builds a Building,
they may take 1 worker from the supp]y (not the Work Regisrer) and piace it on
the newly buile tile. They may not place the worker on any other tile. If there are
no more workers in the supply, they may take the worker from the Work Register.
Even if the tile has more than one semicircle, do nor take a second worker.

Harbor

During the Shipment phase, the owner of an occupied Harbor carns 1 extra VP
each time they load Goods onto a Ship.

Example: The owner of an occupied Harbor and an occupied Wharf can only load 3 of their 5
Tobacco barrels on the Tobacco Cargo Ship since it is now full. For this, they receive 3 + 1 VP
In the next turn during the same Shipment phase, they load 2 Sugars onto the Sugar Cargo
Ship — 2 + 1 VP During the next turn, they use their Wharf and put the 2 remaining Tobaceo
barrels back into the supply — 2 +1 VP In one Shipment phase, the owner has earned 3 extra
VP from their Harbor.

Wharf

At any 1 time during the Shipmcnt phast, the owner of an occupicd Wharf may
choose to load all barrels of any 1 type of Good onto a Chartered Ship rather than
a Cargo Ship, receiving the same number of VP as if they had piacecl them onto

a Cargo Ship. The player may choose when during the Shipment phase to use
this special function (if at all), burt it can only be used once per Shipmcnt phasc.
They may put any 1 type of Good they want onto the Chartered Ship — including
a type already on a Cargo Ship — but they must load all the barrels of that Good
(Chartered Ships have no cargo limit). All barrels loaded onto the Chartered Ship
are placed back into the supply.

%. RLIG.

N

2 extra coins at the
Large Market G
@ .
Trading H
M‘ rading House
l;rpe\\ﬁrdmn Store extra barrels
~ of 2 types of Goods
\6_/ " Store 2Goods:
Factory Coins for
& producing
I eisas  different Goods:
1 for 2 types
2 for 3 types
3 for 4 types
5 for all 5 types
- 1 worker during
= Build
'@ T ori
Harbor 1 extra VP for
each load during
2 awedt Shipment
o 1 Chartered Sl'u'P
during Shipment
2 tmewm (1 VP per barrel
of 1 type)
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‘ Large Commercial Buildings i

Large Buildings on a player's Island board are worth 4 Victory Points. If a Large
Building is occupied at the end of the game, it's function can also provide extra
VP. Rules referring to "Large Buildings" are referring to these 5 Buildings.
A][hough [hey fll 2 Ciry spaces, [hey are each considered 1 Building.

Fire Station e rrion o 1 VP for every
The owner of an occupieci Fire Station receives 1 VP for each occupieci or @ Small Production
unoccupied Small Production Building (Small Fruit Warchouse or Small Sugar Building and 2VP
Mill) in their City, and 2 VP for cach occupied or unoccupied Large Production for every Large Pro-
Building (Large Fruic Warchouse, Large Sugar Mill, Tobacco Storage, or Coffee ewsre  duction Building
Roaster) in their Ciry. -

Example: At the end of the game, the owner of the occupied Fire Station also has a Small Fruit

Warehouse, a Large Fruit Warehouse, a Coffée Roaster, and a Large Sugar Mill. They earn an

additional 7 VI

Residence wiwe @ VP for filled

The owner of an occupied Residence receives VP for the tiles on their Countryside Countryside:

spaces. For 1-9 filled spaces, they reccive 4 VR for 10 they reccive 5, for 11 they
receive 6, and for all 12 [hey receive 7 VI

Example: At the end of the game, the owner of the occupied Residence has 10 of their

12 Countryside spaces filled. They earn 5 additional VR

4 for 1-9 spaces
5 for 10 spaces
6 for 11 spaces
7 for 12 spaces

Fortress

1 VP for every

‘The owner of an occupied Fortress receives 1 VD for every 3 workers on their 3 workers

Island board.
Example: At the end of the game, the owner of the occupied Fortress has a total of 22 workers
on their Estates, Quarries, Buildings and Portrait. They earn an additional 7 VE

e Sworisn

Customs House camitone @ 1 VP for every
‘The owner of an occupicd Customs Housc receives 1 VP for every 4 VP chips /13\ 4VP in chips

they earned during the game. The player does not count VP received in end-game
scoring (such as VP for Buildings and additional VP from Large Buildings).
Exzzmp[c: At the end of the game, the owner qf\ the umupica’ Customs House has 30
total VP d}ip;, 50 t/]c:y earn an additional 7 VP

Vi
e #Vhin chips

City Hall Gy Hall o 1VP for every
‘The owner of an occupied Ciry Hall receives 1 VP for every occupied or (1(? Commercial
unoccupied Commercial Building in their City, including City Hall iself. Building
Exzzmp[c: At the end af the game, the owner @(‘ the acmpim' Ciry Hall has a Builders

Yard, a HaspitaL a Large Market, a Factory, a School. and a Customs House. 7776)/ Lot

earn an additional 7 VP —

B\ F iy /é
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Xpansion I: NEW BUILDINGS

All vatles vemain the same, with the ﬁ)l[awing exceptions:

GAME SETUP

Place all Production Buildings on the board per the basic game rules. Place the
55 Commercial Buildings (the original (5) Large and (2x12) Small Commercial
Buildings, as well as the new (2) Large and (2x12) Small Commercial Buildings)
next to the board.

The starting piayer chooses any 1 of the Commercial Buiidings and piaces iton
an empty space of the board. If there are more than 2 players, place 2 of the same
Small Commercial Buiidings on the same space.

The next piayer chooses a Building and piaces it on the board, etc., until the
spaces are filled with Commercial Buiidings that have the following COSTS:

Top Section: 1, 2,2, 3

Second Section: 4, 5, 5, 6

‘Third Section: 7, 8, 8, 9

Botrom Secrion: 10, 10, 10, 10, 10

Return the remaining 26 Buildings to the box.

Canal

During the Production pimse, if the owner of an occupied Canal produces at least
1 barrel of Fruit from a Large Fruit Warchouse, they take 1 exera barrel of Fruir.
In the same way, if rhey produce at least 1 barrel ofSugar from a Large Sugar
Mill, they take 1 extra barrel of Sugar. The Canal has no effect on the Small Fruit
Warehouse or the Small Sugar Mill.

Luml)eryard

During the Planting phase, the owner of an occupied Lumberyard may choose to
place a Forest rather than an Estare tile. To create a Forest, the player chooses a face-
up Estate tile and piaces it face-down on any empty Countryside space on their Is-
land board. It remains there until the end of the game. Quarry tiles may not be used
as Forests. Forests do not need ro be occupied o perform their speciai funcrion.

During the Build phase, ifa piayer has 2 or more Forest tiles in their Coun[ryside,
they may reduce the price ofany Buiiding by 1 coin. This reduction may be com-
bined with the Builder advantage and any Quarry reductions. There is no limirt to
the number of Forests players can use.

For c'xamp[e, gf' a pl,'aycr owns 4 Forests and 2 afmpim’ Quarries and is also the Build-
er, it will cost omly 1 coin to build a Large Warehouse.

If the owner of an occupied Forest also has:

* An occupied Hacienda: [hey may look art the face-down rile before deciding
whether to use it as a Forest.

* An occupied Pubiishing House: [lley may decide to piace neither, one, or both
Estate tiles as Forests.

* An occupied Hospitai: they receive 1 worker for creating a Forest and Piace it on
their Portrait.

Note that Estate tiles cannot be converted into Forests, or vice versa, once the tile has

&f(’ﬂ P[llf[‘&l.

Black Market
During the Build phase, the owner of an occupied Black Marker may reduce the
costof a Buiiding by up to 3 coins by returning 1 worker, 1 barrel, and/or 1 VP
to the supply. Each returned resource is worth 1 coin. A player can only usc the
Black Market if they do not have enough money to buy the tile — they cannot
have any coins left after buiiding.
Note:
- Ifa player returns a worker or VP chip after the game end requirements have been met,

the game is still over.

c - The worker on the Black Mavket tile itself cannor be converted into money.

13

N

Place all the Production Buildings
on the board.

Place all 55 Commercial Buildings
next to the game board. Take turns
choosing a Building to include in
tl'le game “l'lti_l tl'le SPaCes are ﬁ.lled
according to the Buildings' costs.

Example: A player places the Church on
the Office space. Later, a player places the
Office on the Large Marker space. Neither
the Large Market nor the Trading Post can

be chosen.
Gl 1 extra barrel for
ﬁl\ # Large Fruit
 SIRCEs TS Warel'lousef[.arge
Sugar Mill
iy Forest instead of
?Z—: Estate during Plant-
(7 Acdn/ZFor.

ing; pay 1 less coin
for every 2 Forests
during Build

ks Pay 1, 2,0r3 less
M coins by returning
| - ey 8 1{ I) 1

a worker, barrel, or

VP during Build.

Example: The owner of an occupied Black
Market wants to purchase the Harbor for 8
coins, but has only 6. They return 1 barrel
of Fruit and 1 worker to their supplies to

reduce the cost by 2 coins.

www.alwaysboardgames.com

info@alwaysboardgames.com




QF

‘ Storehouse

Ar t]’lC C[’ld Of [l']C Shipmen[ P]’l&SC, [i’lﬁ owner ofan OCCUPiCd S[Ol’ﬁl]OUSC may store UP o

3 additional barrels ofany type of Good.

Bohio

During the Recruitment phase, the owner of a Bohio may place up to 2 workers on their
BO}].iO l'ilt_ Tl'lfy m:ly move tlICSC gucst WU]'](C]’S at t]lﬁ start, mlClEilE, or E[]d Ol: («l.l"l)'r Otl]ﬂl’
pbasc, to a.nyBuilding, Estate, or Quarry, and then immcdiatcly use that Building’s function,
if possiblc. The guest worker must remain on their new tile until the next Recruitment pbasc.
It the player has 2 workers on their Bohio, they do not need to move them ar the same time.
Example: At the end of the Shipment phase, the player moves 1 worker from the Bobio to the Warehouse and
immediately uses it to stove surplus Goods. The player then chooses the Trader role on their turn and moves the
second worker from the Bohio ro the Publishing House, this gaining the Tiader advantage twice over.

Trading Post

During the Trade phase, the owner of an occupied Trading Post can choose to sell their barrel
to the deing House or to their own de.ing Post. I tbcy sell to their own Trading Post, tl)cy
can sell a type of Good already in the Trading House. Place the barrel sold to the Trading Post
backin the supply.

Note: When selling to their oun Trading Post, a player cannot also use the fimction of the Small or Large
Market. However, they can use the Trader role’ advatange.

Church

‘The owner of an occupied Church receives 1 VP for building a Building from the second or
third section of the board, and 2 VP for building a Building from the bottom section (Large
Buildings). The playcr does not receive this benefit for building the Church itself.

Small Wharf

At any time during the Shipmenr plmse, the owner of an occupied Small Wharf may choose
to load barrels onto a Charrered Sl]ip rather than a Cargo Ship. They receive 1 VP for every 2
barrels. The playcr may choose when during the Sl)ipmcnt pliasc to use this spccial function
(if at all), but it can only be used once per Sllipmcnt pl\asc. Thcy may load any Goods tlicy
want onto the Chartered Ship — including multiple types of Goods or types already on Cargo
Ships — and as many as they like. All barrels loaded onto the Chartered Ship are placed back
into the general supply.

Nate: The awner of an occupied Small Wharf and an occupied Wharf may we both in a single
Shipment phase.

Lighthouse

During the Sbipmenr phase, the owner of an occupied Ligl)[hous: earns 1 coin each time
rhe:y load Goods onto a Ship (Cargo and/or Charrered). If the owner of an occupied Liglu'—
house is the Caprain, they earn 1 extra coin at the start of the phase, whether or not they load
Goods onto a Sllip.

Nate: A player does not have to be the Captain to earn coins from the Lighthouse.

Disti]]ery

During the Production pliasc, the owner of an occupicd Disrillcry carns coins based on the
number of barrels they produce of one type of Good. They choose the type of Good they
produc:d the most barrels of (except Corn) and carn 1 coin less than that number.

Example: A player owns an occupied Distillery, and in the Production phase, they produce 6 Sugar barrels.
They receive 5 coins from the Bank.

Publishing House

When the owner of an occupied Publishing House chooses a role card, rbey receive double
the advantage of that role. If the player chooses the Planter role, they may rake either an
Estarte or Quarry tile ar the beginning of their turn. After all other players have taken their
Estates, tbcy may choose an Estate (not Quarry) tile from the remaining facc-up tiles. If the
player chooses the Craftsman role, they may take 2 barrels of the same or different Goods
that they produced.

Note: The Planter with an occupied Publishing House anel an occupied Hospital may take a worker for their

Sforst tile anly. The Planter with an occupied Publishing House and arn occupied Builders Yard may take a

Quarry as their second tile. L, 7»@;, =

Scorehouse o
m
] Siore Ibarels

Bohio.

Maove workers

)"

Trading Post
< i
5

w2 Personal trade.

tions of the Office and the Trading Post are
similar, there is little benefit to using both
Buildings in the same game.

Church
7 w
/™
L

+OA/2VP

SmallWharf
#*

N st iam

U‘ghﬁmﬂs! E 9
7

L, Heon/koad

Distiller
@
W2 T sl type-

Publishing Hou
Al Phasss
8 e scmge

N

Store 3 extra
barrels

Move up to 2
workers to another
tile

Personal Trading
Post during Trade

Note: Because the fiunc-

VP for Building:
1 for 2nd section
1 for 3rd section
2 for bottom

(Large)

1 Chartered Ship
duri_ng S]ﬂPment
(1 VP per any 2
barrels)

1 coin for each
load during Ship-
ment and 1 coin

if Captain

Coins for barrels
of 1 type-1
(except Corn)

Double role's

adva nt age

www.alwaysboardgames.com

info@alwaysboardgames.com




‘ Assembly Hall

At the bcginning of the Shipmcnt phase, before loading any Goods, the owner of
an occupied Assembly Hall receives 1 VP (rounded down) for every 2 barrels they
have of the same type of Good.

Example 1: A player owns 3 Corn, 2 Fruit, and 1 Coffee. They receive 2 VP — | for the Corn
and 1 for the Fruit.

Example 2: A player owns 4 Corn and 2 Coffee. They receive 3 VP — 2 for the Corn and I for
the Coffee.

Monument
At the end of the game, the Monument is worth 8 VP instead of the normal 4 VP,
bur it has no special function. No workers can be placed on the Monument.

Cathedral

At the end of the game, the owner of an occupied Cathedral earns extra VP for
every 3 of the same type of tile in their Countryside spaces. Fora sing]e set of 3,
they carn 1 VP; for 2 sets of 3, they carn 3 VP; for 3 sets of 3, they carn 6 VP;
and for 4 sets of 3, they earn 10 VP

Example: Ar the end of the game, the owner of the occupied Cathedral has 6 Foresrs, 3 Quar-
ries, 2 Corn, and 1 Coffee. Since they have 3 sets of 3, they receive an additional 6 VI

Expansion II: THE CITIZENS

All riles remain the same, with the ﬁul[awing excfpriam:

GAME SETUP

1f p]aying with only the basic Buildings, place the 8 new Buildings on their spaces on
the board. Tf playing with the basic and Expansion I Buildings, follow the Expansion
I setup and choose 1 extra Building of each cost (2-8) until all the Building spaces on
the board are filled.

Place all 100 workers in the workers supply and place the 20 new citizens next to it.
At the beginning of the game and at the end of each Recruitment Phase, put workers
on the Work Register according to the basic game rules, but replace 1 worker with 1
citizen as long as there are citizens in the supp]y.

At the end of the game, cach citizen is worth 1 VP Players use citizens just as they
would use workers, except with some of the new Buildings, as described below:
Running out of workers is no 10ngn:r an cndgame condition. Only a player ﬁlling all
their City spaces or taking the last VP chip applies in this expansion,

General Note: In the second expansion, if a rule applies to a worker, it also
applies to citizens.

Zoning Office

During the Trade phase, the owner of a war/efr—afmpifd' Zoning Office may pay |
coin to buy the top Estate tile from a face-down stack and pl:lce it on rtheir Island
board. The owner of a ct'tt'zm-ocmpied Zoning Ofhce may sell any Estate tile from
their Island for 1 coin by placing it face-up next ro the board.

Note: If the owner of an occupied Zoning Office also has an occupied Lumberyard, they may
use the new Estate tile as a Forest. If there is a workerfcitizen on a discarded Estate tile, it is
placed on their Portrait.

Chapel

At the beginning of each Producrtion phase, the owner of a warkcr—ocmpiﬂd Chap-
el earns 1 coin from the Bank. The owner of a citizm-acmpim' Chapcl carns

1 VP

b o

Assbly @ 1VPper2 barrels
»
= g of the same type
= e Gf Good before
Shipment

Monument ﬂ

8 VP instead of
4 VP at end of

game

VP for sets of 3 in
! o Countryside:
1 for 1 set
3 for 2 sets
6 for 3 sets
10 for 4 sets

®)

sets of Jin Countryside.

The Buildings in this expansion
are additions to the Buildings in
the basic game and Expansion I
and have corresponding costs.

Replace 1 worker with 1 citizen in
the Work Register.

Being unable to repopulate the
Work Register is not a game-end-
ing condition.

Each citizen is worth 1 V.

lmlngcﬂ; Buyfsell 1 Estate
M tile during Trade

L +Est | 4E2

1 coin/1 VP during

Cupel
w Production
3

2 ccin | +1VP

A
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‘ Park Authority

At the end of each Planting phase, the owner of a warker—oa‘upic’d Park Authority
may discard 1 Estate or Forest tile from the Countryside spaces on their Island
board into the supply without replacing it. The owner of a fitizm—acmpied Park
Authority carns 2 VP, but only iftboy have more empty Countryside spaces on
their Island than any other player.

Notary
During the Build phase, the owner of a war/zcr—ormpim' Notary pays 1 less coin

for any Small Buildings (top 3 sections on the board). The owner of a citizen-occu-
pied Notary pays 2 fewer coins for any Large Building (bottom section). This does
not apply vice versa — the owner of a worker-occupied Notary cannot pay less on
a Large Building, nor can the owner of a cirizen-occupied Nomry pay less on a

Small Building.

‘The following 4 Buildings’ special funcrions apply whether they are occupied by a

worker or a citizen.

Pension Office

At the beginning of the Shipmtnt plmsc, the owner of an occupitcl Pension Office
can return 1 barrel for 1 VP 'This can be done 1 time for each citizen on their
Island, but cach returned barrel must be a different type of Good. The barrel is
returned to the supply, and cannot yield any other bonuses.

Villa

At the beginning of the Recruitment phase, the owner of an occupied Villa may
take 1 citizen from the supply. If there are no citizens left in the supply, they take
1 worker from the supply, if still available. The owner may not use this building to
take from the Work Register at any point.

Tailor Shop

During the Production phase, the owner of an occupiod Tailor Sbop takes 1 coin
from the Bank for each citizen on their Island. As indicared by the red bar on the
tile, the Tailor Shop counts as a Large Production Building for endgame scoring
(see Fire Station).

Town Square
At the end of the game, the owner of an occupied Town Square scores 1 adidition-
al VP for each citizen on their Island board, thereby scoring 2 VP for each citizen

no matter where rhey are located — on a Ciry tile, Counrrysicle tile, or the Portrait.

%. | B

ParkcAuthord Discard Estate/
w Earn 2 VP for most
d HEa |42V

empty Countryside

oy Pay 1/2 coins less
/;‘ for Small/Large
" e Buildings

Pension Office For each citizen,
;\ﬁ return 1 different
@ ‘Wi barrel for 1 VP

each.
Vills 1 citizen from sup-
w ply dur'mg Recruit-
[
. “=  ment
Tallor Shop 1 coin per citizen
o

during Production
\§/ <ol itizen|

Tomsan @) 1 extra VP for every
00 citizen

End
per dthen
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BUILDINGS OVERVIEW
PRODUCTION BUILDINGS

QF

Small Fruit Warehguse Small Sugar Mill o Large Fruit Warehouse Large Sugar Mill 9 Tobacco Storage
i of,
| B a J /B ‘
EG @ ¢ @ &
SMALL BUILDINGS
Small Market o Builders Yard Hacienda Small Warehouse o Hospital Office
=R > z *
- +H in = Quarry instead W2 + Estate & 1Gaod " +worker 3 Sell same Good
| extra coin at Trading Quarry instead of Estate | extra Estate Stores barrels of | type | worker when placing Sell Good already in
House of Good Estate or Quarry Trading House
Large Market e Large Warchou: Factory School Harbor ‘Wharf
N y
- +2.coins @ * Store ™ ol coirs & * Hworker il ' ':q\mma A typeVE)
2extracoinsatTrading  Store barrels of 2types ~ 0/1/2/3/5 coins for I worker when building ~ lextraVP for each load ~ Chartered Ship [I VP per
House of Goods types of Goods barrel of | type)
LARGE BUILDINGS
Customs House 6 Fortress o Fire Station o
0] 0 10
End:+ VP per ndt + VP 3 Endk+1/2VP per nd:+4/5/
Com. Building per 4VPin chips per I workers Sim/Lg. Prod.Building led Countryside
1VP for every IVP for every 4VPin IVP for every 3 workers 1/2VP for every Small/Large 4/5/6/TVP for 1-9/10/11/12
Commercial Building chips Production Building filled Countryside spaces
EXPANSION I BUILDINGS OVERVIEW EXPANSIONS EXPANSION II
BUILDINGS BUILDINGS
Cma[ Black Market Lumberyarg Zoning Office Chapel | Park Authority
{ u bar.(Lg. Fruit/Sugar) 1 coln/wor, bar, VP 1 coin/2 For. Wz + Est | 4 Est 3, + coin | HVP g Bt | +2VP
T — —_— - — S
| extra barrel for l,arge Pay 1less coin (up to 3) Forest instead of Estate; Buy I Estate for [ coin | I coin | IVP Discard Estate | 2VP for
Fruit Warehouse/Large ~ for each worker, barrel, — pay [ less coin for 2 Sell | Estate for | coin most empty Countryside
Sugar Mill or VP returned Forests
LARGE
Smrehmlse o | i Bohio Trading Post BUILDINGS Notary e Pension Offic
X /‘ﬁ@ o
| Cathedral ; P~
Store 3 barrels ‘ Personal rade o & coin | -2 coins d X “HIVP/barrel
Store 3 extra barrels Move workers to Personal Trading Post Pay | less coin for Small For each citizen, return
another tile Building | Pay 2 less coins | different barrel for
for Large Building IVP each
Church ; SmallWharf Lighthouse 6 Villa
& B o= # —— » LARGE
— Fl 1/3/6/10VP for BUILDING
5 HOAAZVE i "8 i any2ave) d Nantead  1/2/3/4setsof 3in ' *Hckizn
—_— — _—— —  Countryside —
0/1/1/2VP for Building ~ Chartered Ship (IVP per | coin for each load, I citizen from supply Town Square o
section any 2 barrels) | coin if Captain giwmee o @
IR [
I":Fb;sxg Hou: '])thll[ery A*memh[y Ha) 9 Tailor Shop,
i L /—8\ 9 g End: + extra
o8 ble advantage BT coins [ ypet) 2 HVP/2barrek cain/citizen per ditimn
Doublerole's advantage  Coins for barrels Q2 Before sﬂp;;;-lzl-'\?ﬁg;r No special function 1 coin per citizen lextraVP for Every
1 type—I (except Corn) 2 same barrels citizen
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