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All rules of the base gam

e apply, except for the follow
ing exceptions and additions:

g
A

m
E SE

t
u

p
  

Take 1 Silverling and 2 w
orker tiles, plus a starting castle. Place the castle on any castle space on your player board. (Th

e A side is 
better suited for beginners, the B side for advanced players.) Take 3 random

 goods and put them
 next to the board. In the solo gam

e 
there is no restriction for the num

ber of different types (= colors) of goods that you can collect.
C

hoose a color and take both playing pieces and dice of that color, plus the w
hite die. Place one of your pieces on space 0 of the 

victory point track as victory point counter and the other piece on space 50* as target m
arker. 

C
ontinue setting up the gam

e as usual for a 2-player gam
e (hex tiles, goods, etc.)  

p
l

Ayin
g
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h
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E

You are playing 25 rounds. At the beginning of each round, throw
 all 3 dice:  

- First, take the topm
ost goods tile and place it on the depot indicated by the w

hite die.  

- Th
en rem

ove a hex tile from
 that depot from

 the gam
e, starting from

 top to bottom
 (depots 2, 3, 5, and 6) or left to right (depots 

1 and 4) respectively. If a depot is em
pty, rem

ove a hex tile from
 the next depot in clockw

ise order, etc.

N
ext, perform

 your 2 dice actions as usual. w
ith the sam

e effects and victory point gains as in the base gam
e, except for the 

follow
ing restrictions and changes:

 - You can only expand to other territories via the rivers. 

- W
henever you place a ship, take all goods from

 a depot of your choice, then im
m

ediately rem
ove all other goods from

 all other 
depots from

 the gam
e.

In addition, you now
 (and only now

!) have the option to exchange any 5 of your goods for a single tile from
 the black depot (the 5 

goods tiles are rem
oved from

 the gam
e). Place that tile face dow

n (i.e. its black side up) on one of your three storage spaces.
A “black tile” can be placed on any color space on your board, as long as you follow

 the base gam
e placem

ent rules. Placing a 
black tile helps you com

plete a region (to gain victory points, a color bonus, and for w
inning the gam

e) but has no other effect (!). 
For exam

ple, a “black m
ine” w

on’t generate Silverlings at the beginning of a phase. A “black ship” gains neither goods nor the option to exchange 5 
goods for a “black tile”. 

- V
ictory points from

 a yellow
 K

now
ledge tile are added im

m
ediately after placing it (instead of at the end of the gam

e). 
(W

hen you place tile no. 26, im
m

ediately m
ove your victory point counter by 2 points for each color you have com

pleted so far.)

- You w
on’t gain victory points as color bonus w

hen com
pleting a color. Instead, choose a tile from

 the black depot and place it 
directly on the board (!), w

ith all its effects, follow
ing the base gam

e placem
ent rules. If that com

pletes another color, take an 
additional tile from

 the black depot (if available), place it on your board, etc. (N
ote: Know

ledge tile no. 6 w
on’t help you here, nor w

hen 
trading in 6 goods.) 

- W
henever you gain victory points, m

ove your victory point counter that m
any spaces (just like in the base gam

e). In addition 
you m

ay buy now
 further victory points. Each victory point costs you 1 Silverling.

W
hen your victory point counter reaches the target victory point m

arker, put it back on space 0 (any rem
aining victory points are 

lost), then m
ove the target m

arker dow
n 5 space (e.g. from

 50 to 45, next tim
e to 40, etc.). 

Im
m

ediately after resetting the victory point counter you m
ay carry out a dice action of your choice (just as if you had added a 

castle to your estate).  N
ote: Th

e order in carrying out your actions (even parts of them
), is com

pletely up to your free decision.  

E
n

d
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h
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m
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You w
in the gam

e if you m
anaged to occupy all 37 hex spaces of your estate w

ithin your 25 rounds.

* If the gam
e is too hard, start w

ith the target victory point m
arker on a low

er space (49, 48, or low
er). A value of 45 m

akes the gam
e significantly easier. 

If the gam
e is too easy, set it on a higher space (51, 52, or higher). A value of 55 m

akes the gam
e significantly harder. N

ote: You w
ill still m

ove the target 
m

arker dow
n 5 spaces each tim

e you reset the counter.
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