Yspahan: The Souks
Setup

● Shuffle the 18 cards of the Yspahan extension (purple frame). They replace the cards of the basic
game. NB: Some cards are identical to cards in the basic game while some are slightly modified.
Please refer to the basic rules to see how they work.

Special rules
The rules of the basic game apply with the following modifications:
● Whenever a player wants to move the Supervisor, it is impossible to leave him on the same
square, be it by spending gold or thanks to the Hammam.
● Whenever a player chooses the ‘’Draw a card’’ action in the Tower, they draw the first 2 cards,
choose one and discard the other, face up.
● Whenever a player who owns the Caravanserai sends one or several good(s) to the Caravan,
they only draw 1 card.

New cards

Earn 3/5/8 points if you own at least 1 good in
2/3/4 different neighborhoods.

Earn 2 points per card in your hand (not counting this one).
NB: You cannot earn more than 6 points with
this card.

Change the value of one of the dice on the
Tower to another value which is already present.

Earn 1 point per building you have constructed.

Earn 2 points per souk you have filled.
NB: You cannot earn more than 6 points with
this card.

Take the card another player has just discarded back and add it to your hand.
NB: This card is not played during your own
turn.

Discard up to 4 of your goods placed on shops
and earn 2 points per good.
NB: You cannot earn more than 8 points with
this card.

Discard up to 4 of your goods placed on shops
and get either 1 camel or 2 gold per good.
NB: You may get both gold and camels at the
same time by discarding several goods.

Once everyone has selected a group of dice, take a new action with one dice group left in the Tower.
If there is no group left, the action can only be ‘’Draw a card’’.
NB: After this new action, the player cannot construct a building.

Amyitis: The Palace
Setup

● Set the Palace board next to the game board. Place the players’ score markers at the start of the
palace track (before the first square). To indicate their score, the players will use one of their cubes
instead.
● Shuffle the 20 cards of the Amyitis extension (orange frame). They replace the cards of the basic
game. NB: Depending on the number of players, some cards must be discarded for the whole game
(as was the case in the basic game).

Special rules
Recruitment: It is now possible to recruit 2 more characters.

Courtier: The Courtier is recruited according to the same rules as in the basic game. A
player who recruits the Courtier earns 1 prestige point and moves 1 square up on the
palace track. If the square they arrive on is
occupied, the player places their disc on top of
the disc(s) occupying the square.

Noble: To recruit a Noble, the player must
pay 2 coins on their turn. Then they move 2
squares up on the palace track. If the square
they arrive on is occupied, the player places
their disc on top of the disc(s) occupying the
square. NB: This action is always available and
counts as a recruitment. As a consequence,
the player’s turn is over.

The Palace phase: From the second game turn to the end of the game, after the Setup phase
(phase I) and before the players’ actions (phase II), the palace is counted. The player who is highest on the palace track selects 1 power among the 4 which are available (see below). To indicate
their choice, the player places a cube of theirs on the power they have chosen. Then, following
their order on the palace track, the other players choose 1 power among those which are left.
NB: Cubes are removed from the squares at the beginning of each Palace phase. The players who
have not entered the palace (that is, who have not moved at least one square up on the palace
track) cannot select a power.
Ties: If several players are on the same square of the palace track, the player whose marker is on
top of the pile chooses first.
2 players : each player selects 2 powers alternately, beginning with the first player.

Powers

First player: The player who selects this
power becomes the new first player (and takes
the First player card). The player will consequently play first in the next phase. The first
player status will not be passed on at the end
of the turn, but only during the palace phase.
NB: If, at the end of the palace phase, no player
has selected this power, the First player card
is passed to the next player clockwise (even if
the next player clockwise has not entered the
palace).

Procession: The player who selects this
power performs the procession at the end of
the turn. So, the procession is not necessarily
performed by the last player anymore.
NB: If, at the end of the palace phase, no
player has selected this power, the player to
the right of the new first player performs the
procession (even if the player to the right has
not entered the palace).

Craft: The player who selects this power can
recruit 1 character of their choice (including a
Courtier, but not a Noble) during the next action phase. The player consequently takes the
action associated with the chosen Craft (which
includes earning prestige points if they choose
the Courtier or the Engineer) before the next
player plays. This recruitment is free.

Minor courtier: The player who selects this
power moves 1 square up on the palace track
and one coin. If the square they arrive on is
occupied, the player places their disc on top of
the disc(s) occupying the square.
NB: The minor courtier yields no prestige
points.

Sylla: caveant consules
Setup
Take the 12 cards of the Sylla extension (yellow frame). Add the two new Event cards to the Event
cards of the basic game. Add the new Great Work card to the Great Work cards of the basic game.
Add the two new Characters to each set of Character cards. Then, set the game up normally. After
shuffling the Great Work cards, remove 2 Great Work cards face up from the game instead of 1.
NB: The First Consul card of the extension is used as a first player marker.

Special rules

Gladiator: During phase IV (Revenue), the player earns 1
prestige point for each unturned Gladiator in their zone of
play.
Furthermore, the Gladiator counts as a Leisure token during a crisis of this type (Phase VII). This power even works
when the Gladiator is turned to the side.

Philosopher: At the beginning of phase IV (Revenue), the
player may assign each unturned Philosopher in their zone
of play to another of their visible unturned Character cards.
Thus, this Character’s power is doubled until the end of the
turn. A Merchant yields 2 deniers, a Consul brings 2 votes for
the next Great Work, a Gladiator earns 2 points and counts as
2 Leisure tokens for the crisis. A Vestal virgin or a Legionary
will be able to place 2 cubes on the events, but these cubes
must be placed together, on the same card.
NB: The Philosopher has no effect on Slaves or other Philosophers. It is impossible to assign more than one Philosopher
per card.

Forum Romanum: The player with the most votes earns 1
Res Publica token of each type. The player who comes second earns 1 Res Publica token of their choice.
Donation to the Plebeians: The player scores 2 prestige
points for each set of 3 votes.

Earthquake: Each player turns one of their Vestal Virgin cards face down. This Character has
no effect as long as this Event remains in play. Once the Event is removed from the game, all the
affected Characters are returned, face up.

Military defeat: Each player turns one of their Legionary cards face down. This Character has
no effect as long as this Event remains in play. Once the Event is removed from the game, all the
affected Characters are returned, face up.

Caylus Magna Carta: The Favors
Contents
5-player game:
● 12 basic cards for the purple player
● 4 purple workers and 1 purple marker
● 1 Bridge card for 5 players

Expansion:
● 1 Favor board
● 5 Joust cards (1 per player)
● 23 Resource cards
● 7 Prestige cards
● 2 neutral cards (1 Joust & 1 Bank)
● 20 markers (4 per player)

5-player game
Take the tokens and basic cards of the purple player (but not the Joust) as well as the new Bridge
card and proceed as in a normal 4-player game. The 5-player game can be played with the basic
rules of Caylus Magna Carta or with the expansion.

Expansion
Setup:
● The Favor board is placed next to the zone of play. Each player puts one of their tokens at the start
of the score track and 3 tokens at the start of the favor table (Fleurs-de-lys).
● Resource cards are shuffled and piled face down.
● The new prestige buildings are layed out face up. Prestige buildings from the basic game are not
used.
● In addition to the neutral buildings of the basic game, place the neutral Joust field at the end of the
road (after the Peddler). The Provost is placed on the Peddler.

Special rules
Neutral Bank:
At the end of the turn during which the last Dungeon marker was either built by a player or discarded, add the neutral Bank as a last building at the end of the road. During subsequent turns, it is
treated exactly like the other neutral buildings.
New prestige buildings:
Some prestige buildings have one or two fleur-de-lys symbols on them. When a player constructs
one of these buildings, they immediately gain 1 favor (see below) per symbol featured on the prestige building.
Phase 4 (Building effects):
Neutral Bank: The owner of the worker placed on the Bank can pay 1 denier for a gold cube if the
neutral Bank is activated.
Neutral Joust: The player who is placed on the neutral Joust earns 1 favor (see below) for 1 denier
if the neutral Joust is activated.
Joust: The player placed on the Joust earns 1 favor (see below) if the Joust is activated. The
Joust’s owner earns 1 denier.
Phase 5 (Castle):
The player who has given the most lots during this phase earns 1 favor instead of 1 gold (see below). In case of a tie, the player who first gave that number of lots earns the favor.

Favors
When a player earns a favor, they must choose among the following options:
Draw a Resource card: The player draws the first Resource card from the pile and adds it to their
hand without showing it. That player can discard this card at any time to acquire a cube of the color
indicated on the card. NB: Some Resource cards allow you to get gold by paying 1 denier to the
bank. The number of Resource cards in hand is not limited.
Advance on the prestige track: The player moves their marker one space up on the prestige
track. At the end of the game, the player will earn a number of prestige points corresponding to their
position along the track.
NB: Moving beyond 15 points on the track is impossible.
Earn a power: The player moves one of their discs one level up on the power track. They earn the
power featured on this space as long as their disc remains on it.
NB: A player may not have two discs on the same space. A player advancing on this track may place
their disc on any power of the superior or equal level.

Level I

At each phase I (Income), the player may
choose to remove one of their workers for the
whole duration of the turn to gain 1 more denier.
It is impossible to remove more than one worker.

At each phase III (Provost), the player may
move the Provost up to 2 cards without paying.
He can add 1 denier to move the Provost up
to 3 cards, but cannot move beyond this limit.

Level II

At each phase I (Income), the player draws a
Resource card and looks at it. The player may
keep it by paying 1 denier or discard it.

Each time the player constructs a building from
their hand, they may remove 1 worker (and
only one) for the whole duration of the turn in
order to pay 1 less ressource of their choice.

Level III

At each phase I (Income), the player may pay 1
denier to move 1 space up the prestige points
track.

When activating one of their own buildings, the
player may benefit from both the main effect
and the secondary effect of the building.

Mykerinos - The Nile

A game by the Ystari Team - Illustrations by Arnaud Demaegd - Layout by Cyril Demaegd - Forum: www.ystari.com

Contents
● 6 Nile cards		

● 4 Boat tokens

● these rules

Setup
● Set aside the Nile card with a value of 5. Shuffle the other five Nile cards and place them in a face down pile next to
the cards from the base game.

● Shuffle the Boat tokens and place them boat side up next to the game board.
● Each player takes the three marker disks of their color and places them at hand. Two cubes of each color will be used
instead of the markers to indicate the players’ scores and to pass.

Progress of the Game - New Rules

Phase 1 - New Season
New set up of the region: The first player sets up the region as in the base game, then takes the top two Nile cards
from the pile and places one between areas 1 & 2, and the
other one between areas 3 & 4, such that two card halves are
covered but the cartouche is still visible (see opposite). The
covered spaces will not be used in phase 2. Take a random
Boat token and place it face up close to the region.
Last season: During the last season, the first player takes
the last two Nile cards left in the pile plus the Nile card with a
value of 5, shuffles them and places a card between areas 1
& 2, 3 & 4, 5 & 6. Do not draw a Boat token.
Nile cards: Nile cards are divided into two types of spaces:

● River spaces (blue),
● Land spaces (yellow).

Set up of the region: set it up normally, then
place a Nile card between areas 1 & 2 and another one between areas 3 & 4. During the last
season, place a third card between areas 5 & 6.

River spaces do not belong to any area. They represent
the boundary between the area on the left and the one on the
right. Cubes placed on river spaces will be counted during
the Nile survey phase only (see below).
Land spaces belong to the area located on their side of the
river. Cubes placed on land spaces will be counted during
the area survey phase only (as in the base game).

Phase 2 - Excavations
A) Start a new excavation
The rules are identical to the base game, although you can
also start an excavation on a river space.
B) Extend a pre-existing excavation
Again, the rules are identical to the base game, although
you can also extend an excavation onto one or more river
spaces.
C) Pass
The rules are identical to the base game.
D) Appealing to a patron
f) Governor Greenwish
The player carries out action A (start a new excavation) or B
(extend a pre-existing excavation) and then places one of
their tokens on:
● Any unoccupied room in the Museum, OR

The two desert spaces marked with an A belong
to the area on the left. The space marked with a
B belongs to the area on the right. River spaces
(blue spaces) belong to neither.

● Any unoccupied space of the region (that is, unoccupied
by a cube, a token or by a pyramid).

During this phase, no other player is allowed to place
a cube (or a token) on the space or in the room occupied by the player’s token. The token’s owner has the
right to settle on the same space or in the same room on
a following turn by carrying out action A or B (if the token
is in the region) or by using Sir Brown’s power (if the token
is in the Museum). In either case, the token is returned to
its owner’s supply.

Phase 3 – Survey
1) Remove ‘Greenwish’ tokens.
Any players’ tokens left in the region or in the Museum are
removed and returned to their owner’s supply.
2) Nile survey
Players are ranked according to the total number of cubes
they placed on river spaces in the region. Draws are settled as they were in the base game.

● The player with the most cubes on the river receives Red tilts a Greenwish card and starts a new excavation.

the Nile card of their choice from those in play. The
player scores the number of points indicated on the card
and places it patron side up in front of himself. The other
Nile card goes back to the bottom of the pile of Nile cards.
Cubes removed from river spaces go back into the general
supply. Cubes placed on the land spaces of the Nile cards
are moved onto the area they belong to. These cubes will
be taken into account in the survey of the areas.
● The player with the second highest number of cubes
on the river receives the Boat token in play during this
turn (see below).
Last season: The player ranked first earns the Nile card
with a value of 5, and the player ranked second earns one
of the Nile cards with a value of 3. The remaining card is
discarded.
3) Carry out the survey of the areas as in the base game.

End of the game
Exhibition at the Museum
Governor Greenwish cards yield no additional points.
Series
For each series of five different ‘Patron’ cards they own, a
player scores five points. Governor Greenwish cards are
considered to be wild cards. A player may use one or more
of these cards to complete series.

Then, the player must choose between placing a token on
an unoccupied space of the region and placing it in a room
of the Museum. Whatever Red’s choice, the space will not
be available to other players for the rest of the phase.

After the Nile survey, Nile cards are removed from the region. The cubes that were placed on the river go into the
general supply whereas the cubes that were placed on
land spaces are moved into the area they belong to. Thus,
the blue cube is moved into the left area, and the red cube
is moved into the right area.

With two Greenwish cards, Red completes a series of five
patrons.

Boat Tokens
The player immediately scores 2 or 3 points.

The player immediately takes 2 cubes from the general supply and adds them to their personal supply.
The player may discard this token during phase 3 to win a draw they are part of.
The token can be used in the season it was earned or in any season thereafter.

Metropolys
Family game
● Take the 4 cards of the Metropolys extension. Deal 1 to each player in addition to the «Area»
objective. Play the game normally.
● At the end of the game, in addition to the normal points, each player earns 9 points per set of
3 buildings located in the same district and constructed on the colors which are indicated on the
player’s card.
NB: You can make several 3-colors combinations in one district.

Expert game
● Remove the «Area» District card from the game. Take the 4 cards of the Metropolys extension.
Deal 1 to each player in addition to the «Area» objective. Do not deal «Neighborhood» objectives.
Then, play the game normally, but do not distribute the «Highest building» tokens at the end of the
game.
● At the end of the game, each player earns 9 points per set of 3 buildings located in the same
district and constructed on the colors which are indicated on the player’s card.
NB: You can make several 3-colors combinations in one district.

