	Siena a game for 2 to 5 players by Mario Papini


Introduction

The year is 1338. You are as a Peasant from the Siena Countryside, attempting to improve your lot in life through sale of Goods and – eventually – business dealings in Town. Your ultimate goal is to join the Consiglio dei Nove (the Council of Nine) that governs the Town. Who will gain the greatest consent of the people and thus achieve victory?

NOTE: Siena is played on an actual painting. You will place pieces on and eventually move around this painting. The Siena cards detail the areas of the painting they affect – you can match the picture on a card with its corresponding section of the painting. These areas of the board do not have distinct delineations, as do many other games. Instead, the players must imagine the approximate boundaries of the corresponding zones. The board is divided into two main sections, the Countryside spaces (on the right) and the Town spaces (on the left). 

The Countryside spaces include the 5 sections of the painting adjacent to the colored bars, which correspond to the 5 Goods: Oil (green) and Spices (blue) above, and Wine (red), Corn (yellow) and Cloth (white) below. (E.g. the Wine section – just above the red bar – shows workers in the vineyards, just below the horsemen.) The Town spaces include 10 Districts: the 10 sections of the painting adjacent to the named frames – 5 above and 5 below. (E.g. the “Palazzo Tolomei” space shows a bride riding a white horse, surrounded by wedding guests.) 

The players will use the right side of the board as Peasants and Merchants at the beginning and middle of the game, and the left side as Bankers at the end.

Components

· 1 game board

· 52 Siena cards

· 25 Goods Cards

· 27 Special cards

· 26 Senesi cards

· 7 Fato (fate) cards

· 8 Artista (artist) cards

· 3 summary cards (English, German, Italian)

· 1 black pawn

· 35 disks (7 each in 5 colors)

· appx. 40 wooden cubes

· rules (English, German, Italian)

Overview

Each player starts the game as a Peasant. Peasants sell crops, putting aside enough Florins to become Merchants. Merchants sell Cloth and Spices to increase their fortunes and become Bankers. Bankers conduct business directly in Town.


During the game players earn Consent Points (victory points). These represent the Townspeople’s consent and are indispensable for joining the Council of Nine, and thus achieving victory. There are four ways to earn Consent Points: Merchants can sell charitably, Bankers can donate to the Church, Bankers can build levels in The Tower “Torre del Mangia”, and any player can Engage an Artist through auction (but only Bankers can initiate this). Consent Points are only counted at the end of the game.


The game is played over several Rounds and continues until one of the 3 ending conditions is met: the 7th floor of The Tower is built, the auction for the artist Ambrogio Lorenzetti is completed, or 20 Rounds elapse. At the end of the game the winner is the Banker who has earned the most Consent Points.

NOTE: For your first game, you may wish to play the Introductory Version. The changes are as follows:

· Remove the Fato Cards from the game.

· Sort the Siena Cards into Goods Cards and Special Cards (see pages 7 and 9 respectively). 

· From the 27 Special Cards, remove the 12 red-asterisked cards from the game. Ignore all references to them and to auctions, including the Opening Auction on page 3. (Exception: Bankers do still auction Artists, see Engage an Artist on page 12.) Place the remaining Special cards face-up as the start of the discard pile. 

· Shuffle the 25 Goods Cards and randomly remove cards according to the number of players: for two players, remove 12 Cards; for three, 6; and for four, 0. (Five is not recommended, but would also remove 0.) Add these removed cards face-up to the discard pile. Place the remaining Goods Cards facedown as the main deck next to the discard pile.

· Players start with 18 Florins instead of 28, see below.

· After completing Set Up below, begin Round one with Game Play on page 3.

In addition, please read Tips for Your First Game on page 16.

Set Up

· NOTE: The wooden cubes have a variety of meanings depending on their locations. Keep the supply handy near the board. If cubes run out (unlikely), use whatever markers are handy as substitutes.

· The Florins Track surrounds the main board and is used to track player’s wealth. It is also used to track the number of Rounds elapsed: place a wooden cube on “0”.

· Place one wooden cube on the picture of the Cornfields marked on the right side of the board (see picture). This cube represents 1 Good of Corn ready to be sold.

· The wooden black pawn represents Calandrino, the beggar. Place it directly on the painting in the “Banchi di Sotto” District on the left side of the board (see picture).
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· Each player chooses a color and takes the corresponding disks. He places three before himself, representing his social status as Peasant (and reminding players which color he is playing).
· Determine player order randomly. In this order, each player places a disk of his color on the 28 space on the Florins Track to indicate his starting wealth. Each player stacks his disk on top of the previous player’s.

· The Initiative Track is indicated on the left side of the board – the 5 red spaces +0, + 1, +2, +2 and +3, along with the adjoining white spaces. Each player places 1 disk of his color on the Initiative Track. The player on the bottom of the Florins Track stack starts on the +0 space and players continue upward on the Track as in the stack Initiative Order starts at the bottom of the Initiative Track and moves upward.

Examples: In a 3-player game, the player on top of the stack on the Florins Track begins on the lower +2 space on the Initiative Track. In a 5-player game the top player begins on the +3 space.
· Set the remaining disks aside for use later in the game. 

· Shuffle the 7 Fato and the 26 Senesi cards into separate decks and place them close to the game board.

· From the set of Artista (Artist) cards, remove the “Ambrogio Lorenzetti” card and 2 others taken at random (do not look at them). Shuffle them as a small deck. Shuffle the remaining 5 Artista cards and place them on top of these three. This deck is the Artista card deck. Place it close to the game board.

· The main deck consists of the cards marked “Siena” on their backs. Seven of them are marked on their front upper left side with a red asterisk and with the green numbers 1, 2, 3, 4 and 5 on their right (there are additional asterisked cards with higher numbers). Place these 7 cards face-up on the table, forming the initial display area. Shuffle the remaining Siena cards and put them to one side for the moment.
· Start the Opening Auction on page 3.

Opening Auction

Auction the 7 face-up cards lying on the table. 


In Initiative Order, each player has the opportunity to choose between the following two options: 
a) start an auction for one of the face-up cards on the table
b) pass, not auctioning any card


If a player decides not to auction any of the available cards, he can’t participate in the very next auction in this Opening Auction segment.

The minimum opening bid for an auction is one – the green number shown on the card is not a minimum bid. After a player has initiated an auction, the players continue this auction following the Initiative Track upward and looping back to the bottom as necessary. In this order, they may overbid or pass. Once a player passes, he may not bid later in this auction (even if he had bid earlier), but he may start or join any subsequent auctions. A player may not bid more Florins than he has.


The player who wins the auction takes the card and pays for it by moving his disk counterclockwise on the Florins Track as many spaces as the amount bid. If a player’s disk ends in the same space as another’s, the one that is being moved is placed on top (and is thus “wealthier” than any others in that stack).


This auctioning process continues until all players consecutively choose not to initiate an auction. When this happens, form a new main deck by shuffling the remaining cards with the Siena cards that were previously put aside. If all 7 cards from the display have been auctioned, the main deck consists of just the Siena cards that had been put aside earlier.

Example: In a 5-player game, the Initiative Track starts with Alan at the bottom and proceeds upward with Bert, Cindy, Doug, and Ernie. Alan starts by bidding 2 on the Courtesan’s Girlfriend card. Regardless of who wins the first auction, Bert – being the second player on the Initiative Track – has the right to start the second auction. He passes his opportunity, and is thus barred from whichever auction occurs next in the Opening Auction segment. Cindy is next, passes her opportunity to start an auction, and is also barred from the next one.

Now, Doug is allowed to initiate the next auction, and starts with a bid of 1 for a Via Francigena card. The bidding proceeds to Ernie who bids 2. Now the bid loops down to Alan at the bottom. He passes, and is out of the auction. Bert and Cindy are already out of this auction, having passed their opportunity just before this one was initiated. Doug passes, and the auction ends as Ernie is the last player left. Ernie pays his bid of 2. He coincidentally is the next player allowed to initiate an auction and does so with a bid of 2 on the other Via Francigena card. All players are again allowed to participate in this auction.

Game Play

The game is played over several Rounds. Each Round is divided into three phases:

1. Start New Round: Perform upkeep tasks.

2. Take Cards: Players take cards for later use.

3. Take Actions: Players take their Turns and use their cards (Peasants and Merchants make/sell Goods, Bankers move in Town).

1. Start New Round

Carry out upkeep tasks common to the game.

· Move the wooden cube 1 space forward on the Florins Track to show that a new Round is starting. (After the Opening Auction, move it to the space marked “1” to indicate that the first Round is starting.)
· From the Siena deck, deal as many cards as twice the number of players. These cards are placed face-up as a display next to the board and are in addition to any cards remaining from previous Rounds. When the deck runs out, shuffle the discard pile thoroughly to form a new Siena deck.

· Rearrange players’ status on the Initiative Track according to the amount of Florins they have – the poorest player on the red space marked “+0”, the next poorest on the “+1”, and so on. This is the only time during a Round that the Initiative Track is adjusted.

NOTE 1: Players may end up on the same space of the Florins Track by earning and paying money. The marker that is being moved is always added to the top of the stack. A player is considered “poorer” than all players above him in such a stack.

NOTE 2: If a player has at least 100 Florins, he takes one of his set-aside disks and places it on top of his Florins Marker to indicate this. He continues tracking the amount above 100 on the Florins Track. After he drops below 100 Florins, he removes this upper disk.
2. Take Cards

Each player may buy up to two cards. Then one asterisked card is auctioned.
a. Buy Cards

In Initiative Order, each player either passes or takes one face-up card that does not have an asterisk.

Every time a player takes a card or passes, he moves his disk one white space to the right of his current position on the Initiative Track. When a player’s disk is on the last white space on the right, he may not take any more cards that do not have an asterisk during this phase. After all players’ disks are in the rightmost column, discard all remaining cards that don’t have asterisks, and proceed to b. Auction One Card on page 5.

The red number marked on the card shows how many Florins a player must pay in order to take it. The player must also pay an additional cost for the card as indicated by his place on the Initiative Track. In this way the poorest player will pay just the card cost, the second one will pay the card cost plus 1 Florin and so on. (The poorest player tries harder, arrives in advance and pays less.) When a player takes a card, he adds it to his hand and moves his disk counterclockwise on the Florins Track as many spaces as his cost for the card. Exception: zero-cost cards are completely free for all players, regardless of their position on the Initiative Track. 

There is a Hand Limit: no player may hold more than 7 cards! If a player is already holding 7 cards, he may not take any more cards and must move his disk directly to the last white space on the right. He may not participate in the auction this Round. The number of cards a player has is public information – he must reveal this quantity whenever asked.

Example: Jon, Andrea, and Pasquale are playing. The display starts empty, and six cards are placed face-up – only one has an asterisk. Jon, on the +0 space of the Initiative Track already has 7 cards – thus his disk is moved all the way to the right and he cannot participate in this phase. Andrea is the next poorest player and buys a card for 3 Florins (2 for the card, plus 1 for being on the +1 space of the Initiative Track), taking her down from 27 to 24 Florins. She also moves her disk one space to the right on the Initiative Track. Pasquale buys a 0-cost card, paying nothing for it, and moves his disk one space to the right on the Initiative Track. It is now Andrea’s choice and she passes. She moves her disk to the second space to the right and cannot buy another card this phase. Pasquale buys a 3-cost card paying 5 Florins for it (including +2 for his being on the +2 space of the Initiative Track). He moves to the second white space on the right. Since all players are on the second white space, the remaining 2 non-asterisked cards are discarded and this part of the phase is over.
b. Auction One Card

Players auction one asterisked card.

If there is a card with an asterisk face-up in the display, this card is immediately sold by auction. If more than one card with an asterisk is in the display, only the card with the lowest green number is sold by auction. If there is a tie for lowest green number, such asterisked cards are identical: only one of them is auctioned. If no asterisked cards appear in the display, proceed directly to 3. Take Actions below.

If there is a card available for auction, the procedure is the same as for Opening Auctions, keeping in mind the 7-card hand limit. The Initiative Chart never affects the price the winner pays. If no player bids, the available card is placed on the discard pile. Leave any other asterisked cards in the display for next Round.

Example: Since Jon has 7 cards he may not participate in the auction. Andrea can bid but decides to pass; she cannot bid if Pasquale puts in a bid. He does so, bidding 1 Florin for the card, winning the auction, and paying his bid of 1.
3. Take Actions

The player at the bottom of the Initiative Track chooses which player goes first. Play proceeds from there up the Initiative Track, looping to the bottom (as necessary) and again proceeding upward. This process continues until each player has taken one Turn, at which point the Round ends. During his turn, a player takes actions according to his social status and cards in his hand. He may play as many cards as he wishes (including none).

Example: The poorest player in a 5-player game wishes to have the player on the upper +2 space go first. After that player is done, the next player – the one on the +3 space – goes. Then it wheels around to the poorest player on the +0 space, followed by the player on the +1 space, and finally the player on the lower +2 space. Now each player has taken a Turn, and the Round is over.
During his Turn, a player may play and/or discard as many cards as he wishes. (For an explanation of what the cards do, see Siena Cards on page 6.) If a player plays a card with an asterisk, it is removed from the game. If a player discards any card or plays a card without an asterisk, it is put on the discard pile and is available to be drawn later in the game. A player may discard cards only when it is his turn.

At the beginning of a Banker’s Turn, he collects 8 Florins and must move at least one space in Town – see The Banker on page 10 for more details.

At the end of his Turn, a Peasant with at least 30 Florins may become a Merchant. Similarly, at the end of his Turn, a Merchant with 80 Florins may become a Banker. See Advancing Status on page 6 for more details.

Advancing Status

At the beginning of the game each player takes on the role of a Peasant. By increasing his wealth he may increase his social status and become a Merchant and eventually a Banker. 

A Peasant who has at least 30 Florins at the end of his Turn may become a Merchant.

As a Merchant, the player never becomes a Peasant again, even if he has fewer than 30 Florins. As soon as a player becomes a Merchant, he moves one of the three disks from in front of himself onto the right side of the painting, next to the roads to Firenze and Arezzo. This allows him to have the disk handy for traveling those roads and allows players to easily identify who is a Merchant. The other two disks remain in front of the player, also indicating that he is a Merchant. Whereas Peasants sell Oil, Corn and Wine, Merchants sell Cloth and Spices. Merchants may also collect Consent Points by selling Goods charitably, see Sell Charitably on page 8.

A Merchant who has at least 80 Florins at the end of his Turn may become a Banker.

As a Banker, the player never becomes a Merchant or a Peasant again, even if he has fewer than 80 or 30 Florins respectively. As soon as a player becomes a Banker, he moves his Merchant disk from next to the Firenze/Arezzo roads to the Town Wall (in the painting), which separates the Town (on the left) from the fields (on the right). He takes one of the two disks from in front of himself and sets it aside. His final disk remains, indicating that he is a Banker. Bankers no longer sell Goods, but do business directly in Town.

On the Florins Track, the “30” and “80” are inscribed with “M” and “B” respectively, reminding players that once on or past those spaces they may change their social status.

NOTE: A Peasant may not directly become a Banker! A player must play the role of Merchant at least one Round before becoming a Banker.
Siena Cards

Every Siena card is divided into two parts: Heading and Image. The Heading at the top is marked with a red number or asterisk on the left, and a green number near the center, both on a light gray background. The Image has one or more illustrations, and possibly some writing at the bottom. Every time a player plays a card, he must choose which of the two parts he wishes to use, according to the effects he wants to activate. He can utilize the Heading or the Image, not both. For most of their cards, Peasants and Merchants will use the Images. Bankers use both Heading and Image to conduct their business in Town.
The red number/asterisk in the Heading is used only for purchasing/auctioning. The green number in the Heading can be used in 2 ways. Any player can play a Calandrino card (to affect Bankers) and use green numbers from additional cards to move Calandrino further (see Calandrino on page 14). A Banker can use green numbers from cards to move himself additional spaces in the Town (see The Banker on page 10).

Some Images can only be used by players of a certain social status. A player can always use the Heading of any card, regardless of restrictions prohibiting use of the Image.

There are 2 main types of Siena Cards: Goods Cards and Special Cards. Merchants and Peasants use Goods Cards to produce and sell Goods. All players use Special Cards to take special actions

Goods Cards
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Goods Cards have 3 pictures and 2 or 3 numbered, colored spaces. These are the most common type of Siena card (there are 25). A Peasant or Merchant may play Goods Cards in order to produce wares and increase their fortune.
Each picture and every colored space on a Goods Card relates to a specific Good. On the left card, the three pictures are Corn (yellow), Wine (red) and Cloth (white) respectively. On the right card, the pictures are Corn, (yellow), Oil (green) and Spices (blue).

The numbers printed on the colored spaces show how many Workers are active. Such Workers are represented by wooden cubes that are placed on the board, in the frame

with the corresponding color (see Figure 1: Sample Goods Card on page 8). The players must place on the board all the Workers mentioned on their card. These are added to any that remain from previous Turns.

Every time all the colored spaces of the same frame are filled with cubes, 1 Good is ready to be
sold. Move these cubes away (leaving the surplus ones on the frame) and place one cube on the board,
in the picture that corresponds to that specific Good. Use the illustrations on the Siena card as a guide.

When a player produces a Good by adding Workers to that type, he may sell it. Peasants may earn money by selling only Corn (8 Florins), Wine (10 Florins) and Oil (14 Florins) – not Cloth and Spices. Conversely, Merchants may earn money by selling just Cloth (20 Florins) and Spices (25 Florins) – not Corn, Wine and Oil. To sell a Good, a player removes the Good from the board and advances his marker clockwise on the Florins track the corresponding amount. Merchants may choose to reduce their sales income to gain Consent Points from Senesi cards (see Sell Charitably on page 8). 

Each Banker receives 3 Florins for each sale of a Cloth or Spice. This is separate from the Florins the Merchant gets for the sale; he does not pay it.

All Peasants and Merchants may earn Florins from the sale of 2 or 3 types of Goods in the same Turn, but such Goods sold must always be different from one another.  For instance, by playing one or more cards, a Peasant may sell 1 Corn, 1 Wine and 1 Oil, but not 2 Corns.
If other players have already placed a Good, a player who has added Workers to that Good on his Turn may sell that previously placed Good. This is still subject to the rule restricting one sale per type per Turn.

NOTE: As explained in Set Up on page 2, the game starts with 1 Corn on the painting, ready to be sold. So, the first player who plays a card that adds at least 1 Corn Worker may earn 8 Florins immediately.
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Figure 1: Sample Goods Card, Goods, and Workers



Example: A player plays 2 cards like the one depicted in the illustration above and places, 4 cubes on the yellow frame (Corn; 2x2), 2 cubes on the red frame (Wine; 1x2), and 2 cubes on the white frame (Cloth; 1x2).

It takes 5 cubes to produce Wine but only two are placed (notice there is one Wine Good waiting to be sold from a previous Turn). Producing Corn requires 3 cubes. On the yellow frame there are 4 cubes: 3 of them become 1 Good ready to be sold (place 1 cube on the painting, on the Corn fields) and the remaining 1 is left on the yellow frame.

On the Cloth frame there are already 6 cubes. Playing two copies of the above card adds another 2 cubes. The amount of cubes necessary to produce 1 Cloth is 7. So, 7 of them become 1 Good ready to be sold (place 1 cube
on the painting, at the bottom on the right) and the remaining 1 is left on the white frame.

If a Peasant had played two copies of the above card, he may earn 8 Florins by selling the corn. If so, the Corn cube that has just been placed on the painting is removed. He may also earn 10 Florins from the sale of Wine, which had been placed by a previous player. If so, the Wine is likewise removed. (The Peasant might choose not to sell one or both in order to remain the poorest player for initiative advantage next round.)

If a Merchant had played two copies of the above card, he may earn 20 Florins for the Cloth. If so, the Cloth cube that has just been placed on the painting is removed.
NOTE: After all players have become Merchants and there are no Peasants remaining, remove all the Worker cubes for Peasants (those cubes occupying the Corn, Wine or Oil areas in the painting and in the frames relating to those Goods). Similarly, when all players have become Bankers, remove all cubes relating to Cloth and Spices.
Sell Charitably

A Merchant can gain Consent Points from the townspeople by selling his Goods charitably. Once per Turn, a Merchant may voluntarily reduce his income from the sale of one or more Goods. For this he has two options:

1. Give up 10 earned Florins to draw 1 Senesi card from the deck and keep it.

2. Give up 15 earned Florins to draw 2 Senesi cards from the deck, keeping either and returning the other to the bottom of the Senesi deck.

Each Senesi card shows a number of Consent Points. There are 12 ones, 8 twos, 4 threes and 2 fours. At the end of the game, these points are included in the player’s total.

Journey Cards
[image: image4.jpg]






There are 10 Journey Cards in the Siena Deck. These are Goods Cards that include the Journey illustration at the bottom (see card at left). A Merchant may use such cards to extend his trades out of the territory of Siena all along the busiest roads leading to Firenze (Florence) or Arezzo. To do so, the Merchant may play one or more cards of this type (placing Workers for Corn, Wine and Oil as appropriate). If a Peasant plays such a card, he merely places Workers as normal – he receives no additional effect.

When a Merchant begins his Journey, he decides how many Journey cards he will play and which road he will take. The two roads are different lengths and offer different rewards. The white road to Firenze is 3 spaces long, begins with the blank space, and goes upward. The red road to Arezzo is 2 spaces long, begins with the 3 space, and goes downward.

The Merchant plays his chosen number of Journey cards and advances along the road he chose. If he reaches the last space of his chosen road, he immediately collects the number of Florins shown on that space, and moves his marker off the road. He may begin another journey any time later this Turn or on another Turn. If he does not reach the last space of his chosen road, he collects Florins according to the space he occupies. He may continue his Journey on any future Turn, but may not proceed this Turn.
If a Merchant on a Journey plays a card which adds Workers for Cloth or Spices, the player must move his disk off the Firenze-Arezzo Track, since the Merchant comes back to attend to those Goods close to Siena. If a Merchant on a journey to Firenze or Arezzo plays a card that adds Workers only for Wine, Corn, and/or Oil, the Merchant remains on the road. His actions have helped the Peasants, but cause him no harm.

Example: Dirk began a Journey to Firenze during his previous Turn by playing 2 Journey cards. He moved to the second white space and collected 5 Florins as indicated by the space. This Turn he plays another Journey card to complete the trip, collects 20 more Florins and moves off the road. He then plays his last remaining Journey card and begins the trip to Arezzo, collecting 3 Florins. He continues his Turn by playing a Goods Card with Cloth on it. He adds a worker to the Cloth frame and removes his Merchant from the road to Arezzo. Had he placed the Cloth before starting his second Journey, he would have ended his Turn still on the road, possibly completing the trip on a future Turn.
Special Cards

All Siena Cards that are not Goods Cards are Special Cards. There are 27 such cards, 12 with red asterisks. There are 11 types of Special Cards.

Mule

There is a rule prohibiting the sale of more than one Good of the same type during the same turn. The Mule card provides an exception to this rule. Only a Peasant may play this card. He may sell 2 identical Goods for each of the three Countryside areas (Corn, Wine and Oil) and collect the corresponding amount of Florins. In addition to the Mule card, the player must play Goods Cards that allow him to sell their Goods, as explained above. 

Using the example above: if there were 2 Wines ready to be sold on the painting, a Peasant who played the Mule card in addition to the card in the previous example above, could sell both Wines and earn 20 Florins.
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Via Francigena

Only a Peasant may play this card. He does so when preparing to sell 1 or more Goods. By using this card, he forgoes the usual sale of such Goods in order to try his luck outside the Town limits in the villages along the road Via Francigena. The demand for basic products in these villages is such that their sale can be very profitable, but a Peasant must be ready to accept the dangers lurking along the way. 

To use this card, the Peasant shuffles the Fato deck and determines the length of his journey along the road by choosing the number of cards he will draw. He must make such a decision before starting to draw and may not change his mind afterward. He may choose to sell some goods normally and other goods with this card, but must clearly indicate which are which before drawing cards.
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The Fato deck consists of 7 cards: 6 colored cards and 1 Devil card. If the player draws only colored cards, he earns the total amount of Florins indicated on the cards according to the kind of Goods he is selling. However, if the Devil is among the drawn cards, he gets no Florins since he has been robbed by brigands. Any Goods he brought on the road are still removed from the painting. These are the risks along the Via Francigena…

Example: A Peasant plays the Via Francigena card and 3 Goods Cards that result in the sale of 1 Corn and 1 Oil. By playing the Via Francigena card, the Peasant decided not to take the regular payment of 22 Florins (8 + 14), but try his fate selling that Oil outside of Town. He chooses to draw 4 cards. If among the 4 cards drawn no Devil is drawn, the Peasant receives 68 Florins (4x7 + 4x10). If there is a Devil card, he gets nothing.
After the drawn cards are revealed and the appropriate payment made, the cards are returned to the Fato deck in preparation for its next use. 

Peasants may use the Mule card in conjunction with Via Francigena to sell 2 Goods of the same type in this fashion.

Inn

A player may play three Inn cards as a set to collect 20 Florins (the player has won money at cards in The Inn). 

The remaining Special cards can only be used by Bankers or to affect Bankers. Their descriptions are included below in “Special Cards (Part II)”.
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The Banker

Unlike the Peasants and Merchants who sell Goods in the Countryside, Bankers conduct their business directly in Town. A Banker automatically collects 8 Florins at the beginning of his Turn.

There are 10 Town Districts, whose names appear in frames above and below the Town section of the board. The Districts are the areas of the painting adjacent to their names. Example: The “Palazzo Tolomei” District space shows a wedding party, including the bride on a white horse.
At the beginning of his Turn, a Banker must move one District clockwise in the Town. During his first Turn as Banker, the player moves his pawn from the Town Wall to the “Banchi di Sotto” District. From there he will continue moving clockwise without coming back to the Town Wall.

Example: If the Banker starts out in the “Piazzo del Campo” District, he moves one District, arriving at “Torre del Mangia”.
The Banker may choose to move additional spaces during his Turn by playing cards. He uses the green numbers from the Heading to allow extra movement. In addition to his mandatory move of one, he may move a number of spaces up to and including the total of green numbers played. Exception: When a Banker reaches the “Palazzo Tolomei” District, he must join the wedding procession and stop moving. However, he may instead pay 10 Florins as a gift to the bride in order to continue moving up to his limit. If the Banker starts his Turn on the “Palazzo Tolomei” District, he does not need to pay to move. A Banker only takes his action(s) for the space on which he ends his Turn. He does not take actions on the space where he started, nor on any spaces he passes through.

The Districts

When a Banker ends his Turn on a given District, it provides different effects.

· The 4 yellow Districts each provide 5 Florins from deals made there.

· The 1 white and 2 green Districts allow a player to earn Florins by playing the corresponding cards (see Banchi di Sotto / Via dei Servi and Piazza Salimbeni on page 12). Otherwise there is no effect.

· The “Duomo” District allows players to earn Consent Points by making a donation to the Church (see Duomo District below). If no donation is made, there is no effect.

· The “Torre del Mangia” District allows players to earn Consent Points by constructing levels of The Tower (see The Tower below). If no level is constructed, there is no effect.

· The “Via delle Cerchia” District is the entry space for The Inn (see The Inn on page 12). It has no effect.

Duomo District

Once per game, a Banker who ends his move on the “Duomo” District may make a donation to the Church in order to gain Consent Points. The size of the donation is determined by the number of Florins he has, and is indicated by the red numbers on the Florins Track. For example, if the player has at least 55 but fewer than 75 Florins, his donation must be 30 Florins. If a Banker has fewer than 15 Florins, he may not make a donation. If a Banker has more than 99 Florins, he pays 50 for the first 99 and uses the red numbers for the amount over 99. Thus 95 to 114 Florins donates 50, but 115 to 134 Florins donates 60, and so on.

After the player has paid his donation, he takes the top 4 cards from the Senesi deck, keeps two and places the other two on the bottom of the deck without revealing them. He places the two he kept in a cross-shape to remind all players that he may not make another donation during the game.

	
Level
	Cost
	Points

	1
	15
	2

	2
	20
	3

	3
	25
	4

	4
	30
	5

	5
	35
	6

	6
	40
	7

	7
	60
	9


The Tower

A Banker who stops in the “Torre del Mangia” District may contribute to building The Tower at the end of his Turn. The cost is 10 + 5/level, with the exception of the top (seventh) level, which costs 60 Florins. Each Banker may only build one level per Turn, and no more than 4 levels each during the game. He may apply one Bricklayer (see Bricklayer on page 13) to each build to reduce his cost by 10 Florins.

After paying the cost, the Banker places one of his set-aside markers on the “Torre del Mangia” frame to indicate his contribution to The Tower. If a Banker buys his 4th level in the Tower, he uses the marker remaining in front of himself, which had been indicating that he is a Banker.

The Inn

Technically, The Inn is an 11th District in the Town, and is reachable only from the “Via Delle Cerchia” District. This space on the painting is slightly above the area for “Via delle Cerchia” and corresponds to the picture on the Inn cards. If a Banker reaches “Via delle Cerchia” and has movement points remaining, he may continue his clockwise movement to “Palazzo Tolomei” (and perhaps beyond), or he may enter The Inn to Engage an Artist (see Engage an Artist below). This voluntary movement into The Inn does require an additional movement point.
The prior use of Courtesan cards (see Courtesan on page 13) may have placed Courtesan cubes on The Inn. If there are Courtesans in The Inn as a Banker moves to the “Via delle Cerchia” District, he must enter The Inn this Turn (and pay them). This is true regardless of whether he has movement points remaining; he just moves his pawn directly into The Inn. A Banker who ended his previous Turn on “Via delle Cerchia” after moving from (or through) “Via dei Servi” does not have to go to The Inn  – but he may choose to do so, in order to Engage an Artist after paying the Courtesans. 

Regardless of why a Banker moved into The Inn, he must stop moving upon entering it.

After entering the Inn, the Banker must leave the Inn on his next Turn. He moves to “Via delle Cherchia” as his “free” movement and may continue clockwise, subject to the restrictions of “Palazzo Tolomei” and the green numbers in his hand. He must complete a circuit of the Town before entering The Inn again. This is true even if He remained on the “Via delle Cherchia” District and Courtesans were added to The Inn before his next Turn. Even in such a case, he may not choose to re-enter The Inn directly.

Engage an Artist

When a Banker enters The Inn, he may initiate an auction to book an Artist. He takes the top card from the Artista deck and looks at its value in Consent Points (1 to 8). Any other Bankers currently in The Inn may also look at the Artist for free. All other players may pay 8 Florins or play an Inn card to look at the Artist. Players who have looked at the card may continue to do so as desired during the auction, but not after it is completed.

The Banker who initiated the auction begins by bidding at least 15 Florins. The option to bid or pass proceeds from him up the Initiative Track, looping to the bottom when it reaches the top. Peasants and Merchants may participate in the auction, but must raise the previous bid by at least 5 or 3 Florins respectively. Bankers only have to raise it by 1 Florin, but may bid more. Once a player passes, he is out of the auction. This process of bidding continues rising up the Initiative Track and returning to the bottom until only one player is left. He pays his winning bid by moving his marker on the Florins Track appropriately and takes the Artist card.

A Banker may start an auction to book an Artist even if he is attracted into The Inn by Courtesans.

Special Cards (Part II)

In addition to the Mule and Via Francigena cards described previously, there are 9 other types of Special Cards.

Banchi di Sotto / Via dei Servi

A Banker can only use these cards when he ends his move on the District 
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of the same name. Each such card played earns him 20 Florins to reflect especially profitable deals.

Piazza Salimbeni

When a Banker ends his Movement in the “Piazza Salimbeni” District, he may play this card in order to draw from the Fato deck. Much like the Peasants traveling along the “Via Francigena”, the Banker shuffles the Fato deck and decides the number of cards he wants to draw. If the player only draws colored cards, he earns the total amount of Florins indicated on the bottom-most part of the cards (i.e. 7 Florins per card). If the Devil card is among those drawn, he gets no Florins, because thieves in the square rob him. These are the risks of the Piazza Salimbeni…
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Bricklayer

This card represents workers at a Bankers disposal who can be used to help build a level in The Tower. A Banker can only play one Bricklayer card for each level and it reduces the cost by 10 Florins.
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Courtesan

Any player may play this card to put one wooden cube into The Inn. This cube symbolizes a Courtesan who is at The Inn in order to entertain the passing Bankers…. There’s no limit to the number of Courtesans that can be placed into The Inn. NOTE: Each Courtesan card has a unique name for flavor purposes; the pictures are identical.
If a Banker reaches the “Via della Cerchia” district when one or more cubes are in The Inn, the player must enter The Inn. He is attracted by the invitations of a Courtesan – place the Banker’s pawn from the “Via della Cerchia” district directly onto The Inn. This movement does not cost any movement points.


[image: image11.jpg]




For each Courtesan in The Inn, the Banker pays 10 Florins and the cubes are removed. If he does not have enough money, he pays all he has and all the cubes are removed. (Lucky you, you get to enjoy their attentions at a discount.)

If one or more cubes are added to The Inn while Bankers are present, each Banker must pay 10 Florins for every cube added. These cubes are immediately removed. (Bankers without enough money pay all they have.)
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Courtesan’s Girlfriends
In order to avoid being enticed by Courtesans in The Inn, a Banker may play this card. The girlfriends distract the Courtesan, allowing the Banker to pass by unmolested.... In this case, the Banker may end his move on “Via delle Cerchia” without being pulled into The Inn, or he may continue his journey to “Palazzo Tolomei” (and possibly beyond) if he has any movement points remaining. If the Banker is already in The Inn or chooses to enter The Inn, this card has no effect (i.e. he must pay as usual). NOTE: As with the Courtesan cards, the Courtesan’s Girlfriends cards have different names for flavor purposes.

Example: After playing a card with a green 3, a Banker has 4 movement points and reaches the “Via della Cerchia” on the second move. There are 2 cubes in 
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The Inn meaning the Banker would have to stop moving, place his pawn in The Inn and pay 20 Florins. However, the Banker plays a Courtesan’s Girlfriend card, thus avoiding having to enter The Inn. If he wishes, he may continue on to “Palazzo Tolomei”, and beyond if he is willing to give a gift to the bride.
Calandrino

Any player may play this card to move Calandrino 3 Districts counterclockwise around the 10 Districts of the Town. The player can move Calandrino further by playing additional cards, adding their green numbers to the Beggar’s movement.

Every time the Beggar stops in or moves through a District with at least one Banker, he begs. Each such “begged from” Banker must decide whether to give Calandrino 10 Florins as alms (and move counterclockwise on the Florins Track) or refuse him and take a wooden cube. This Stinginess Cube represents a Banker’s stinginess and is kept in front of himself for all to see. Stinginess Cubes are worth negative Consent Points at the end of the game (see Scoring on page 15). Once a player has taken a Stinginess Cube, he cannot “buy it off” later. 
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If a Banker does not have enough Florins, he may give all he has in order to avoid taking a Stinginess cube.

If Calandrino begs from a Banker in the “Duomo” District, he may not refuse to give alms and must give 20 Florins instead of the usual 10. If the Banker has fewer than 20 Florins, he must give all he has.

A player may move Calandrino into The Inn only by playing an Inn card. While doing so, he must add movement points (if any are needed beyond the 3 on the Calandrino card itself) sufficient to get Calandrino into The Inn, including the point to move from “Via delle Cerchia” to The Inn. On his way to The Inn, Calandrino begs from the Bankers as usual. Upon his arrival at The Inn, any player who gives him alms (instead of taking a Stinginess Cube) must give 20 Florins since he offers him a magnificent spread as well.

NOTE: Calandrino never begs from the player who played the Calandrino card. He passes by (or stops at, as appropriate) that player with no effect. Calandrino does not beg when Bankers move to or through his space, only when he moves.

Guards

A Banker may play this card to call the guards when Calandrino begs from him.  The Banker neither gives alms nor takes a Stinginess Cube. A Banker in the “Duomo” District cannot play a Guards card. A Banker in the Inn may call the Guards.
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Inn

Any player may use this card. It can be used in 3 ways:

1. A set of 3 Inn cards can be played to immediately collect 20 Florins.

2. An Inn card can be played instead of paying 8 Florins to look at the Artist card when a Banker has initiated such an auction in The Inn.

3. An Inn card can be used in conjunction with a Calandrino card (and possibly additional movement cards) to allow Calandrino to enter The Inn.
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Game End

The game ends as soon as any of the following 3 conditions are met:

1. the 7th floor of The Tower is built,

2. the auction to book Ambrogio Lorenzetti (the “8” Artist) has finished,

3. the 20th Round of the game is completed.

In cases (1) and (2), the game ends immediately, without finishing the current Turn.

Scoring

Earning Consent Points During the Game

There are 4 ways to earn Consent Points during the game. They are repeated here for convenient reference.

1. A Merchant may forego some of his income from sales during his Turn. He has 2 options:

· accept 10 fewer Florins to take the top Senesi card,

· accept 15 fewer Florins to  take the top 2 Senesi cards, keeping one of his choice and returning the other face-down on the bottom of the Senesi deck.

Senesi cards range in value from 1 to 4 (12 ones, 8 twos, 4 threes, 2 fours).

2. A Banker who ends his move in the “Duomo” District may make a donation to the Church. The nearest red numbers on the Florins Track that is at or below his position determines the amount of his donation. He pays this amount, takes 4 Senesi cards, keeps 2 and returns the other 2 to the bottom of the Senesi deck. The two he kept are placed in a cross-shape to indicate that he has made the one donation he is allowed per game.

3. A Banker who ends his move in the “Torre del Mangia” District may help build The Tower. The cost for a given floor and the Consent Points awarded are shown on the chart. A player may use one Bricklayer card to 

reduce his cost by 10 Florins. Each player may build at most one level per visit to “Torre del Mangia” and at most four levels per game.

	Level
	1
	2
	3
	4
	5
	6
	7

	Florins
	15
	20
	25
	30
	35
	40
	60

	Points
	2
	3
	4
	5
	6
	7
	9


4. A Banker who ends his move in The Inn may Engage an Artist. He takes the top card from the Artista deck and looks at its value in Consent Points (1 to 8). He begins the auction with a bid of at least 15. Players pass or raise (by at least 5, 3, or 1 per social status). Last player pays and takes the card.
Final Scoring

At the end of the game, any player who hasn’t become a Banker yet cannot win and is excluded from the final count. All pawns belonging to those players who haven’t become Bankers are removed from the Florins and Initiative Tracks. The remaining players’ pawns on the Initiative Track are arranged, upward from the poorest to the richest player, according to the amount of Florins they have. (This is done to preserve information for tie-breaking purposes.)

The Florins Track now becomes the Score Track. Move the Bankers’ pawns to the “28” space (stacking order is irrelevant for scoring). The richest player gains 2 Consent Points and the poorest player loses 2 Consent Points. Exception: In a 2-player game, the richer player gains two, but the poorer player does not lose two.
· Players are awarded Consent Points for building in The Tower. First, each level grants a number of Consent Points (see chart).

	Level
	1
	2
	3
	4
	5
	6
	7

	Points
	2
	3
	4
	5
	6
	7
	9


· The player who built the most levels in The Tower receives 2 Consent Points. Ties are broken in favor of the tied player who built the lowest level.

· Players add Consent Points according to the Artista and Senesi cards they collected during the game.
· Finally, players lose Consent Points according to the number of Stinginess Cubes they have. The first Stinginess Cube scores –1 Consent Point, the second –2, the third –3, and so on. Example: Dirk ends the game with 4 Stinginess Cubes, so he loses 10 Consent Points.
At this point, the player with the most Consent Points is nominated Member of the Consiglio dei Nove and wins the game. Ties are broken in favor of the tied player who built the highest existing floor of The Tower. If no players built The Tower, the tie is broken in favor of the tied player who is highest on the Initiative Chart (i.e. whoever had the greater wealth among those tied at the end of the game).

Tips for Your First Game

· Florins are just a means to an end. Consent Points are the goal.
· A 5-player game with totally novice players will take too long. Even 4 might be too many players for a first game. Once players know what they’re doing, the entire range of 2 to 5 is fine.

· A player should not spend all his money in the Opening Auction because most Goods Cards cost money. Even the poorest player, who gets to choose cards first, will usually need to pay for some Goods Cards in order to be able to sell Goods.

· Most Special Cards are useable only as a Banker or to affect Bankers. A player should not fill his hand up with too many of these cards while he is a Peasant or Merchant. Holding none (until one becomes a Banker) in one’s first game is not a bad idea. It is unwise for a novice player to hold more than two, and holding none (until he is about to become a Banker) is quite reasonable. 

· Becoming the first Merchant is a good idea when there are many Workers and Goods for Cloth and Spice on the board. Conversely, the last Peasant can take advantage of all the Oil, Corn, and Wine being produced by the Merchants. However, once all the Merchants become Bankers, they will no longer produce Goods for the lower classes!

· The first Banker can start earning big points sooner, but the other players can also target him sooner (with Calandrino and the Courtesans). On the other hand, after all other players have become Bankers, the last Merchant is the only one producing Goods. He should probably become a Banker as soon as possible.

· Lefties rejoice! The Goods Cards are most easily viewed by fanning the cards backwards. This allows players to easily see the colored, numbered boxes that indicate which Workers go where.

Advanced Game

To play the Advanced Game, simply remove the 3rd ending condition from the game. That is, the game can continue past Round 20. It only ends – and does so immediately – when The Tower is completed or Ambrogio Lorenzetti is won at auction.

The Author recommends the Advanced Game because it allows much more strategic choice when deciding the right moment to become a Merchant and then a Banker.
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