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Home Game News about us customer service Mission Rio Grande Games is to promote the game of games that offer players a choice. We do this by publishing adult and family strategic games, although children with appropriate parental supervision will enjoy playing many of these games. First we started thinking
about starting the Rio Grande Games because we felt that family game strategies, which are based on giving players choice, rather than asking them to rely on luck, are games that should be available to players. We knew that these games were successful in Germany, and we wanted to make them available to people in
the United States. After some investigation, we decided to start publishing English versions of these games of choice so that English-speaking players could enjoy them, so we started the Rio Grande Games to do just that. One of the advantages of these games is that they promote social activity both in the family and
among friends. We are particularly interested in families playing these games together. Playing good games together is a great way for families to spend social time together. Because these games require players to make choices at every turn during the game, players cannot rely on luck. Thus, these games reward a
good choice. When children play these games in a family setting, they learn that the choices they make are important. We believe that the lessons that children learn while playing our games will be transferred to their lives, and they will learn that making the right decisions in life leads to the same good results as in
games. General information and comments originally released by Hans Gluck in 2014. Carcassonne, a world-famous French city, is known for its impressive fortifications built in antiquity and the Middle Ages. This fortress, surrounded by magnificent walls, is still one of the most unique French cities. In this game players
have to develop the area around Carcassonne. They go out on the roads and into cities, monasteries and fields. Only those who make the most reasonable placement will get the points needed to win the game. Copies printed between 2014 and 2016 have darker urban origins. Information about Farmers Farmers rules
is considered part of the basic game for most Carcassonne players. They are also used in every official tournament as they are not usually considered extensions. In the new edition of Carcassonne farmers have been divided as a supplement to facilitate access to the game for new players and a smooth learning curve.
WikiCarpedia is sticking to this streamlined approach. For the sake of other extensions and the rest of WikiCarpedia, farmers are considered part of the basic game. You can find farmers rules here. Components and Settings After part explains the original and enter the components of the game. 72 TILES LANDSCAPE
show roads, cities and monasteries, in a field. Field. Showing city tiles showing the road tiles showing the monastery's backs all the tiles are the same, but START TILE has a dark colored back so you can recognize it easily. Other graphic elements, such as homes, people or animals, do not affect the game. The regular
back of Dark Back Place starts with a tile (with a dark back) in the middle of the table. Shuffle the remaining tiles and set them as various stacks face down that are readily available to all players. Tiles can also be placed in a bag or game drawer and drawn randomly. Start the tile Then comes the scoreboard, which you
set towards your playing surface (table, floor, etc.). Part of the scoring track with meeples in the starting positions. Finally, we have MEEPLES. You will find in the box 40 regular meeples, including 8 meeples in each of these colors: yellow, red, green, blue and black. In addition, there are 5 abbots. The use of abbots is
described on the Abbot mini-expansion page, including one in each of the same colors. Abbots are not important in terms of basic play. Meeples Start by spreading 7 color meeples of your choice for each player. These meeples make up each player's personal reserve. Each player takes seven meeples of their chosen
color to form their deliveries. Place the eighth meeple of each player on 0 space on the scoreboard. They will be used to track each player's account throughout the game. If you don't play with Abbot, put these unique meeples back in the box. Review and aim the game in Carcassonne, players take turns placing tiles and
expanding the landscape of roads, cities, monasteries and fields, one tile at a time. Players can place their meeples on individual tile features as well (roads, cities, monasteries and fields) where they become highway tellers, knights and monks. Points are earned throughout the game, and the player with the highest
score at the end is the winner! The gameplay game Carcassonne is played clockwise. Starting with the youngest player, the current player takes the following steps in the order listed below, followed by the next player, and so on and so forth. First, we'll give you a brief description of the actions you have to do during one
of your queues. These actions will be detailed as we present roads, cities, and finally monasteries. So what are these actions? Roads We have already seen the most important parts of the game. Now we will continue to expand these actions, showing you how they apply to other features, namely cities and monasteries:
city monasteries We have already seen most of the rules for Carcassonne. There are only a few moments left to see, but first, here's a rundown of what we've seen so far: Summary of the game's end and final scoring game ends right after the turn who placed the last tile. The players will then arrive at the final score, after
which the winner will be known. Once the game is over, all the meeples are still in the game scored: Each off-road is worth 1 point per tile, just like during the game. Each part-time city is worth 1 point per tile and 1 point for the coat of arms, which is only half the point. Each incomplete monastery costs 1 point plus 1
point for the next tile, as well as during the game. Sample final scoring: Left Town: Green is the only one to score 8 points (5 tiles and 3 coats of arms). Black hasn't scored a single point since Green has the most meeples in this city. Monastery: yellow score of 4 points for this incomplete monastery (3 points for adjoining
tiles and 1 point for the monastery itself). Right Town: Blue scored 3 points for this part-time city (2 tiles and 1 coat of arms). Road: Red scores 3 points for this part-time road (3 tiles). As soon as the final score is known, the winner is the player who scored the most points. Special Cases Many meeples on the same road
Many meeples in the same city Use meeple, score function, and get meeple back You can put meeple in a function you have just completed, immediately evaluate it and then return meeple to your delivery. To do this, follow these steps: No 1. Place the tiles by filling out the function (such as a road, city, or monastery).
2. Place the meeple as a highwayman, knight, or monk on a feature you have just completed. 3. The evaluation is completed by road, city, or monastery and to return meeple to your delivery. Example - Consistency occurs: 1. You place the tile. 2. You will place your meeple on the road. 3. You scored 3 points per
road. Return your meeple to your supply. House Rules Players decide who starts the game any way they choose, such as rolling three meeples. The first player to roll a permanent meeple decides who plays first. (Thank you Joff.) Identify the first player; Each player draws a tile from the bag, the player who drew the tile
with most roads (0 to 4) plays first, if there is a tie for most roads, a draw takes place. This is repeated until someone wins. (Thank you Michael.) Take the next tile at the end of your queue to give you time to think about placing and avoid paralysis analysis. Play with 3,000 hands. The abbey counts as part of your hand.
Play a turn, including a builder, and then draw back up to three tiles. These tiles can be visible to everyone or hidden to other players (Thanks DavidP and youtch.) Playing with a tile bag, the original starting tile can be placed in the bag, and the irreproducible tiles can be placed back in the bag rather than mounted to one
side. (Thanks dwhitworth.) Trees (bushes) on the roads do not finish the road - only houses do (when the road This makes road construction much more dynamic. (Thank you Tobias.) When tile tiles Tile, which can now complete the structure, other players can offer to buy it by offering points, trades counter, abbey, and
so on. (Thank you Death.) If you place a tile that fills a hole in the playing field, touching something on all four adjacent sides, you get another twist. This helps motivate people to finish the board even if they don't get the benefit of the placement. (Not applicable to abbey tiles). (Thank you Viberanner.) Incomplete features
at the end of the game did not score points at the end of the game. (Thanks to metho.) The edge of the table limits the playing area. Thus, the player can not place the tile at the edge of the table or move the game area to place the tile that would be at the edge of the table. (Thanks metoth for suggesting this one, and to
SkullOne for pointing out that this is an official rule from hunter-gatherers.) The COMPLETE Borders table features how the abbey will be. (Thank you PreGy.) Use colored dice instead of meeples on the scoring track. Start with a 6 showing on top. When the marker completes one lap, turn it to number 1 to indicate that it
has completed one lap. This shows at first sight which player is on what lap and who is ahead. On the 100th space track it is even easier to determine someone's score at first sight. (Thanks to Carcking.) Using the table Was asked a number of questions about the rules associated with the game area itself, including
what happens when the edge of the area is reached, or if the table should be used for the game. The following explanation from George Wilde of HiG (5/2013): The edge of the table is the limit for the game if, as stated in the rules, a table is used. The rules say that the starting tile is in the middle of the table. If all the tiles
are moved to free up more space, the starting tile will no longer be in the middle. So in principle, a complete displacement of tiles is not allowed. Also, with the manual shift of all tiles, tiles and shapes on the field can slip, which can lead to incorrect positioning of tiles or numbers. Adding a second table is possible when
you add one of the suitable heights to the first table. If the table is extended (as with an additional panel), make sure the tiles and shapes on the playing field do not slip. Playing on the floor: The rules technically do not allow this because the rules say that the first tile is in the middle of the table. Playing on the floor is not
prohibited, however, unless the use of the table is possible. If the floor is used, the tiles should be placed so that all the tiles are visible to all players. Tiles cannot be placed under the sofa, cupboard/shelf, etc. It is important in general that all players in the circle agree how to play: Table - Standard table - with full shift of
the tile table - with the expansion of the floor continues to play right and not unfair to other players. Tile Link Total Tiles: 72 x2(H) x4 (F;D) x1 (W) x4 (F; P) (S) x5 (G; F) x2(W) x1 x3 (G; H) x2(G) x3(H; F; C) x3 (H; F;D) x3 x2 (G) x3(G; C) x2 (F; C) x3 (H; W) x1 x3 (G; W) x2(W) x1 x8(G;2xH; F; P) x9 (G;2xH; F;2xP) x4 x1
One of the tiles marked (S) - tile number four is the starting tile (with a dark back). Several tiles have a small illustration on them. Letters in brackets show which illustration is on each tile: G Garden F FarmHouse C Kauched W High Tower H Highwaymen R Pigarnik D Donkey Stable Note: Small illustrations of barn,
piggery and donkey stable collectively called sheds or stables. For licensing icons and explanations, please visit the Icons page. They have no influence, given the basic rules. Some are used in some extensions, such as Leipzig markets or Tollkeepers. - The Big Box 6 includes the sixth player, in pink, as part of the base
game, not on Exp. 1 - hotels and cathedrals. This makes the rules clearer. The rules of the basic game SMG mention the first player without explaining how it is solved. However, the Big Box 6 rules are aligned with HiG rules and indicate that the first player is the youngest. It is common practice to select a starting player
at random. Learn more about this in the House Rules section. - Newly placed on land tiles should correspond to the surrounding area on all edges! It is not enough to look for only one side that fits during the placement. If you draw tiles out of the bag, the tile that cannot be placed can be returned to the bag for longer use.
The village is a small set of red covered buildings surrounding the intersection. This list is valid in general terms and should be considered open. Some extensions include additional features that may end roads such as groups of trees and shrubs, cottages, lakes, different types of church buildings, castles, etc. This may
be true for the base game, but some extensions include tiles with monasteries in different configurations without always complying with this statement. Monasteries are usually in the center of the tiles if other tile exchange features compete for the same space. In addition, monasteries are usually surrounded by fields,
but, in some cases, we can find monasteries in cities. Monasteries can be placed directly next to each other, or from corner to corner. It is not necessary that there were eight other (not monastic) tiles adjacent to the monastery. The monastery stands in the middle of the segment of the field and other segments can be
placed next to it. Unlike roads, cities and fields, it is impossible to connect to the monastery. When two the same color occupy the same road, city or field, you do not score twice in these cases. The number of meeples (or in Exp. 1 - hotels and cathedrals the size of a meepla) does not affect the points that the player
earns on the road, city, monastery or field. Two knights without doubling their glasses. The number of meeples is only important in determining who has the most. The rules do not include tie-breaks. These are the rules that explain a situation where few players have the same score. Note that the features are considered
complete as soon as the tile is located, although meeple placement and scoring occur only afterwards. This is important when playing with magic portals (Exp. 3 - Princess and Dragon) or aircraft (Mini #1 - The Flier). Machines)). carcassonne star wars english rules. carcassonne big box english rules pdf. carcassonne
inns and cathedrals english rules. carcassonne big box 2017 english rules. carcassonne expansion rules english. carcassonne for 2 english rules. carcassonne junior rules english. carcassonne safari english rules
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