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Also available from Reiner Knizia and Grail Games:

Circus Flohcati *
Criss Cross *
King's Road **
Medici **
Medici: The Card Game **
Stephenson’s Rocket ***

* with art by Heiko Glinther, ** with art by Vincent Dutrait, *** with art by lan O'Toole

GRAIL
GAMES

Dr. Reiner Knizia is one of the world's most Games worth seeking.
successful and prolific game designers.
More than 600 of his games and books
have been published worldwide in over 50
languages and have won him numerous
international awards.
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Designed by: Reiner Knizia

lllustrated by: Vincent Dutrait

2-4 players / ages 14+ / 90 minutes

The period of the Warring States (475-221 BC) describes a time of endless wars between
seven rival states Qin, Chu, Qi, Yan, Han, Wei, and Zhao. These states were finally unified
in 221 BC under the Qin dynasty to lay the origin of today’s China, with its two main
rivers: the Yellow and the Yangtze.

Yellow & Yangtze, the sister game to the highly acclaimed board game Tigris & Euphra-
tes, invites you to replay this eventful period and to lead your dynasty to victory.

&

In Yellow & Yangtze, players build civilizations through tile placement. Players are given
five different leaders: a Governor, Soldier, Farmer, Trader, and Artisan. The leaders are
used to collect victory points in these same categories. However, your score at the end of
the game is the number of points in your weakest category. Conflicts arise when civiliza-
tions connect on the board. To succeed, players' civilizations must survive these conflicts,
calm peasant revolts, and grow secure enough to build prestigious pagodas.
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COMPONENTS:

Your game contains:

- This rule book

- 1 folded game board

- 150 cubes in 5 different colors (black, red, green, blue, yellow) and 2 different sizes
(10x large and 20x small for each color)

- 4 player screens

- 20 leader tokens in 5 different colors (1 set per player)

- 9 pagodas (2x black, 2x red, 2x green, 2x blue, 1x yellow)

- 1 red unification marker

- 138 tiles (42x black, 36x red, 24x green, 24x blue, 12x yellow)

- 1 bag to keep the tiles in

SETUP:

A: Place the board in the middle of the play area.
It shows China during the warring states period
with its two main rivers Yellow and Yangtze.

B: Place one black governor tile on each of the marked board
spaces. These represent the capitals of the seven warring
states. Put all remaining tiles into the bag and shuffle them.

Option: With two players, you may agree
to play a shorter game and remove 24 tiles
from the bag unseen into the box.

C: Place all the pagodas next to the board. Divide all the victory .
point tokens by colors and place them by the board.

Place the red, hexagon-shaped unification marker by the board. . . .

D: Each player chooses a dynasty (lion, bull, archer, pot), places
his matching screen in front of him, and his five leaders in front of the screen.
Put any spare screens and leaders back into the box.

E: Each player draws six tiles from the bag and places them behind his screen.
F: A further six tiles are drawn from the bag and placed face up as merchant tiles in the southern corner of the board,
indicated by a green scroll.



Tiles and leaders with a common edge are adjacent. Tiles or leaders are linked, if they are adjacent or if they are connected
through a chain of adjacent tiles and leaders.

A state is one or more linked tiles and at least one linked leader on the board. As long as a state only contains leaders of
different colors, everything is peaceful. Conflicts arise when there are two like-colored leaders within one state.

PLAY:

Choose a starting player at random, then play proceeds in a clockwise order.

During his turn, the player must resolve up to two actions in any order. There are five possible actions. The player may choose
two different actions or the same action twice:

A) Position (place, move, or withdraw) a leader

B) Place a tile

C) Discard two blue farmer tiles to cause a peasants’ riot
D) Discard two green trader tiles to establish a pagoda
E) Replace up to six tiles from behind his screen

These actions will now be explained in detail..

A) POSITIONING A LEADER:
Each player controls a dynasty of five leaders:

Governor Soldier Farmer Trader Artisan

When a player takes this action to position one of his own leaders, the leader can either come from the outside of the board
or be repositioned from another space on the board. Furthermore, a leader can be withdrawn from the board.

The following restrictions apply:

- A leader must be placed on an empty space on the board (without a tile or leader).

- A leader must be placed adjacent to a black governor tile.

- A leader cannot be placed in such a way as to unite states leading to a conflict — see “Conflicts” below..
(Note: As long as no conflict arises, a leader may be placed to unite two or more states.)

- A leader cannot be placed on a river space.

When the last black governor tile adjacent to a leader is removed from the board, the leader must also be removed and
returned to its player.
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B) PLACING A TILE:
There are five different types of tiles:

Governors Soldiers Farmers Traders Artisans
When a player takes this action, they take one of the tiles from behind their screen and places it on the board.
The following restrictions apply:

- A tile must be placed on an empty space.
- Blue farmer tiles can only be placed on river spaces. (Farming needs irrigation.)
- Any other tiles, apart from blue farmer tiles, cannot be placed on river spaces.

SPECIAL GREEN TRADER TILE AND BLUE FARMER TILE EFFECTS:
- After placing a green trader tile on the board, the player may choose one of the face up merchant tiles from the southern
corner of the board and place it behind his screen.
- After placing a blue farmer tile, the player may continue to play further blue farmer tiles within the same action, as long
as the next tile is always played adjacent to the previous tile and the previous tile does not lead to a conflict or the place-
ment of a new pagoda.

VICTORY POINTS:
There are five different types of victory points:

e & 0 @ ©

Scrolls Weapons Crops Goods Gold

A victory point is gained for placing a tile under the following circumstances:
- If the tile is placed in a state, and this state contains a leader of the same color, then the victory point is gained by the
player controlling that leader.
- If there is no leader of the respective color, but there is a black governor leader within the state, then the victory point
is gained by the player controlling the black governor leader.

If several blue farmer tiles are placed within the same action, a blue victory point is gained for each of these tiles if the above
circumstances apply.

No victory point is gained:

- If the tile is placed so that it unites two or more states leading to a conflict. (Note: As long as no conflict arises, a victory
point is gained if the above circumstances apply.)

Victory points are kept hidden behind the players’ screens. At any time during his turn, a player may exchange five small
tokens valued at “1” for one large token valued at “5".
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C) DISCARDING TWO BLUE FARMER TILES TO CAUSE A PEASANTS' RIOT:

A player may take an action to cause a peasants’ riot. To do so, the player takes two blue farmer tiles from behind his screen
and discards them face down into the box. As a consequence, the player must then choose any one tile from the board and
also discard it face down into the box. The respective space from where the tile is removed becomes empty again.

Note: A peasants’ riot may divide a state into two or more parts. If a peasants’ riot removes the last black governor tile adja-
cent to a leader, that leader is removed and returned to its player. If a tile is removed from below a pagoda, then the pagoda
is also removed and placed next to the board — see “Pagodas” below.

SPECIAL BLUE FARMER LEADER EFFECT:

- If the player has his blue farmer leader in front of his screen (hence not on the board), this leader may (but does not have

to) represent one of the two required tiles. The player then only discards one blue farmer tile from behind his screen to
cause a peasants’ riot.

Note: A peasants’ riot, or conflict (see “Conflicts” below) may remove a starting governer tile from a capital city space. These
spaces have no special purpose after setup. With future actions, leaders and tiles may be placed here, except for farmer tiles
(blue) as these spaces are not on rivers.

D) DISCARDING TWO GREEN TRADER TILES TO ESTABLISH A PAGODA:
This action will be described in detail under “Pagodas” below.

E) REPLACE UP TO SIX TILES FROM BEHIND YOUR SCREEN:

As an action, a player may discard up to six tiles from behind his screen into the box face down. Then he refreshes his supply
of tiles by drawing the same number of tiles from the bag and placing them behind his screen.

END OF A TURN:

At the end of his turn, after resolving up to two actions, the player collects victory points for any pagodas he controls — see
“Pagodas” below.

Finally, the player refreshes his tiles by drawing from the bag so that he ends his turn with six tiles behind his screen. If other

players have fewer than six tiles at this point, they also refresh their tiles to six. If there are fewer than six merchant tiles in
the southern corner of the board, these are also replenished from the bag. Then it is the next player’s turn.

PAGODAS:

There are five types of pagodas:

EERE R
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Sometimes, after placing a tile, the player has the opportunity to establish a pagoda. This opportunity arises in the following
circumstances:

- The player places a tile in such a way that he creates a “triangle” of three like-colored tiles.
- The placed tile does not create a conflict.
- None of the three tiles of the triangle is yet supporting another pagoda.

The player then takes a pagoda of the corresponding color from next to the board and places it on
the triangle (as part of the Placing a Tile action). If no such pagoda is available next to the board, he
takes any such pagoda from elsewhere on the board and repositions it.

The player can decide not to establish a pagoda.

Note: The tiles forming the triangle remain face up and they still count when located under the pagoda. In particular, adja-
cent leaders are still supported by black governor tiles under a black pagoda.

A pagoda regularly provides victory points. At the end of the player’s turn, he determines if one or more of his leaders are in
the same state as a like-colored pagoda. For each such leader, he gains one victory point of the leader’s color for each
like-colored pagoda in the same state.

Note: A black governor leader gains victory points only when linked to a black pagoda (court). While the placement of a tile
can allow the black governor leader to gain victory points in other colors (in the absence of the respective leader), this does
not apply for pagodas.

Now we are able to describe the outstanding action:

D) DISCARDING TWO GREEN TRADER TILES TO ESTABLISH A PAGODA:

To establish a pagoda on a “triangle” of tiles that has been created earlier by any player (but the pagoda was not placed at
the time, or it has since been removed), the player must take this action to do so. To establish a pagoda, the player takes two
green trader tiles from behind his screen and discards them face down into the box. As a consequence, the player then estab-
lishes a pagoda of the corresponding color on the given triangle. If available, the player takes the pagoda from next to the
board, otherwise the player takes any such pagoda from elsewhere on the board and repositions it.

SPECIAL GREEN TRADER LEADER EFFECT:
- If the player has his green trader leader in front of his screen (hence not on the board), this leader may (but does not

have to) represent one of the two required tiles. The player then only discards one green trader tile from behind his
screen to establish a pagoda.

CONFLICTS:

A conflict occurs when there are two like-colored leaders in a state. There are two different types of conflicts:

- Revolts
- Wars

Any conflict is resolved immediately. An action does not end before the conflict is resolved and all states only contain leaders
of different colors.
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REVOLTS:
A revolt occurs when a leader is positioned in a state that already contains a leader of the same color.

During a revolt, the player positioning the new leader is the attacker. The player who controls the existing leader of the same
color in the state is the defender.

Resolve revolts as follows:

- The attacker and the defender draw their strength from black governor tiles adjacent to their leaders. It is possible that
a black governor tile counts for both leaders.

- First the attacker, and then the defender, may increase their strength by committing to the conflict any number of extra
black governor tiles from behind their screens, placing them face up in front of their screens.

Whoever has the higher total strength (total number of black governor tiles) wins the conflict. If there is a tie, the defender
wins.

The consequences of a revolt are as follows:

- The loser must withdraw his leader from the board.
- The victor gains one victory point in the color of the conflicting leaders.
- Both players discard their committed black governor tiles into the box face down.

SPECIAL BLACK GOVERNER LEADER EFFECT:
- If a player involved in a revolt has his black governor leader in front of his screen (hence not on the board), this leader
may (but does not have to) add one extra strength to his side of the conflict.

WARS:
Wars occur when two or more states are united through a new tile, and the new, larger state contains leaders of the same
color.

Remember that no victory point is gained when a tile is placed leading to a war. Instead the red unification marker is placed
on the unifying tile.

All the conflicts between like-coloured leaders are resolved in one large war as follows:

- All warring states draw their strength from red soldier tiles in their state.

- Starting with the player to the left of the player who played the unifying tile and progressing in a clockwise order, each
player may now increase the strength of one warring state of their choice by committing any number of extra red soldier
tiles from behind his screen, placing them face up next to the board close to the supported state. All the players may
contribute to the war, even if none of their leaders is involved in the conflict. The player who played the unifying tile is
always the last player to contribute.

Whichever warring state has the highest total strength (total number of red soldier tiles) wins the conflict. If there is a tie, the
player who played the unifying tile decides which of the tied states wins.
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The consequences of a war are as follows:

- Simultaneously remove all conflicting leaders and all red soldier tiles from all the losing states. Only non-conflicting
leaders remain in the losing states.

- For each leader removed and returned to its player, the player who controls the like-colored leader in the winning state
gains one victory point in that color.

- All the committed and all the removed red soldier tiles from each losing states are collected next to the board close to
each losing state. Each collection represents the former total strength of the losing state. The highest of these totals now
defines the number of red soldier tiles that must also be discarded for the winning state:

First discard all the red soldier tiles committed for the winning state. If this number is not sufficient, then the player who
played the unifying tile chooses and removes red soldier tiles from the winning state itself until the total number of
discarded red soldier tiles matches the required total.

After the war, remove the red unification marker and place it by the board. Also return all discarded red soldier tiles to the
box, face down.

SPECIAL RED SOLDIER LEADER EFFECT:
- If a player has his red soldier leader in front of his screen (hence not on the board), the player may (but does not have
to) commit this leader alone or together with any committed red soldier tiles to support one of the warring states. The
leader is treated like an extra red soldier tile. After the war, committed leaders are returned to their players.

EXAMPLE:

Andrew, the archer, places a tile to unify two states. This causes a war. No victory point is gained for this placement, instead the
red unification marker is placed on the new tile:

Currently, the state on the left has strength 2 (two red soldier tiles) and the state on the right has strength 4 (four red soldier
tiles).

8
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Barbara, the bull, follows Andrew in clockwise order. She (s the first to commit
extra tiles. She places 2 red soldier tiles from behind her screen next to the state
on the left where her leaders are.

Paul, the potter, follows next. He does not want to commit extra tiles, but as his
red soldier leader is not on the board, he decides to use this leader to support
the state on the left.

Finally, the order comes back to Andrew to commit extra tiles. The current
strength is 5 for the state on the left, and 4 for the state on the right where his
leaders are. Andrew commits 3 red soldier tiles from behind his screen and
places them next to the state on the right.

The state on the right wins the war. The conflicting red bull and black bull are
removed from the losing state and returned to Barbara. Andrew gains one red
victory point for his victorious red leader, and Paul gains one black victory point
for his victorious black leader. The green leader and the blue leader remain
unaffected as there are no conflicting like-coloured leaders.

The total number of tiles removed and committed from the losing state is 5. The
3 committed tiles for the state on the right are not enough to match this total.
Therefore, Andrew who played the unifying tile must remove 2 more red soldier
tiles from the victorious state on the right. This also causes the red pagoda (gar-
rison) to be lost and placed next to the board.

All the committed and removed red soldier tiles are discarded face down into
the box. The committed red leader is returned to Paul. The red unification tile is
removed, and the war is over.

GAME END AND WINNER:

The game ends when a player who is attempting to draw a tile is unable to do so because the bag is empty. (Note: The game
does not yet end when the last tile is drawn from the bag.)

At this point, all players remove their screens. Each player determines in which of the four colors (black, red, blue, and green)
he possesses the fewest victory points, with each player freely allocating his yellow victory points to any of the other four
colors. (Each yellow victory point is wild and can stand for any other color.) The number of his fewest victory points deter-
mines the player’s result.

The player with the highest result is the winner. In the case of a tie, the tied players determine in which of the four colors they
have their second lowest results and compare these, and so on.
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HELPFUL REMINDERS:

TURN SEQUENCE:
On your turn, perform two of the following actions (you may do the same action twice):
- Position (place, move, or withdraw) a leader
- Place a tile (and possibly, earn points)
- Discard two blue farmer tiles to cause a peasants’ riot
- Discard two green trader tiles to establish a pagoda
- Discard and replace up to six tiles from behind your screen
At the end of your turn, earn points from any pagodas you control, then draw back up to six tiles (if required).

TILES:
After placing a tile on the board, a like-colored leader in its state will earn one victory point. Placing different tiles also gives
the following effects:

- Governor (black): Gives strength to adjacent leaders in a revolt. Leaders must be adjacent to a governer tile.

- Trader (green): After placing a trader tile, the player may draw a tile from the market.

- Farmer (blue): Players may place multiple, adjacent farmer tiles as part of the same action (with some restrictions.)

- Soldier (red): Gives strength to a state during a war.

- Artisan (yellow): No special effect, but all yellow points (gold) are treated as wild when determining the winner.

LEADERS:
Besides being used to earn victory points and cause conflicts, your five leaders can give you the following benefits:
- Governor (black): After a tile is placed in a state, a governor will earn the point if the corresponding leader is absent. The
governor may also be used to add one extra strength to your side of the conflict during a revolt (if off the map).
- Trader (green): May replace a green tile when establishing a pagoda (if off the map).
- Farmer (blue): May replace a blue tile when causing a peasants’ riot (if off the map).
- Soldier (red): May be treated as an extra soldier (red) tile during a war (if off the map).
- Artisan (yellow): No special effect, but all yellow points (gold) are treated as wild when determining the winner.

CONFLICTS:
Revolts occur when a leader is positioned in a state that already contains a leader of the same color.
- Whoever has the higher total strength (total number of black governor tiles adjacent to leader and committed from
screen) wins the conflict.
- The loser withdraws the leader from the board, the victor gains one victory point in the color of the conflicting leaders,
and both players discard their committed black governor tiles.
Wars occur when two or more states are united through a new tile, and the new, larger state contains leaders of the same
color.
- Soldier (red) tiles determine the strength of each state (plus the committed tiles from involved players and their allies).
- The losing state removes all conflicting leaders and soldier tiles, the winning leaders earn points, and, depending on the
size of the victory, some soldier tiles may also be removed from the winning state.
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