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We are in Granada in the Middle 
Ages. The Alhambra has been 
constructed and many builders from 
all different kinds of nations are 
pouring into the constantly grow-
ing city, situated at the foot of the 
Sierra Nevada. Employ the best 

builder and engage yourself in a 
faster growth of the city! Construct 
schools and public baths, build 
residential districts, markets and 
numerous other important buildings. 
Will you succeed in constructing the 
largest city?

 Game components
6 Starting tiles

-
-

-

 

4 spaces for 
money cards

Space for storing a player’s 
supply. There’s a separate 
storing space for each player. 

Moat

Type of building and 
purchase price. An even 
numbered price means 
there’s the next higher 
odd numbered price on 
the reverse side. 

The construction yard - showing four spaces for four building tiles. 
Each space is allocated to a different currency. 

Spaces for the black 
marker

The ”back“ 
side with the 
next higher 
odd numbered 
price, 3 in this 
case. 

”Front“ side with 
price 2.

Money cards of four currencies; 
each card is provided three times, their values ranging from 1 to 9. 

Colored mark in-
dicating the type of 
building on the 
reverse side. 

2 summaries for regular 
scoring. On the front side 
you can see how many 
points can be gained in 
the particular scoring. 

The back sides of all 
cards show in detail 
which items have to be 
scored in exact order.

1 scoring 
summary used 
for simplified 
scoring (see 
page 8). 

Space for the face down 
deck of money cards



 

starting tile 

-

starting capital

-

Construction yard of the 
game board. 

Note: This way no player will start the game with more than 
28 or less than 20 money total.

IMPORTANT! Setup for a 2-player-game is explained on 
page 8 of these rules. 

Spaces for the black 
marker. 

The star-
ting tile is a 
building tile 
without any 
moats.

-

-

-

The scoring markers are 
placed on the „0“ space. 



-

(disregarding the different currencies)

-
at least its price

-

1st

1st

2nd

3rd

4th

5th pile

2nd 3rd 4th 5th pile

1st scoring card 2nd scoring card

Example: The player may take both money cards on the left or one of 
the two cards on the right. 

Example: 
Green urgently wants to build a school for his city. The price of the 
school in the construction yard is 10. Green owns two money cards of 
the matching color (=currency) and decides to buy the school. 
Because his payment does not match the price (he pays 11 instead 
of 10) his turn ends, he does not receive any change. 

Purchase price Kind of currency

Note: This way it is made sure that the scoring cards won’t be 
drawn neither too early nor too late in the game or are drawn in 
rapid succession. 

Note: This way a player may perform a maximum of 5 actions 
during their turn – four times paying the matching price and then 
either collect money or rebuild their city. 
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one
(see building rules page 5)

one in 

one

-

at 

its 

one

Example: Red buys a building tile and pays the matching amount of 
money, so it’s his turn again. 
He decides to buy a further building tile, again he pays the matching 
amount. 
Red has another turn, this time he decides to rebuild his city. He re-
moves one building tile from his city and exchanges it for one from 
his personal supply. 
Finally he extends his city by the tiles he had just bought, trying 
to place them as best as possible, or he may put one or both in his 
personal supply on the game board. 
His turn is finished now. 

Note: Of course you may use money just collected due to an extra 
turn for payment when inverting a tile. 

Note: There is no extra turn when paying 3 sharp. If a player 
wants to invert several tiles they just bought they must pay separa-
tely for each tile.  

Example: Red bought one Arena and one Library. He wants to extend 
his city using the reverse side of both tiles. He pays 3 with orange 
currency cards, flips the Arena tile over, revealing a Hospital. He 
adds the Hospital to his city.
Then he pays 5 with green currency cards, he cannot pay 3 sharp, and 
inverts the Library. He adds the District on the reverse side to his city. 

Front Back
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(i. e. all 
roofs must point upwards).  

(i. e. they must not touch only diagonally).  

not (empty spaces 
surrounded by tiles on all four sides)

The following tile placements are illegal:

Wrong orientation

✘
Edge with moat adjacent to 
edge without moat.

Starting tile and 
placed tile do not 
touch each other 
edge to edge. 

Placing the Hospital 
creates an empty space 
surrounded by tiles on 
all four sides.

Example:
Spaces 2 and 4 had been cleared before and are now replenished in 
order - first space 2, then space 4. The black marker’s position is 
indicating  even numbers, so the new tiles are placed with their even 
numbered price face up. Then the black marker is moved to the posi-
tion indicating odd numbers.

“Pedestrian-Rule“ broken: You cannot 
walk from the starting tile to the 
Arena without crossing a moat.

✘

✘

✘

✘
The starting tile is a building tile without any moats. 
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 Scoring

-

all

longest conti

not

all

-

This moat is worth 8 victory 
points when scoring.

Moats within 
a city do not 
count for victory 
points. 

This moat is the 
shorter one and 
therefore is not 
considered for 
scoring. 

Example: Yellow has built 3 Schools, both Red and Green have built 
2 Schools. So there are 7 Schools in total. As this is the first scoring 
(“A“) only Yellow gains 7 victory points. 
If both Yellow and Red would have built 3 Schools they would have to 
check who had purchased the School with the highest price.

Note: Only the number of buildings is considered for scoring. The 
purchase price of buildings is used only as tie-breaker. As a matter 
of course a player must have built at least 1 of a certain type of 
building in order to gain any victory points at all. 

5

6

7
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Note: The spaces of the construction yard are replenished as much 
as possible. 

-

(see “End of the game“)

 

all tiles remaining

Example: Blue holds the majority with 4 Schools, Green has built 
3 Schools by now and Red still has 2 Schools. There is a total of 
9 Schools; as this is scoring “B“ Blue gains 2 x 9 = 18 victory points 
and Green gains 1 x 9 = 9 victory points. 

Example: Now both Blue and Green have 4 Schools, Red still has 
no more than 2. There are 10 Schools in total, Blue’s most expen-
sive School was for 9, whereas Green paid 12 for his most expensive 
School. This means that now Green is considered to hold the majo-
rity, he gains 3 x 10 = 30 victory points for this third and final sco-
ring. Blue is runner-up and gains 2 x 10 = 20 victory points, finally 
Red gains 1 x 10 = 10 victory points being third.

Note: It may be useful to forfeit adding the tile to one’s city if this 
is only to the benefit of other players.
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one 

beginning

more

one

Scoring A

Scoring B

Scoring C


