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Game Components
P09 Pe

42 Building Blocks
(7x each white, yellow, red, green,
v blue, and purple) ielsjsle !

Calalalal Talalalel Ta¥alalol-Talolalal Tatatel sl )

6 Monument Tiles
(Value 8 Buildings)
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e

V&' & 1 Building Block Ba .
1 Game Board & Wheel Base : : s & 8 1 Double-Sided Royal Court
: y Board
e E I I
= - 32 Scoring Markers
' ,.(8 in each player color) 1 Royal Visit Marker

-y UOGEEFEN
8 Victory Point (VP) Markers
(2 in each player color) 42 Decorations

(7x each Book, Coat of Arms, Crown,
Cup, Flag, Gate)

EREELEE

36 Building Tiles
(6 different building types with the
values 1-5 (with two sets of 3), 4 of

those types have an orange urban ) : ; ; ] 44 Statues
background and 2 have a green . ) 4 Screens 6x each white, yellow, red, green,
rural background.) * 68 Florin Coins blue, purple, and 8x gold)

|| Note: Coins are not considered limited, and a suitable substitution may be found if you run out. All other components are limited.

Assembly of the Game Assembly of the Screens:
Board and Wheels:
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Credits

GAME DESIGN: Wolfgang Kramer, Michael Kiesling - ARTWORK: Franz Vohwinkel \,}E :
PROJECT MANAGER: Rudy Seuntjens - GAME DEVELOPMENT: Seb Van Deun %
ART DIRECTION & RULEBOOK DESIGN: Rafaél Theunis - EDITOR: Amanda Erven %!wﬁ
PROOFREADERS: Ori Avtalion, Dave Moser, Christine Gijbels - QUALITY CONTROL: Eefje Gielis S —

LOGISTICS: Wim Goossens

Wolfgang Kramer wishes to thank his wife Ursula Kramer and Seb (Game Brewer), who wrestled with him in many tests to find the best solution for the
rules down to the last details. Michael Kiesling would like to extend a special thank you to his wife Ina for her endless support.

If there is any issue with this product, please contact the vendor where you purchased this game,
or contact our customer service at gamebrewer.com/customer-service
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The Palaces of Carrara is a set collection game in which you compete to buy colored blocks used to construct the most beautiful
marble buildings in the various cities throughout the region. Once you've begun building, you'll need to tactically choose when to
score certain characteristics or locations. Scoring will bring in the money needed to buy more blocks and/or the victory points needed
to win the game. It is a bit of a race to the end, so you'll need to keep pace with your opponents. There are 2 versions to play:

and galvemezdl If you are new to this edition of Carrara, start with the megulkre varftun mules and switch to gdyenesdlmiltss when

desired.

Regular Version

Place the game board in the center of
the table. Place the small wheel on the
large one, both blank side up. Align the
segments with the outer locations.

é Determine the starting player. If you
can't decide, the last player to have seen
a marble statue or seen a picture of one
is the starting player. They take 2 purple
building blocks. The second player
(clockwise from the 1st) takes 1 purple and
1 blue block, the third takes 2 blue blocks,
and the fourth takes 1 blue and 1 green
block. These are your initial blocks.

Place 6 building blocks, 1 of each color, in
the segment at the location with a cost for
all the colors. The remaining blocks go into
the building block bag.

6 Prepare the building tiles (values 1-5):

In a 2-player game, use 24 buildings (re-
move both sets of the value 3 buildings, 2
of each type for a total of 12 tiles)

¥

¥

In a 3-player game, use 30 buildings
(remove 1 set of the value 3 buildings, 1
of each type for a total of 6 tiles).

X

In a 4-player game, use all 36 buildings.

Shuffle all the buildings for your player
count. Reveal 9 buildings and place them
onto the empty building locations on the
game board. Place the remaining buildings
in a facedown pile (or piles) next to the
game board.

6 Place the 6 monuments (value 8 buildings)
and the 8 improvements faceup next to
the game board, so all tiles are visible.

Place the Royal Court board ° side up,
next to the game board.

Place the Royal Visit marker on its spot of
the Royal Court.

Place the Florin coins next to the game
board as the supply.
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6 Place a player board in front of yourself 0 side up.
Leave room to construct buildings in columns above
the cities on your player board.

Place the screen of your chosen color in front of you,
behind or beside your player board. Position it so you
can keep your coins and building blocks hidden from
other players.

Place 20 Florin coins and your starting blocks
behind your screen.

Place a scoring marker of your color in each of the 6
bonus spaces of the Royal Court.

6 Place 1 VP marker of your color on the O space on the
VP track and the other one on the O space of the VP
lap track.

6 Return the remaining 2 scoring markers of your color
to the box, as well as all the decorations and statues,
and any materials for player colors not in use.

Game Play

The starting player will take the first turn, and then all players
will continue to take turns in clockwise order, until the end of
the game. On your turn you must choose one of the following
actions:

1. Buy Building Blocks
2. Construct a Building or Monument
3. Score

4. Pass and Take 2 Coins

1. Buy Building Blocks

The wheel determines which blocks are available to purchase.

=4~

First

Building
Location

Block costs

The wheel has 6 segments which hold blocks. The wheel will
rotate clockwise, positioning the segments above stationary
locations that show the costs to purchase blocks when they are
at that location. The first location has a cost for all the blocks,
and when the blocks are added to the wheel they go in the
segment at this location. If a block is not pictured, that means
it is free when at that location.



On your turn, before buying blocks, you may choose to rotate
the wheel one segment clockwise; if you do so, you must also
add new blocks (if possible). Do this by adding building blocks
from the bag to the segment at the first location until there is a
total of 11 building blocks on the wheel. Then buy blocks.

If you choose not to rotate the wheel, do not add new blocks;
proceed to buying blocks.

To buy blocks, choose 1 segment of the wheel and buy as many
blocks from that 1 segment as you want or can. Each block you
purchase costs the amount depicted on the illustrated blocks
(color by color) for that location (if not pictured it is free). Return
the coins to the supply and place the purchased blocks behind
your screen.

Example: Charley rotates wheel 1 space clockwise. There

are 9 blocks on the wheel, so he draws 2 from the bag and
adds them to segment 1 0 He buys only the green and the
blue block from segment 111. @§. He pays 1 coin to the supply
as the green block costs 1 9 and the blue is free. He puts both
blocks behind his screen.

Special Situations

. If' blocks at the last location (the one with only a cost for
1 white block) are rotated back to the first location, they
remain on the wheel and are once again more expensive.

. If after rotating the wheel and adding more blocks, you find
you cannot afford anything, you must pull up your screen
to reveal your insufficient funds. Then you may take 2 coins
from the bank and end your turn. Otherwise you must buy
at least 1 block.

. If the block bag is empty when you go to refill the wheel up
to 11 blocks, draw and place as many as you can and then
buy blocks as normal. You may still rotate the wheel before
buying blocks even if the bag is completely empty and you
cannot draw and place any blocks.

4. If the wheel and the block bag are both empty you may not
choose Buy Building Blocks as your action.

2. Construct a Building or Monument

The buildings will be built in your play area for the cost of
blocks and may later score either VP or coins.

Each building shows the kind of landscape
(orange=urban/green=rural) 0 the
building type (text) 9 the decoration
associated with that type of building 6
and the value (cost in blocks) @

You may perform one of the following
actions when constructing:

A. Construct a building, OR

B. Construct a monument and claim an improvement tile.

A. Construct a building

Choose 1 of the available buildings on the game board. You may
construct any 1 building in any city if you have the correct
number and distribution of blocks. On your player board
below each city are the colors of blocks allowed to be used when
constructing there. Each building’s value shows the number of
blocks you need to pay, in any combination, of those colors.

Return the used blocks to the bag, and place the
building above the appropriate city on your player
board. Each subsequent building in the same city will
be placed higher than any previously constructed
buildings in that city, forming a column of buildings
above a city. Refill the empty building spot
on the game board with a new building
from the pile next to the game board, if
available.

When paying, you may exchange 2 blocks of 1 color as a
substitute for the next highest color. The hierarchy of color is
the same as the order of the cities on your player board going
right to left. For instance, 2 green blocks may be paid as a
substitute for 1 red block. You may make as many exchanges as
you need, but you may not chain these substitutions, meaning
you may not, in this instance, pay 2 green to substitute for 1 red
to pair with 1 red block to then substitute for 1 yellow, ete. If you
need to exchange for 1 yellow, you would have to start with 2 red
blocks behind your screen.
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Example: [lamne decides to buy the biblioteca costing 4 Example: J8{iip wants to buy the porta monument to

blocks 0 She wishes to build it in Lucca. The blocks must build in Viareggio. She already has a value 5 porta building
be white, yellow, or red, in any combination totaling 4 @. She in that city @), so she just needs to pay 3 blocks. She can pay
returns 1 white, 1yellow, 1 red, and 2 green (as a substitute for 1 red and 2 green to meet the color requirements of Viareggio.
1 red) to the bag @ and she places the biblioteca above Lucca Jeaiiftn places the porta monument on top of the value 5 porta
on her player board @ before turning a new building faceup building g removing it from play. She chooses to take the
Jfrom the pile and adding it to the empty space on the game Pisa improvement tile, placing it on the existing scoring space
board. on her player board e Now if it scores it will yield 4 coins
instead of 3.

e,
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B. Construct a monument and claim an improvement tile

Each building type has a monument building faceup next to the
board, with the value of 8. These are constructed much in the
same way as the buildings, but you may also upgrade an existing
building of the same type, replacing it with the monument.

To upgrade, follow all normal city block requirements, but pay
the difference in blocks between the tile you are replacing and
the monument’s cost (8). Once paid, you place the monument on
top of the building you are replacing. The old tile is now hidden
and out of the game.

Gaining VP when Building

If you have used up all your scoring markers and you choose
to construct a building or monument, you immediately receive
VP equal to the value of the building with no other modifiers.
If you upgrade to a monument, you receive VP equal to the
cost paid, so if you upgrade a value 5 building to a monument
(value 8) you'll receive 3 VP.

When you construct (or upgrade to) a monument, you also get
your choice of improvement tile for free. Improvement tiles
increase the scoring yields on cities. Choose any improvement tile
and add it to the appropriate matching space of your player board
(see 3. Score on the next page).
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Scoring gives you VP and/or coins, usually for your buildings

of a specific type, or in a specific location. You have 6 scoring
markers, so you may score a maximum of 6 times during the
game. There are 14 scoring locations. Each city on the main game
board is available to all players but may only be scored 1 time
and by 1 player. The locations on your player board are available
only to you and each may only be scored 1 time.

Royal Visit Marker

The Royal Visit marker is used to indicate to other players that

you have chosen to score and taken a bonus. You will hold on
to it until your next turn, indicating to your fellow players that
they have a choice to follow the lead {or not} on their turn.
Details below.

To score, take the Royal Visit marker from the supply and
hold on to it until your next turn. Then select an empty scoring
location, choose a scoring marker from a bonus section of the
Royal Court to put on that space, and take the bonus. This is
either 5 coins taken from the supply, or 3 VP gained on the VP
track.

Determine the value of what

you are scoring. The building’s
value Q is multiplied by the
corresponding reward shown on
your player board. Specific scoring
location details (A/B/C) will follow.

The building's value is multiplied
by the corresponding reward shown on your player board. You
will receive either money, VP, or a combination of both as your
reward. Coins are taken from the supply. Keep track of your VP
with your player marker on the VP track.

If you reach the end of the track, move ;(\ OO0 G
your second VP marker on the VP lap - :

track to the next position (+100 or +200) F
so your current score is always the sum
of the amounts indicated by your two VP
markers.

Whenever another player is holding the Royal Visit marker, these
special rules apply: if you also choose to score, you must take
your scoring marker from the same bonus section of the Royal
Court (the section will be the one with fewer scoring markers;
and by the initial player’s next turn, it will be empty). You gain
the same bonus, and then you may score any available scoring
option as normal.

If you choose not to score when =
someone is holding the Royal Visit
marker, you must first move your
scoring marker from that same
bonus section of the Royal Court
to the large open area of the Royal
Court that has no bonus. You then
take your turn as normal.

If you are in possession of the Royal Visit marker at the start
of your next turn, return it to the supply. You may immediately
choose to score again, claiming it once more.

Note: Once all 6 sections of the Royal Court featuring a bonus
are empty, all future scoring will be initiated from the large
open area of the Royal Court. You simply take your marker
from this section and activate a scoring. Do not take the Royal
Visit marker as there are no longer any bonuses to be gained by
other players who also score before your next turn.

Scoring locations:
A. The 6 city locations on the main game board
B. The 6 building types on the player boards

C. The urban and rural landscapes on the player boards

A. The 6 city locations on the main game board

To score a city you must have
constructed at least 2 or 3 buildings
above that city on your player board
(3 in Lerici, Massa, and Viareggio & 2
in Lucca, Pisa, and Livorno).

Place 1 of your scoring markers on
the empty city space on the main
board that you wish to score. Add up
the value of all the buildings in that
city’s column above your own player
board. Now multiply that total by the
reward value of that city as shown on your player board. Take the
corresponding total as the reward.

Example: Chad wants to score Massa. He has built 3

buildings in Massa @9. and no one has scored that city yet.
He moves his scoring marker from the 5-coin bonus section of
the Royal Court, onto Massa on the main game board @4, and
adds up the value of his buildings in the Massa city column

on his player board, giving a total of 8 e He multiplies that
by Massa’s reward and gains 8 VP and advances his scoring
marker on the VP track 8 spaces. He also takes 5 coins from
the supply @ Two other players follow the scoring lead (one
scores landscapes and the other a type of building) and they
each get 5 coins.
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