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Pawnshop





Pawning building cards.





Pawn value is half the real price.


(rounded off upwards)


To buy a card, pay 5 bricks








Free Market





Trading building cards


Selling and buying at nominal value


Only for Orders of Knighthood owning a tradebuilding








Long live the citizens





The thriving economy favours the citizens. Each building in this category + 1 brick





Charity





Each religious building receives 2 bricks from any adjacent non-religious building.


The startplayer collects first





Excellent harvest





Good weather results in an abundant crop.


Each mill owner receives 3 bricks








Knowledge is power





Each school, university or library entitles one buildingcard from the covered stock pile





Graduated taxes





Each Order of Knighthood can keep only 3 bricks, except the that built a Town Hall











Viking Invasion





The score-leading @ must remove 1 knight from the board, except if it has built a donjon





Immigration





The rapid development of the city attracts new labour.


Each craftsbuilding yields 1 brick





Levying toll





All @ owning (a) building(s) on a road with a turnpike pay 3 bricks to the tollman





Big fire





Each @ owning an area in the inner circle contributes 7 bricks towards reconstruction





Higher yields





The economy is fast growing. Each @ receives 1 brick (round off downwards) for any two areas it owns





Black Death





Water pollution.


All buildings built on a river bank pay a penalty of 2 bricks, except the @ having built an aqueduct





Spring





The boar is active in the pig sty. 





Each pig sty receives 3 bricks for its piglets





Beggar





Orders of Knights pay 2 bricks to the poorest in points among them. In case of equal numbers, assets and liabilities are shared





Diversification





The aldermen appreciate diversity in architecture.


Each Order of Knighthood receives 1 brick for each buildingcategory





Thriving trade





Owners of trade buildings receive 2 bricks for each tradebuilding





Protection





Use this card to prevent the action of the influencecard of another player





Witchcraft





You can eliminate from the board 1 knight of another player.





The choice of the knight to be removed is yours





Territorial expansion





You can occupy a neutral plot bordering one of your own plots





Siege





Occupy an empty plot. It can be neutral or belong to another player, bit it has to border one of your own plots





Fire





You may eliminate one opponents building from the board and add it to the discard pile.


(Don´t forget to deduct the poimts) 





Tricky card





You can steal an opponents influencecard (blind drawing) and keep it.


This stolen card can also be played immediately





Double





You may steal an opponents influencecard (blind drawing) and add it tot the discard pile





Dilemma





Play this card and the other players are obliged to remove one buildingcard from their hand.


They choose which one





Gift





All other players should pay you 2 bricks (if they have that many)





Golden Trading





You can sell buildingcards to the bank at twice the price. They are then put into the pawnshop or free market


(strategicVersion)





Big Spender


The player with most bricks  must give 7 (if he has) to the player with the least bricks.


If there are more, the player of this card chooses which player should give him





Good switch





The player of this card may switch one of its own buildingcards with a card of his choice on the free market or the pawnhouse





Infiltration


You can take over the built on fief of another player bordering  yours. The buildingcard is discarded. This card can not be played by the player with the most points





Raid


Take possession of another player’s plot (not necessarily bordering yours). The buildingcard is discarded. Not to be played by player with most points





Pioneer





You can take a neutral plot. It doesn’t necessarily have to border one of your own





Spy





You are allowed to examine the buildingcards of your opponent and choose one to be added to your hand





Concession


The player with most points pays 7 bricks (if he’s got that many) to the player with the least points.


If there are several players, the choice is up to the card’s player





Reverse





The player with most bricks turns over 7 bricks to the bank.


In case of equally rich players, the choice is up to the card’s player





Magician





When you start your turn you may choose one of the 2 firrst cards on the pile.


Establish income. The other card is discarded





Lost building plans


The player with most points must discard 2 building cards of his/her choice. If there are several players, the choice is up to the card’s player








Blocus





For one turn only you can block the building capacity of an opponent of your choice. You can also play this card at the beginning of an opponent’s turn.





Well advancing construction





You receive 5 bricks from the bank

















