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Name of building Price
Chambers

Arcades

Seraglio

Tower

Pavilion

Garden

2 3

  Equipment
r��6 starting tiles���
ZOV^PUN�[OL�MHTV\Z�3PVU�-V\U[HPU�

r����-PN\YLZ���MVY�THYRPUN�]PJ[VY`�WVPU[Z�VU�[OL�JV\U[PUN�
YV �̂

r����NHTL�IVHYK���^P[O�H�JV\U[PUN�YV^�HYV\UK�[OL�LKNL��
0[�PZ�\ZLK�MVY�WSHJPUN!�
r�4VUL`�JHYKZ�
r�I\PSKPUN�[PSLZ�
r�YLZLY]L�I\PSKPUN�[PSLZ

 Object of the game
7SH`LYZ�^OV�OH]L�[OL�most building tiles�VM�LHJO�RPUK�PU�
[OLPY�(SOHTIYH�H[�[OL�YPNO[�[PTL���PU�[OL�ZJVYPUN�YV\UKZ�
��HYL�H^HYKLK�WVPU[Z��[OL�L_HJ[�HTV\U[�KLWLUKPUN�VU�[OL�
[`WL�VM�I\PSKPUN��7SH`LYZ�HSZV�YLJLP]L�WVPU[Z�MVY�the longest 
part of wall they have built around their Alhambra.

4VYL�WVPU[Z�HYL�H^HYKLK�PU�LHJO�ZJVYPUN�YV\UK��;OL�^PU�
ULY�PZ�[OL�WSH`LY�^OV�OHZ�ILLU�H^HYKLK�[OL�TVZ[�WVPU[Z�
I`�[OL�LUK�VM�[OL�NHTL��

r��54 building tiles ��ZOV^PUN���KPMMLYLU[�RPUKZ�VM�I\PS�
KPUN�;OL`�HYL�[OL�WPLJLZ�`V\�\ZL�[V�I\PSK�`V\Y�V^U�
(SOHTIYH�;OL`�OH]L�\W�[V�[OYLL�^HSS�ZLNTLU[Z�VU�
[OLT�

r���08 money cards in four currencies���[OLZL�HYL�\ZLK�[V�
I\`�[OL�I\PSKPUN�[PSLZ�MYVT�[OL�THYRL[�[V�THRL�`V\Y�
V^U�(SOHTIYH�

 Money cards in four different colours: blue, green, orange and yel-
low, with values from 1 to 9.

r����ZJVYPUN�JHYKZ���^OPJO�[\YU�\W�PU�[OL�
WPSL�VM�TVUL`�JHYKZ�

r���7VPU[�;HISLZ�

r���IHN

r����������00“-tiles – [OLZL�HYL�\ZLK�PM�H�WSH`LY�OHZ�
NHPULK�TVYL�[OHU�����VY�����]PJ[VY`�WVPU[Z��
;OL`�ZPTWS`�[HRL�H��������[PSL�HUK�JVU[PU\L�[V�WYVJLLK�
VU�[OL�]PJ[VY`�WVPU[Z�[YHJR��

r���Y\SLIVVR

A game by 
Dirk Henn for 

2-6 players

4 spaces for money 
cards

Space for building tiles in reserve. 
Each player has his own reserve space.

The building site - shows four spaces, each for 
one building block. Each space belongs to a 
different currency.

 There are 6 different kind 
of buildings.

The table shows the prices 
of the buildings and how 

many of each of the 
buildings there are.
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Getting ready to play
r��,HJO�WSH`LY�PZ�NP]LU�VUL�3PVU�-V\U[HPU�^OPJO�OL�WSHJLZ�
VU�[OL�[HISL�PU�MYVU[�VM�OPT��HZ�^LSS�HZ�1 figure in the 
colour of his choice.�)HZLK�HYV\UK�OPZ�3PVU�-V\U[HPU�
LHJO�WSH`LY�I\PSKZ�OPZ�(SOHTIYH��OPZ�NHTL�MPN\YL�PZ�
WSHJLK�VU�[OL��6��ZX\HYL�VU�[OL�JV\U[PUN�YV �̂

r��;OL�NHTL�IVHYK�PZ�WSHJLK�PU�[OL�TPKKSL�VM�[OL�[HISL�ZV�
[OH[�LHJO�WSH`LY�JHU�LHZPS`�YLHJO�OPZ�YLZLY]L�ZWHJL�

r��;OL����I\PSKPUN�[PSLZ�HYL�W\[�PU�[OL�IHN�YLHK`�MVY�[OL�
Z[HY[�VM�WSH �̀�

r��4 building tiles�HYL�[HRLU�H[�YHUKVT�MYVT�[OL�IHN�HUK�
placed�PU�VYKLY�VU�[OL�MV\Y�U\TILYLK�ZX\HYLZ�VM�[OL�
building market��ILNPUUPUN�^P[O�ZX\HYL����

,HJO�WSH`LY�PZ�NP]LU�
H�WVPU[�[HISL�^OPJO�
OL�W\[Z�PU�M\SS�]PL^�
PU�MYVU[�VM�OPT��;OL�
WVPU[Z�[HISL�ZOV^Z�
OV^�THU`�[OLYL�HYL�VM�

LHJO�RPUK�VM�I\PSKPUN�[PSL�HUK�OV^�THU`�WVPU[Z�JHU�IL�
^VU�^P[O�[OLT�

r��;OL�[^V�ZJVYPUN�JHYKZ�HYL�[HRLU�MYVT�[OL�pack of mo-
ney cards�HUK�W\[�[V�VUL�ZPKL�MVY�[OL�[PTL�ILPUN!��
[OL�YLZ[�VM�[OL�WHJR�PZ�ZO\MMSLK��

r��,HJO�WSH`LY�PZ�UV^�NP]LU�[OLPY�starting money��;V�KV�
[OPZ�VUL�JHYK�H[�H�[PTL�PZ�[HRLU�MYVT�[OL�TVUL`�WPSL�
HUK�WSHJLK�MHJL�\W�PU�MYVU[�VM�H�WSH`LY�\U[PS�[OL�total is 
20�VY�TVYL��[OL�J\YYLUJ`�PZ�UV[�PTWVY[HU[�H[�[OPZ�Z[HNL���
;OL�UL_[�WSH`LY�PZ�[OLU�NP]LU�[OLPY�TVUL �̀�>OLU�HSS�
[OL�WSH`LYZ�OH]L�ILLU�NP]LU�[OLPY�TVUL �̀�[OL`�WPJR�\W�
[OLPY�JHYKZ��-YVT�UV^�VU�LHJO�WSH`LY�Z�TVUL`�PZ�RLW[�
ZLJYL[��

r��;OL�WSH`LY�^P[O�[OL�ML^LZ[�JHYKZ�Z[HY[Z"�PM�[^V�VY�TVYL�
WSH`LYZ�HYL�LX\HS�[OL�WSH`LY�^P[O�[OL�SV^LZ[�HTV\U[�VM�
TVUL`�Z[HY[Z��0M�[OL�WSH`LYZ�HYL�Z[PSS�LX\HS�[OL�`V\UNLZ[�
Z[HY[Z�

r��-PUHSS �̀�4 more money cards�HYL�SHPK�MHJL�\W�PU�[OL�TPKKSL�
VM�[OL�[HISL�UL_[�[V�[OL�I\PSKPUN�THYRL[�

r��;OL�YLZ[�VM�[OL�TVUL`�JHYKZ�HYL�KP]PKLK�PU[V�MP]L�
YV\NOS`�LX\HS�WPSLZ��7\[�[OL���Z[�:JVYPUN�9V\UK��JHYK�
PU[V�[OL�ZLJVUK�WPSL�HUK�[OL���UK�:JVYPUN�9V\UK��JHYK�
PU[V�[OL�MV\Y[O��;OLU�W\[�[OL�WPSLZ�VU�[VW�VU�VUL�HUV�
[OLY�HNHPU�^P[O�[OL�MPM[O�WPSL�VU�[OL�IV[[VT��[OLU�[OL�
MV\Y[O��[OL�[OPYK��[OL�ZLJVUK�HUK�MPUHSS`�[OL�MPYZ[�H[�[OL�
]LY`�[VW��;OL�^OVSL�WPSL�PZ�[OLU�WSHJLK�MHJL�KV^U�UL_[�
[V�[OL�I\PSKPUN�THYRL[�

The starting tile 
without a city wall is 
used the same way as 
the building tiles.

Building market on the playing board

1st

1st
2nd
3rd
4th
5th pile

2nd 3rd 4th 5th pile

1st scoring 2nd scoring

Note: This ensures that no-one receives money totalling more than 
28 or less than 20.

NOTE! You will find the instructions for a game with two 
players on page 7 of the rules.

Note: This ensures that the two scoring cards do not come into the 
game too early, too late, or too soon after one another.
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 Example: you could take both the cards on the left or one of the other 
two.

 Example:
You want a garden for your 
Alhambra. 
The garden on offer costs 
10. You have two money 
cards of this currency in 
your hand and decide to 
buy the garden. However, 
as you cannot pay exactly 
10 of the blue currency (but 
only 11), your go is then 
over; you do not receive any 
change.

It is therefore possible to carry out a maximum of 5 actions 
during your turn (paying the exact amount four times and 
then either taking money or redesigning your Alhambra).

price colour

How to play

7SH`�WYVJLLKZ�PU�H�JSVJR^PZL�KPYLJ[PVU��ILNPUUPUN�^P[O�
[OL�Z[HY[PUN�WSH`LY��;OL�WSH`LY�^OVZL�[\YU�P[�PZ�T\Z[�KV�
VUL�VM�[OYLL�[OPUNZ!�

 Take some money 
 Buy and position a building tile
 Redesign your Alhambra

(M[LY�H�WSH`LY�Z�[\YU�PZ�V]LY�HU`�TVUL`�JHYKZ�HUK�I\PSKPUN�
[PSLZ�^OPJO�OH]L�ILLU�YLTV]LK�HYL�YLWSHJLK�^P[O�UL^�VULZ�
ZV�[OH[�[OLYL�HYL�HS^H`Z���VM�LHJO!

 Take some money 

(�WSH`LY�JHU�[HRL�any one of the money cards�MYVT�[OV�
ZL�S`PUN�MHJL�\W��VY�several money cards if they do not 
add up to more than 5�(the currency does not matter).

 Buy and position a building tile

(�WSH`LY�JHU�I\`�H�I\PSKPUN�[PSL�MYVT�[OL�I\PSKPUN�THY�
RL[��/L�T\Z[�WH`�H[�SLHZ[�[OL�WYPJL�ZOV^U�VU�[OL�[PSL�HUK�
\ZL�[OL�J\YYLUJ`�KPZWSH`LK�UL_[�[V�[OL�[PSL�PU�[OL�I\PSKPUN�
THYRL[� But take care – no change is given! 
;OL�TVUL`�\ZLK�[V�WH`�MVY�[OL�[PSL�PZ�WSHJLK�VU�H�KPZ�
JHYK�WPSL�UL_[�[V�[OL�I\PSKPUN�THYRL[�
If you can pay the exact amount it is still your turn and 
you can decide once more which of the three options you 
would like to take.
>OPSL�P[�PZ�`V\Y�[\YU�no new tiles are placed on the 
building market.�0[�PZ�only at the end of your turn�[OH[�
[OL�LTW[`�ZX\HYLZ�HYL�YLMPSSLK�^P[O�UL^�[PSLZ�

 Redesigning your Alhambra 
;OLYL�HYL�[OYLL�^H`Z�PU�^OPJO�`V\�JHU�YLKLZPNU�`V\Y�
(SOHTIYH!
r��@V\�JHU�[HRL�H�I\PSKPUN�[PSL�MYVT�`V\Y�reserve board 

and add it to your Alhambra.
r��@V\�JHU�remove�H�I\PSKPUN�[PSL�MYVT�`V\Y�(SOHTIYH�
HUK�put it on your reserve board.

r��@V\�JHU�exchange�H�I\PSKPUN�[PSL�VU�`V\Y�YLZLY]L�
IVHYK�MVY�VUL�PU�`V\Y�(SOHTIYH��0M�`V\�KV�[OPZ�[OL�
UL^�I\PSKPUN�[PSL�PU�`V\Y�(SOHTIYH�T\Z[�NV�PU�L_HJ[�
S`�[OL�ZHTL�WSHJL�HZ�[OL�VUL�`V\�YLTV]L�

>OLU�`V\�HYL�YLKLZPNUPUN�`V\Y�(SOHTIYH�`V\�T\Z[�Z[PSS�
MVSSV^�[OL�I\PSKPUN�Y\SLZ��You are not allowed to remove the 
starting tile or exchange it for another tile.

Example: you buy a building tile and pay the exact amount so it is 
still your turn. 
You decide to buy another building tile and you manage to pay the 
exact amount again.
It is therefore still your turn and you decide to redesign your Alham-
bra. You can for example remove a building tile from your Alhambra 
and exchange it for one on your reserve board.
This brings your turn to an end. You can now add your newly bought 
building tiles to your Alhambra by placing them in the best possible 
position or alternatively you can put them on your reserve board.
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The following combinations are NOT allowed:

 ✘

 ✘ ✘

 ✘

 ✘
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Example:
the tiles on 2 and 4 have been removed. The 
squares are refilled in order – the first tile 
goes on 2 and the second on 4.

 Positioning the tiles

@V\�JHU�LP[OLY!

HKK�`V\Y�UL^�I\PSKPUN�[PSL�[V�`V\Y�(SOHTIYH�VY�WSHJL�P[�
VU�`V\Y�YLZLY]L�IVHYK��@V\�JHU�OH]L�HZ�THU`�I\PSKPUN�
[PSLZ�VU�`V\Y�YLZLY]L�IVHYK�HZ�`V\�^HU[�

Rules for building your Alhambra

@V\�T\Z[�I\PSK�`V\Y�(SOHTIYH�HJJVYKPUN�[V�[OL�MVS�
SV^PUN�Y\SLZ!

r��(SS�I\PSKPUN�[PSLZ�T\Z[�IL�the same way round�HZ�`V\Y�
Z[HY[PUN�[PSL�(i.e. all roofs must point upwards).

r��Adjoining sides must be the same�P�L��[OL`�T\Z[�LP[OLY�
IV[O�OH]L�H�^HSS�VY�IV[O�UV[�OH]L�H�^HSS�

r��@V\�T\Z[�IL�HISL�[V�YLHJO�LHJO�UL^�I\PSKPUN�[PSL�“on 
foot”�MYVT�[OL�Z[HY[PUN�[PSL�^P[OV\[�JYVZZPUN�H�^HSS�HUK�
^P[OV\[�NVPUN�VMM�[OL�[PSLZ�

r��,HJO�UL^�[PSL�T\Z[�IL�QVPULK�[V�`V\Y�(SOHTIYH�I`�at 
least one side�(i.e. it cannot be joined just at a corner).

r��@V\�T\Z[�UV[�SLH]L�any “spaces” (i.e. an empty area 
surrounded on all sides by building tiles)�

 At the end of your turn
0[�PZ�VUS`�YPNO[�H[�[OL�LUK�VM�`V\Y�[\YU���P�L��HM[LY�HU`�
YLKLZPNUPUN�`V\�TH`�OH]L�JHYYPLK�V\[���[OH[�`V\�HKK�[OL�
I\PSKPUN�[PSLZ�`V\�OH]L�IV\NO[�[V�`V\Y�(SOHTIYH�VY�WSHJL�
[OLT�VU�`V\Y�YLZLY]L�IVHYK��@V\�JHU�HKK�[OL�UL^S`�
IV\NO[�I\PSKPUN�[PSLZ�PU�HU`�VYKLY�`V\�^PZO��>OLU�`V\Y�
[\YU�PZ�V]LY�P[�PZ�[OL�UL_[�WSH`LY�Z�[\YU��)LMVYL�[OL�UL_[�
WSH`LY�KLJPKLZ�^OH[�[V�KV��HU`�TVUL`�JHYKZ�VY�I\PSKPUN�
[PSLZ�^OPJO�OH]L�ILLU�YLTV]LK�HYL�YLWSHJLK�^P[O�UL^�
VULZ�ZV�[OH[�[OLYL�HYL�MV\Y�VM�LHJO�HNHPU��0M�`V\�YLHJO�[OL�
LUK�VM�[OL�TVUL`�JHYKZ�[OL�KPZJHYKLK�TVUL`�PZ�ZO\MMSLK�
HUK�WSHJLK�MHJL�KV^U�[V�THRL�H�UL^�WPSL�

The tile is the wrong way 
round  A side with a wall is joined 

to a side without a wall.

 The building 
tiles are not 
joined by at 
least one side.

 Putting the “Arcades” 
tile in the position 
shown would create an 
empty area completely 
surrounded by tiles.

A side with a wall is joined to a side 
without a wall.

The Lion Fountains are used without a city wall, the same 
way as the building tiles.
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 Example:
The player with the most chambers is 
awarded 4 points.

Example: The player with the most 
towers is awarded 13 points. The pla-
yer with the second highest number 
of towers is awarded 6 points.
Kim and Nina each have 4 towers. 
They share the points for 1st and 
2nd place: 13 + 6 = 19 points. The 
number is divided by two and roun-
ded down so they are each awarded 
9 points.

 Note: the price of the building is not important for the scoring, 
just the number of tiles! You must have at least 1 building tile of a 
particular kind to be awarded points for that category.

Scoring
;OLYL�HYL�3 scoring rounds�K\YPUN�[OL�NHTL��;OL�MPYZ[�[^V�
[HRL�WSHJL�^OLU�[OL�ZJVYPUN�JHYKZ�HYL�KYH^U�MYVT�[OL�WPSL�
VM�TVUL`�JHYKZ��;OL�[OPYK�HUK�final scoring round takes 
place at the end of the game.

>OLU�H�ZJVYPUN�JHYK�PZ�KYH^U�P[�PZ�W\[�[V�VUL�ZPKL�
�^P[OKYH^U�MYVT�[OL�NHTL��HUK�[OL�UL_[�JHYK�VY�JHYKZ�
HYL�\ZLK�[V�THRL�[OL�U\TILY�VM�TVUL`�JHYKZ�\W�[V�
MV\Y��)\[�ILMVYL�[OL�UL_[�WSH`LY�Z[HY[Z�OPZ�[\YU�[OL�
ZJVYLZ�HYL�JHSJ\SH[LK�

0U�LHJO�ZJVYPUN�YV\UK��WVPU[Z�HYL�H^HYKLK�[V�^OVL]LY�
OHZ�[OL�TVZ[�VM�LHJO�RPUK�VM�I\PSKPUN��7SH`LYZ�HYL�HSZV�
NP]LU�WVPU[Z�MVY�[OL�SLUN[O�VM�[OL�^HSS�HYV\UK�[OLPY�
(SOHTIYHZ��

Points for having the most of each kind of building�7VPU[Z�
HYL�H^HYKLK�MVY�having the highest number of one of 
the different kinds of buildings.�;OL�U\TILY�VM�WVPU[Z�H�
WSH`LY�YLJLP]LZ�KLWLUKZ�VU�^OPJO�RPUK�VM�I\PSKPUN�P[�PZ�

Points for the wall around your Alhambra

(Z�^LSS�HZ�WVPU[Z�MVY�I\PSKPUNZ��WSH`LYZ�HYL�HSZV�H^HYKLK�
WVPU[Z�MVY�the longest joined wall�HYV\UK�[OLPY�(SOHTIYHZ��

,HJO�ZPKL�VM�H�[PSL�^P[O�a wall segment on it counts for 1 
point.�

No�WVPU[Z�HYL�H^HYKLK�MVY�^HSSZ�^OPJO�HYL�IHJR�[V�IHJR��P�L��
PU[LYUHS�^HSSZ��

;OL�WVPU[Z�H^HYKLK�[V�H�WSH`LY�HYL�YLJVYKLK�VU�[OL�scoring 
board.�,HJO�WSH`LY�TV]LZ�[OLPY�JV\U[LY�VUL�ZWHJL�MVY^HYK�
MVY�LHJO�WVPU[�[OH[�[OL`�OH]L�ILLU�H^HYKLK

0U�LHJO�JHZL��[OL�WSH`LY�^P[O�[OL�TVZ[�I\PSKPUNZ�PZ�H^HY�
KLK�[OL�WVPU[Z�MVY��Z[�WSHJL�PUKPJH[LK�VU�[OL�scoring 
card�UL_[�[V�[OL�UHTL�VM�[OL�I\PSKPUN�

6US`�[OL�WSH`LYZ�^P[O�[OL�most buildings�VM�LHJO�RPUK�
YLJLP]L�WVPU[Z�^OLU�[OL���Z[�:JVYPUN�9V\UK��JHYK�PZ�
KYH^U�

7VPU[Z�HYL�H^HYKLK�PU�[OL�SH[LY�YV\UKZ�HZ�MVSSV^Z!�PU�[OL 
“2nd Scoring Round”��^OPJO�[HRLZ�WSHJL�^OLU�[OL���UK�
:JVYPUN�9V\UK��JHYK�PZ�KYH^U���points are awarded to 
the players with the highest number and second highest 
number of building tiles of each kind.

0M�ZL]LYHS�WSH`LYZ�[PL��[OL�points�MVY�[OL�YLZWLJ[P]L�WSHJLZ�
HYL�shared��7VPU[Z�HYL�HS^H`Z�YV\UKLK�KV^U�

;OL��YK�YV\UK�VM�ZJVYPUN�[HRLZ�WSHJL�H[�[OL�LUK�VM�[OL�

 Diese Stadtmauer bringt bei 
einer Wertung 8 Punkte.

 Innen liegende 
Stadtmauern 
bringen keine 
Punkte.

 Diese Außen mauer 
ist kürzer und 
wird deshalb nicht 
gewertet.

1

2

3

8

7

5

6

4
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�v�*VW`YPNO[������8\LLU�.HTLZ��+�������;YVPZKVYM��.LYTHU`

 Note: the building market is refilled with the remaining tiles as far 
as possible.

NHTL"�WVPU[Z�HYL�[OLU�HSZV�H^HYKLK�[V�[OL�WSH`LYZ�^P[O�
[OL�[OPYK�OPNOLZ[�U\TILY�VM�I\PSKPUNZ�VM�LHJO�RPUK�HZ�
ZOV^U�PU�[OL�L_HTWSL�HUK�VU�[OL�points table on the tile 
reserve board
Take care: building tiles on the reserve boards are NOT 
counted towards players’ scores.

End of the game
;OL�NHTL�LUKZ�^OLU���H[�[OL�LUK�VM�H�WSH`LY�Z�[\YU���
there are not enough building tiles left in the bag to bring 
the total up to four again.

;OL�remaining building�[PSLZ�MYVT�[OL�I\PSKPUN�THYRL[�
HYL�NP]LU�[V�[OL�WSH`LYZ�^OV�OH]L�[OL�TVZ[�TVUL`�VM�[OL�
YLZWLJ[P]L�J\YYLUJ`�PU�[OLPY�OHUK��P[�KVLZ�UV[�TH[[LY�OV^�
T\JO�[OL�I\PSKPUN�JVZ[Z���0M�[^V�VY�TVYL�WSH`LYZ�OH]L�[OL�
ZHTL�HTV\U[�VM�TVUL`�[OLU�[OH[�I\PSKPUN�[PSL�YLTHPUZ�VU�
[OL�I\PSKPUN�THYRL[��)\PSKPUN�[PSLZ�NP]LU�[V�WSH`LYZ�PU�[OPZ�
^H`�TH`�[OLU�IL�HKKLK�[V�[OLPY�(SOHTIYHZ�PU�HJJVYKHUJL�
^P[O�[OL�I\PSKPUN�Y\SLZ�

;OL�[OPYK�HUK�MPUHS�ZJVYPUN�YV\UK�UV^�[HRLZ�WSHJL��;OL�
WSH`LY�^OV�SLHKZ�VU�[OL�ZJVYPUN�IVHYK�HM[LY�[OPZ�SHZ[�
YV\UK�OHZ�^VU��0M�[^V�WSH`LYZ�HYL�SL]LS�[OL�NHTL�PZ�H�
KYH �̂

Special rules for playing with two

;OL�UVYTHS�(SOHTIYH�Y\SLZ�HWWS`�^P[O�[OL�MVSSV^PUN�
JOHUNLZ!

;OL�WHJR�JVU[HPUZ�[OYLL�VM�LHJO�TVUL`�JHYK"�one of 
each is removed��P�L��VUS`�72 money cards�HYL�\ZLK�

;OLYL�PZ�HU�imaginary third player��3L[�\Z�JHSS�OPT�+PYR��
+PYR�KVLZ�UV[�I\PSK�HU�(SOHTIYH�I\[�does collect buil-
ding tiles.�+PYR�KVLZ�UV[�OH]L�HU`�[\YUZ�

At the beginning of the game 6 building tiles are drawn 
randomly from the bag�HUK�W\[�[V�VUL�ZPKL�MVY�+PYR���PU�
M\SS�]PL^�VM�IV[O�WSH`LYZ�

In the scoring rounds Dirk is awarded points for having 
the most of any of the different kinds of building�I\[�not�
MVY�HU�L_[LYUHS�^HSS�

Directly after the first scoring round�+PYR�PZ�NP]LU���TVYL�
[PSLZ�

Dirk is given 6 more tiles�^OPJO�HYL�HSZV�YHUKVTS`�KYH^U�
MYVT�[OL�IHN�HUK�WSHJLK�^P[O�OPZ�V[OLYZ�

(M[LY�[OL�2nd scoring round Dirk is given more buil-
ding tiles.�;OPZ�[PTL�OL�PZ�UV[�ULJLZZHYPS`�NP]LU���I\[�
PZ�PUZ[LHK�NP]LU�a third of the tiles remaining in the bag 
(rounded down).

6US`�VUL�Y\SL�PZ�KPMMLYLU[�MVY�[OL�[^V�WSH`LYZ!�
^OLUL]LY�[OL`�I\`�H�I\PSKPUN�[PSL�
[OL`�JHU�UV[�VUS`�HKK�P[�[V�[OLPY
(SOHTIYH�VY�WSHJL�P[�VU�[OLPY
YLZLY]L�IVHYK" they can also give
the building tile to Dirk.

These are the points awarded in the 3rd scoring round.
Example: The player with the highest number of pavilions is awarded 
16 points. The player with the second highest number of pavilions is 
awarded 8 points. The player with the third highest number of pavili-
ons is awarded 1 point.
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We are in Granada in the Middle Ages. The 
Alhambra has been completed and master 
builders from all over the world are flocking 
to the constantly growing city at the foot of 
the Sierra Nevada. Build schools and bath-
houses, construct residential areas, markets 
and many more buildings that are important. 
Succeed in building the largest city 

The basic rules of “The Palace 
of Alhambra” remain unchanged. 
Any changes are explained on the 

following pages.

Granada components
r��6 Starting tiles���^P[O�[OL�WPJ[\YL�VM�[OL�
(SOHTIYH��;OLYL�PZ�VUL�Z[HY[PUN�[PSL�MVY�
LHJO�WSH`LY�PU�[OLPY�WSH`LY�JVSVY��[OPZ�PZ�
[OL�Z[HY[PUN�WVPU[�VM�[OLPY�PUKP]PK\HS�JP[`�VM�
.YHUHKH��

r��54 building tiles ��ZOV^PUN� �KPMMLYLU[�[`WLZ�VM�I\PSK�
PUNZ�VU�[OLPY�MYVU[�HUK�IHJR�ZPKLZ��;OLYL�HYL����I\PSK�
PUNZ�VM�LHJO�[`WL��[OLPY�]HS\LZ�YHUNPUN�MYVT���[V�����
;OLZL�I\PSKPUN�HYL�\ZLK�[V�I\PSK�[OL�JP[`�VM�.YHUHKH�

;OLYL�PZ�H�KPMMLYLU[�[`WL�VM�I\PSKPUN�VU�[OL�MYVU[�HUK�
IHJR�VM�LHJO�[PSL��(�JVSVYLK�THYR�PUKPJH[LZ�[OL�[`WL�VM�
I\PSKPUN�VU�[OL�YL]LYZL�ZPKL��0M�[OL�]HS\L�VU�[OL�MYVU[�
ZPKL�PZ�HU�L]LU�U\TILY��[OL�UL_[�OPNOLY�VKK�U\TILY�PZ�
VU�[OL�IHJR�ZPKL��;OLYL�HYL�TVH[Z�VU�\W�[V�[OYLL�LKNLZ�
VM�ZVTL�[PSLZ"�[OL�TVH[Z�HYL�VU�[OL�ZHTL�LKNLZ�VU�IV[O�
ZPKLZ�VM�[OL�[PSLZ�

r��1 black Marker ��\ZLK�VU�[OL�NHTL�IVHYK�[V�PUKPJH[L�
^P[O�^OPJO�ZPKL�\W�[OL�I\PSKPUN�[PSLZ�HYL�YLWSLUPZOLK�
�L]LU�U\TILYLK�VY�VKK�U\TILYLK�WYPJL���

r����KV\ISL�ZPKLK�NHTL�IVHYK����^P[O�JPYJ\TMLYLU[PHS�ZJV�
YPUN�[YHJR��;OLYL�HYL�ZWHJLZ�MVY�Z[VYPUN�r�TVUL`�JHYKZ�r�
I\PSKPUN�[PSLZ�r�WSH`LYZ��Z\WWSPLZ�VM�I\PSKPUN�[PSLZ

r���Z\TTHY`�[HISLZ�MVY�ZJVYPUN

Game components from Alhambra

r�����TVUL`�JHYKZ�VM�MV\Y�J\YYLUJPLZ�r���ZJVYPUN�JHYKZ�

r���:JVYPUN�THYRLYZ������VM�LHJO�WSH`LY�JVSVY

r���SPULU�IHN�r��������������THYRLYZ�r���Y\SLZ�IVVRSL[

4 spaces
for money 
cards

Space for storing the 
players’ supply. There is a 
separate storing space for 
each player. 

Moat

Type of building and 
purchase price. An 
even number on the 
front side means 
 there is the next 
 higher odd number on 
the back side.

The 
construc-
tion yard 
- showing 
four spaces 
for four 
building 
tiles. Each 
space is af-
filiated to 
a different 
currency. 

Spaces for the black 
marker The back side 

with the next 
higher odd 
number, 3 in 
this case.Front side with value 2.

Summary of buildings:

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

1 summaries for regular 
scoring. The front side 
shows how many points 
the players will gain 
during the individual 
scorings.

On the back of all 
tables is a detailed 
listing of what has to 
be scored, in precise 
order.

1 scoring sum-
maries used 
for simplified 
scoring (see 
page 11). 

Space for the face down 
deck of money cards.

Granada game board side
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Object of the game
;OL�WSH`LYZ�HJ[�HZ�WYPUJPWHSZ�HUK�LTWSV`�JVUZ[Y\J[PVU�
\UP[Z�PU�VYKLY�[V�KL]LSVW�[OL�JP[`�Z�NYV^[O��;OL�WSH`LY�
OH]PUN�I\PS[�[OL�most buildings of a certain type�H[�[OL�YPNO[�
[PTL���[OH[�PZ�^OLU�H�ZJVYPUN�[HRLZ�WSHJL���NHPUZ�]PJ[VY`�
WVPU[Z��(KKP[PVUHSS`�LHJO�WSH`LY�NHPUZ�]PJ[VY`�WVPU[Z�MVY�
[OL�SVUNLZ[�TVH[�Z\YYV\UKPUN�[OLPY�JP[ �̀�([�[OL�LUK�VM�
[OL�NHTL��[OL�WSH`LY�^P[O�[OL�TVZ[�]PJ[VY`�WVPU[Z�PZ�[OL�
^PUULY�

Setup
r��7SHJL�[OL�game board�PU�[OL�JLU[LY�VM�[OL�WSH`PUN�HYLH��
.YHUHKH�ZPKL�\W��,HJO�WSH`LY�ZOV\SK�IL�PU�JVTMVY[H�
ISL�WVZP[PVU�[V�YLHJO�[OLPY�Z\WWS`�ZWHJL�VU�[OL�IVHYK�

r��7\[�HSS�KV\ISL�ZPKLK�I\PSKPUN�[PSLZ�PU�[OL�IHN��9HUKVT�
S`�KYH^�4 building tiles, one after the other, and place 
them on the four spaces of the construction yard, num-
bered 1 to 4 and with their even numbered side face up. 
Place the black marker on the space of the game board 
indicating the odd numbers.

r��7SHJL�[OL�two summary tables for regular scoring�UL_[�[V�
[OL�NHTL�IVHYK�

;OL�KPZ[YPI\[PVU�VM�ZJVYPUN�THYRLYZ�HUK�Z[HY[PUN�[PSLZ��
[OL�WYLWHYH[PVU�VM�TVUL`�JHYKZ��KLHSPUN�Z[HY[�JHWP[HS�[V�
[OL�WSH`LYZ�HUK�TP_PUN�PU�VM�ZJVYPUN�JHYKZ�PZ�Q\Z[�SPRL�PU�
[OL�IHZPJ�(SOHTIYH�NHTL�

Sequence of play
;OL�ZLX\LUJL�VM�WSH`�PZ�[OL�ZHTL�HZ�PU�[OL�IHZPJ�NHTL��
)LNPUUPUN�^P[O�[OL�Z[HY[�WSH`LY�HUK�JVU[PU\PUN�PU�JSVJR�
^PZL�KPYLJ[PVU��[OL�HJ[P]L�WSH`LY�JHU�WLYMVYT�VUL�VM�[OL�
RUV^U�HJ[PVUZ�
(U`�JOHUNLZ�VM�[OL�HJ[PVUZ�HYL�L_WSHPULK�ILSV^!

 Collect money 
This action is unchanged, compared to the Alhambra rules.

 Buy a building tile
(SZV�[OPZ�action�PZ�not changed��JVTWHYLK�[V�[OL�(SOHT�
IYH�Y\SLZ��>OLU�buying a building�[PSL��[OL�WSH`LY�TH`�
not turn it over.

 Rebuild your individual city of Granada

(SZV�[OPZ�action�PZ�UV[�changed��JVTWHYLK�[V�[OL�(SOHT�
IYH�Y\SLZ��>OLU�rebuilding their city,�H�WSH`LY�TH`�not 
turn over�[OL�I\PSKPUN�[PSL��

The game board’s construc-
tion yard

IMPORTANT! You will find the extra rules for a 2-player-
game on page 11 of these rules

Spaces for the black 
marker

 Note: You will 
need the sco-
ring summaries 
for simplified 
scoring for the 
variant “simplified 
scoring” only, see 
page 11.
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 Place one or more building tiles
0U�JHZL�H�WSH`LY�KLJPKLZ�H[�[OL�LUK�VM�[OLPY�[\YU�[V�
extend their city�I`�[OLPY�HJX\PYLK�[PSL��[OL`�TH`�WSHJL�
P[�^P[O�[OH[�ZPKL�MHJL�\W�^OPJO�^HZ�visible when they 
bought�P[�

0M�[OL`�^HU[�[V�HKK�[OL�[PSL�[V�[OLPY�JP[`�\ZPUN�P[Z�turned 
over side��[OL`�OH]L�[V�WH`�H�TPUPT\T�VM�3 money of any 
one�J\YYLUJ �̀�;OL�WSH`LY�TH`�UV^�I\PSK�[OL�[PSL�^P[O�P[Z�
YL]LYZL�ZPKL�MHJL�\W��

>OLU�YLWSLUPZOPUN�[OL�I\PSKPUN�[PSLZ�H[�[OL�LUK�VM�H�
WSH`LY�Z�[\YU�[V�H�[V[HS�VM�MV\Y��[OL�WVZP[PVU�VM�[OL�ISHJR�
THYRLY�PUKPJH[LZ�PM�[OL�UL^�[PSLZ�HYL�WSHJLK�^P[O�[OLPY�
L]LU�U\TILYLK�WYPJL�MHJL�\W�VY�^P[O�[OLPY�VKK�U\T�
ILYLK�WYPJL��>OLU�[OL�THYRLY�PZ�WVZP[PVULK�VU�[OL�VKK�
U\TILYLK�ZWHJL��[OL�UL^�[PSLZ�HYL�WSHJLK�^P[O�[OLPY�VKK�
U\TILYLK�WYPJL�MHJL�\W

After the construction yard has been completely re-
stocked, move the black marker to its other position.

5V^�[OL�UL_[�WSH`LY�WLYMVYTZ�[OLPY�[\YU�

Scorings
+\YPUN�LHJO�VM�[OL���ZJVYPUNZ�WSH`LYZ�NHPU�]PJ[VY`�WVPU[Z�
IV[O�for majorities of buildings�HUK�MVY�[OL�moats�VM�[OLPY�
PUKP]PK\HS�JP[PLZ�

Victory points for moats

:JVYPUN�MVY�TVH[Z�PZ�[OL�ZHTL�HZ�ZJVYPUN�MVY�JP[`�^HSSZ�PU�
[OL�IHZPJ�NHTL�

Victory points for majorities of buildings

=PJ[VY`�WVPU[Z�HYL�H^HYKLK�MVY�LHJO�[`WL�VM�I\PSKPUN��
;OL�WSH`LY�OVSKPUN�[OL�THQVYP[`�VM�H�JLY[HPU�[`WL�VM�
I\PSK�PUN�NHPUZ�]PJ[VY`�WVPU[Z�KLWLUKPUN�VU�[OL�U\TILY�
VM�I\PSKPUNZ�VM�[OPZ�[`WL�^P[OPU�[OL�JP[PLZ�VM�HSS�WSH`LYZ�

0U�JHZL�VM�H�[PL�MVY�[OL�THQVYP[`�VM�H�JLY[HPU�[`WL�VM�
I\PSKPUN��[OL�[PLK�WSH`LY�V^UPUN�[OL�[PSL�^P[O�[OL�OPNOLZ[�
WYPJL�VM�[OPZ�[`WL�PU�[OLPY�JP[`�PZ�^PUZ�[OL�[PL�

1st scoring
6US`�[OL�WSH`LY�OVSKPUN�[OL�THQVYP[`�VM�H�JLY[HPU�[`WL�
VM�I\PSKPUN�NHPUZ�]PJ[VY`�WVPU[Z�K\YPUN�[OL��Z[�ZJVYPUN��
;OL`�NHPU�HZ�THU`�]PJ[VY`�WVPU[Z�HZ�[OL�[V[HS�U\TILY�VM�
I\PSKPUNZ�VM�[OPZ�[`WL�^P[OPU�[OL�JP[PLZ�VM�HSS�WSH`LYZ�

2nd scoring
+\YPUN�[OL��UK�ZJVYPUN�IV[O�[OL�WSH`LY�OVSKPUN�[OL�
THQVYP[`�VM�H�JLY[HPU�[`WL�VM�I\PSKPUN�NHPUZ�]PJ[VY`�WVPU[Z�
HUK�[OL�Y\UULY�\W��

0M�[OL�WSH`LY�^HU[Z�[V�HKK�[OL�HJX\PYLK�[PSL�[OLPY�perso-
nal supply��[OL`�TH`�WSHJL�P[�[OLYL�^P[O�any side face up.�
;OL`�KV�UV[�OH]L�[V�WH`�MVY�[\YUPUN�[OL�[PSL�V]LY��

Important: Once added to a player’s supply or built as 
part of a city, a tile must never be turned over for the rest 
of the game!
Building rules for Granada
;OL�I\PSKPUN�Y\SLZ�HYL�L_HJ[S`�[OL�ZHTL�HZ�PU�[OL�IHZPJ�
(SOHTIYH�NHTL�

 Example: Yellow has built 3 schools; both Red and Green have built 
2 schools. So there are 7 schools in total. Thus, Yellow gains 7 victory 
points. 
If both Yellow and Red had built 3 schools, they would have to check 
who had built the school with the highest price.

 Example:
The tiles from spaces 2 and 4 
had been bought, the spaces 
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 position indica-
ting odd numbers.

Note: The same rules apply to the moats of Granada as to the city 
walls of Alhambra. 

IMPORTANT! Victory points as shown on the scoring cards are 
 awarded in Alhambra only. In Granada, victory points are awarded in a 

different way, as shown on the scoring summary tables.
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;OL�WSH`LY�^P[O�[OL�THQVYP[`�NHPUZ�[^PJL�HZ�THU`�]PJ[VY`�
WVPU[Z�HZ�[OLYL�HYL�I\PSKPUNZ�VM�[OPZ�[`WL�PU�[OL�JP[PLZ�VM�HSS�
WSH`LYZ�
;OL�Y\UULY�\W�NHPUZ�HZ�THU`�]PJ[VY`�WVPU[Z�HZ�[OLYL�HYL�
I\PSKPUNZ�VM�[OPZ�[`WL�PU�[OL�JP[PLZ�VM�HSS�WSH`LYZ�

3rd scoring
+\YPUN�[OL��YK�ZJVYPUN�[OL�WSH`LY�^P[O�[OL�majority�NHPUZ�
]PJ[VY`�WVPU[Z�HZ�^LSS�HZ�[OL�runner-up and the second 
runner-up.�
;OL�WSH`LY�^P[O�[OL�THQVYP[`�NHPUZ�[OYPJL�HZ�THU`�]PJ[VY`�
WVPU[Z�HZ�[OLYL�HYL�I\PSKPUNZ�VM�[OPZ�[`WL�PU�[OL�JP[PLZ�VM�HSS�
WSH`LYZ�
;OL�Y\UULY�\W�NHPUZ�[^PJL�HZ�THU`�]PJ[VY`�WVPU[Z�HZ�
�[OLYL�HYL�I\PSKPUNZ�VM�[OPZ�[`WL�PU�[OL�JP[PLZ�VM�HSS�WSH`LYZ�
HUK�[OL�WSH`LY�^P[O�[OPYK�TVZ[�I\PSKPUNZ�NHPUZ�HZ�THU`�
]PJ[VY`�WVPU[Z�HZ�[OLYL�HYL�I\PSKPUNZ�VM�[OPZ�[`WL�PU�[OL�
JP[PLZ�VM�HSS�WSH`LYZ��
Any buildings in the players’ personal supplies are ignored 
when scoring.

End of the game
.P]L�[OL�YLTHPUPUN�[PSLZ�[V�[OL�WSH`LYZ�MVSSV^PUN�[OL�RUV^U�
Y\SLZ�MYVT�(SOHTIYH��(�WSH`LY�YLJLP]PUN�H�[PSL�T\Z[�HKK�P[�
[V�[OLPY�JP[`�H[�VUJL���HWWS`PUN�[OL�\Z\HS�I\PSKPUN�Y\SLZ���
ILMVYL�[OL�UL_[��VY�ZHTL��WSH`LY�YLJLP]LZ�H�[PSL��;OLZL�[PSLZ�
JHUUV[�IL�[\YULK�V]LY��5V �̂�PU�VYKLY�MYVT��������HSS�[PSLZ�
YLTHPUPUN�PU�[OL�JVUZ[Y\J[PVU�`HYK�HYL�NP]LU�[V�[OL�WSH`LYZ�
V^UPUN�[OL�TVZ[�HTV\U[�VM�TVUL`�VM�[OL�JVYYLZWVUKPUN�
J\YYLUJ �̀�PNUVYPUN�[OL�WYPJL�VM�[OL�[PSL��0U�JHZL�VM�H�[PL�[OL�
[PSL�PU�X\LZ[PVU�PZ�UV[�NP]LU�[V�HU`�WSH`LY��(�[PSL�YLJLP]LK�
[OPZ�^H`�T\Z[�IL�HKKLK�[V�[OL�WSH`LY�Z�JP[`�H[�VUJL��VIL`PUN�
[OL�I\PSKPUN�Y\SLZ��ILMVYL�[OL�UL_[�[PSL�PZ�NP]LU�[V�[OL�UL_[�
�VY�[OL�ZHTL��WSH`LY��;OLZL�[PSLZ�T\Z[�UL]LY�IL�I\PS[�^P[O�
[OLPY�YL]LYZL�ZPKL�MHJL�\W��Note: It may be wise to forfeit build-
ing, if this would increase some other player’s victory points.�(M[LY�
[OL�JVUZ[Y\J[PVU�`HYK�OHZ�ILLU�LTW[PLK�JVTWSL[LS �̀�[OL�
�YK�ZJVYPUN�[HRLZ�WSHJL��(SZV�PU�.YHUHKH�[OL�^PUULY�PZ�[OL�
WSH`LY�^P[O�[OL�TVZ[�]PJ[VY`�WVPU[Z�HM[LY�[OL��YK�ZJVYPUN��0U�
JHZL�VM�H�[PL��HSS�[PLK�WSH`LYZ�HYL�^PUULYZ

Special rules for 2 players
<ZL�[OL�ZHTL�Y\SLZ�MVY�H���WSH`LY�NHTL�HZ�MVY�[OL�IHZPJ�
NHTL��L_JLW[�MVY�[OL�MVSSV^PUN�JOHUNL!

+PYR�Z�PUP[PHS���[PSLZ�HYL�KPZWSH`LK�^P[O�[OLPY�L]LU�U\T�
ILYLK�ZPKL�MHJL�\W"�[OL�MHJL�\W�ZPKL�VM�OPZ�UL^�[PSLZ�K\YPUN�
[OL�NHTL�KLWLUKZ�VU�[OL�ISHJR�THYRLY�Z�WVZP[PVU�

Simplified scoring
>OLU�WSH`PUN�^P[O�JOPSKYLU�VY�^OLU�Z[PSS�SLHYUPUN�[OL�
NHTL��WSH`LYZ�TH`�HNYLL�[V�\ZL�ZPTWSPMPLK�ZJVYPUN��>P[O�
ZPTWSPMPLK�ZJVYPUN��WSH`LYZ�NHPU�H�MP_LK�U\TILY�VM�]PJ[V�
Y`�WVPU[Z�MVY�[OLPY�I\PSKPUNZ�

1st scoring
-VY�LHJO�[`WL�VM�I\PSKPUN�[OL�WSH`LY�OVSKPUN�[OL�THQVYP[`�
NHPUZ���]PJ[VY`�WVPU[Z�

2nd scoring
-VY�LHJO�[`WL�VM�I\PSKPUN�[OL�WSH`LY�OVSKPUN�[OL�THQVYP[`�
NHPUZ����]PJ[VY`�WVPU[Z��[OL�Y\UULY�\W�NHPUZ���]PJ[VY`�
WVPU[Z�

3rd scoring
-VY�LHJO�[`WL�VM�I\PSKPUN�[OL�WSH`LY�OVSKPUN�[OL�THQVYP[`�
NHPUZ����]PJ[VY`�WVPU[Z��[OL�Y\UULY�\W�NHPUZ����]PJ[VY`�
WVPU[Z�HUK�[OL�ZLJVUK�Y\UULY�\W�NHPUZ���]PJ[VY`�WVPU[Z�

Example (2nd  scoring): Blue has 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; thus, Blue gains 2 x 9 = 18 victory points and Green 
gains 1 x 9 = 9 victory points.

Example (3rd scoring): Now both Blue and Green have 4 schools, Red 
still has no more than 2. There are 10 schools in total; Blue’s most 
expensive school’s worth is 9, whereas Green paid 12 for his most 
expensive school. This means that now Green holds the majority, he 
gains 3 x 10 = 30 victory points; Blue is runner-up and gains 2 x 10 
= 20 victory points, finally Red gains 1 x 10 = 10 victory points as 
second runner-up.

�v�*VW`YPNO[���� �8\LLU�.HTLZ��+�������;YVPZKVYM��.LYTHU`
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Game components
r����Z[HY[PUN�[PSLZ�VM��(SOHTIYH����;OL�Z[HY[PUN�[PSLZ�VM�
�.YHUHKH��HYL�UV[�\ZLK�

@V\�^PSS�ULLK�HSS�V[OLY�TH[LYPHS�VM�IV[O�NHTLZ�

Setup
r��7SHJL�[OL�game board�PU�[OL�JLU[LY�VM�[OL�WSH`PUN�HYLH��
.YHUHKH�ZPKL�\W��,HJO�WSH`LY�ZOV\SK�IL�PU�JVTMVY[H�
ISL�WVZP[PVU�[V�YLHJO�[OLPY�Z\WWS`�ZWHJL�VU�[OL�IVHYK�

r��,HJO�WSH`LY�WSHJLZ�[OLPY��(SOHTIYH��Z[HY[PUN�[PSL�PU�
MYVU[�VM�[OLTZLS]LZ�HUK�W\[Z�H�WSH`LY�THYRLY�PU�H�JVSVY�
VM�[OLPY�JOVPJL�VU�[VW�VM�P[�

r��>OLU�WYLWHYPUN�[OL�TVUL`�JHYKZ�KLJR�VUS`�[OL��Z[�
ZJVYPUN�JHYK�PZ�TP_LK�PU[V�[OL��YK�WPSL��7\[�aside the 2nd 
scoring card for the time being��0[�PZ�TP_LK�PU[V�[OL��UK�WPSL�
VUS`�^OLU�[OL�KPZJHYK�WPSL�PZ�YLZO\MMSLK�ILJH\ZL�[OL�KYH^�
WPSL�PZ�L_OH\Z[LK�

r��-PSS�LHJO�VM�[OL���ZWHJLZ�VM�[OL�JVUZ[Y\J[PVU�`HYK�^P[O�
one Alhambra and one Granada tile each.�(SS�.YHUHKH�
[PSLZ�VM�[OPZ�MPYZ[�KLSP]LY`�T\Z[�H[�SLHZ[�ZOV^�VUL�TVH[���

   ANote: Toss any drawn Granada building tiles without a moat 
back into the bag and draw a new one.

(SS�YLTHPUPUN�ZL[\W�PZ�[OL�ZHTL�HZ�MVY�”Granada”

Sequence of play
;OL�ZLX\LUJL�VM�WSH`�PZ�[OL�ZHTL�HZ�PU�[OL�IHZPJ�NHTL��
)LNPUUPUN�^P[O�[OL�Z[HY[�WSH`LY�HUK�JVU[PU\PUN�PU�JSVJR�
^PZL�KPYLJ[PVU��[OL�HJ[P]L�WSH`LY�JHU�WLYMVYT�VUL�VM�[OL�
RUV^U�HJ[PVUZ�

(U`�JOHUNLZ�VM�[OL�HJ[PVUZ�HYL�L_WSHPULK�ILSV^!

 Collect money 
This action is absolutely unchanged, compared to the 
“Alhambra” and “Granada” rules.

Object of the game
7SH`LY�Z[HY[�I\PSKPUN�[OLPY�(SOHTIYH��(Z�ZVVU�HZ�H�WSH`LY�
OHZ�I\PS[�JP[`�^HSSZ�PU�[OLPY�(SOHTIYH��[OL`�TH`�Z[HY[�I\PS�
KPUN�[OL�Z\YYV\UKPUN�JP[`�VM�.YHUHKH���
>OV�^PSS�IL�[OL�TVZ[�Z\JJLZZM\S�I\PSKLY�VM�IV[O�[OLPY�
(SOHTIYH�HUK�.YHUHKH&

+

The rules of this combination of “Alhambra” and “Granada” are basically like 
the rules of “Granada”. Any changes are explained below:

When (re)filling the construc-
tion yard, always 1 Alhambra 
and 1 Granada tile are placed 
side by side

Note: Since the players receive an Alhambra starting tile 
only and none for Granada, they must start building the 
Alhambra first. They begin to build Granada only later, as 
explained in the new building rules (see page 13).
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 Buy a building tile 

(SZV�[OPZ�action�PZ�not changed��JVTWHYLK�[V�[OL��(SOHT�
IYH��HUK��.YHUHKH��Y\SLZ��

/V^L]LY��[OL�WSH`LY�JHU�JOVVZL�UV^�IL[^LLU�HU�(S�
OHTIYH�[PSL�HUK�H�.YHUHKH�[PSL�MVY�[OLPY�TVUL`�VM�VUL�
J\YYLUJ �̀

 Rebuild your individual city of Granada

(SZV�[OPZ�action�PZ�not changed��JVTWHYLK�[V�[OL��(SOHT�
IYH��HUK��.YHUHKH��Y\SLZ��

 Place one or more building tiles
0U�JHZL�H�WSH`LY�KLJPKLZ�H[�[OL�LUK�VM�[OLPY�[\YU�[V�
L_[LUK�[OLPY�(SOHTIYH�VY�.YHUHKH��[OL`�T\Z[�VIL`�[OL�
\Z\HS�I\PSKPUN�Y\SLZ�MVY�[OL�(SOHTIYH�HUK�MVY�.YHUHKH��

Additionally, there are two new building rules:

r��>OLU�I\PSKPUN�HU�(SOHTIYH�HUK�H�.YHUHKH�[PSL�UL_[�
[V�LHJO�V[OLY��[OLPY�[HUNLU[�LKNL�Z��HS^H`Z�must�IL�
JVTWVZLK�VM�H�JP[`�^HSS�HUK�H�TVH[�

>OLU�I\PSKPUN�[OLPY�MPYZ[�.YHUHKH�[PSL��H�WSH`LY�Z[HY[Z�
I\PSKPUN�[OLPY�JP[ �̀�;OPZ�MPYZ[�.YHUHKH�[PSL�M\UJ[PVUZ�
HZ�H�Z[HY[PUN�[PSL��HUK�[OL�WSH`LY�TV]LZ�[OLPY�WSH`LY�
THYRLY�MYVT�[OLPY�(SOHTIYH�Z[HY[PUN�[PSL�[V�[OLPY�MPYZ[�
.YHUHKH�[PSL�PU�VYKLY�[V�PUKPJH[L�[OPZ�

r��;OL��WLKLZ[YPHU�Y\SL��HWWSPLZ�separately�[V�IV[O�[OL�
(SOHTIYH�HUK�[V�.YHUHKH�

:WSP[�[OL�KPZJHYK�WPSL�PU[V���ZTHSSLY�WPSLZ��^OLU�[OL�
TVUL`�JHYKZ�KLJR�PZ�L_OH\Z[LK�MVY�[OL�MPYZ[�[PTL�HM[LY�YL�
WSLUPZOPUN�[OL�TVUL`�JHYKZ�[V���H[�[OL�LUK�VM�H�WSH`LY�Z�
[\YU��4P_�[OL��UK�ZJVYPUN�JHYK�PU[V�[OL��UK�WPSL��;OLU��
MVYT�[OL�JVTWSL[L�KLJR�Z�\Z\HS�

(M[LY�YLWSLUPZOPUN�[OL�JVUZ[Y\J[PVU�`HYK��\ZPUN�[OL�Y\SLZ�
VM��.YHUHKH���[OL�UL_[�WSH`LY�WLYMVYTZ�[OLPY�[\YU

Scoring
:JVYPUN�PZ�KVUL�[OL�ZHTL�^H`�HZ�PU�[OL�NHTLZ��;OL�
7HSHJL�VM�(SOHTIYH��HUK��.YHUHKH���P��L��^OLU�[OL�ZJV�
YPUN�JHYKZ�HYL�YL]LHSLK�HUK�H[�[OL�LUK�VM�[OL�NHTL�

r��:JVYL�HSS�Alhambra buildings and city walls�HZ�\Z\HS��
:JVYL�HU`�JP[`�^HSSZ�Y\UUPUN�WHYHSSLS�[V�H�TVH[�HZ�
\Z\HS�

r��:JVYL�HSS�Granada buildings and moats�HZ�\Z\HS��:JVYL�
HU`�TVH[Z�Y\UUPUN�WHYHSSLS�[V�H�JP[`�^HSS�HZ�\Z\HS�

r��7SH`LYZ�NHPU�HKKP[PVUHS�WVPU[Z�MVY�[OLPY�longest�Z[YL[JO�
VM�parallel city walls and moats.�,HJO�ZLJ[PVU�VM�[OPZ�JP[`�
wall-moat-combination�PZ�^VY[O���]PJ[VY`�WVPU[Z.

End of the game
;OL�NHTL�LUKZ�HZ�ZVVU�HZ�H[�SLHZ[�VUL�ZWHJL�VM�[OL�
JVUZ[Y\J[PVU�`HYK�YLTHPUZ�LTW[ �̀�ILJH\ZL�P[�JHUUV[�IL�
YLWSLUPZOLK�^P[O�HU�(SOHTIYH�YLZWLJ[P]LS`�H�.YHUHKH�
[PSL��P��L��[OL�Z\WWS`�VM�LP[OLY�[OL�(SOHTIYH�VY�.YHUHKH�
[PSLZ�VY�VM�IV[O�PZ�L_OH\Z[LK��

.P]L�[OL�YLTHPUPUN�[PSLZ�[V�[OL�WSH`LYZ�HZ�\Z\HS��L_JLW[�
[OH[�UV^�[OL�WSH`LY�V^UPUN�[OL�TVZ[�TVUL`�VM�H�JLY�
[HPU�J\YYLUJ`�TH`�YLJLP]L�[^V�[PSLZ��VUL�(SOHTIYH�HUK�
VUL�.YHUHKH�[PSL���PM�IV[O�[PSLZ�HYL�Z[PSS�H]HPSHISL�MVY�[OPZ�
J\YYLUJ �̀

Note: After the construction yard has been completely restocked 
at the end of a player’s turn, move the black marker to its other 
position, if at least one Granada tile had been purchased.

Note: A player may buy two building tiles during their turn, pa-
ying money of one currency only. This means that a player may 
perform a maximum of 9 actions in a row (8 times paying the 
exact price for a tile + 1 extra action)

No tile can be built on the 
marked space: The arcade 
demands another Alham-
bra tile; a Granada tile is 
required for the library

�v�*VW`YPNO[������8\LLU�.HTLZ��+�������;YVPZKVYM��.LYTHU`
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This extension contains four additional modules for the 
original game (the Palace of Alhambra); they can be 
used either singly or in any combination.

All rules changes and additions as well as additional 
game components are explained now.

THE BUREAU DE CHANGE
„The bureaux de change”�HYL�ZP_�UL^�WSH`PUN�JHYKZ�^OPJO�JHU�IL�
WPJRLK�\W�SPRL�TVUL`�JHYKZ��;OL`�THRL�P[�T\JO�LHZPLY�[V�WH`�L_�
HJ[S`�HZ�PM�`V\�OVSK�VUL�PU�`V\Y�OHUK�`V\�JHU�WH`�^P[O�[^V�J\YYLU�
JPLZ�PUZ[LHK�VM�VUL��<UMVY[\UH[LS �̀�`V\�JHU�VUS`�\ZL�H�I\YLH\�KL�
JOHUNL�JHYK�VUJL��(M[LY�[OH[��P[�PZ�WSHJLK�VU�[OL�KPZJHYK�WPSL

 Notes

r�0M�ZL]LYHS�WSH`LYZ�^HU[�[V�\ZL�[OLPY�]PaPLY�H[�[OL�ZHTL�[PTL��[OL�WSH`LY�^OV�^V\SK�IL�UL_[�PU�[OL�VYKLY�VM�WSH`�JVTLZ�MPYZ[��((The player due 
to play next would be the first  -  the player who has just finished their turn would be last.)�;OL�V[OLY�WSH`LYZ�TH`�[OLU�KLJPKL�HNHPU�^OL[OLY�
[OL`�^HU[�[V�\ZL�[OLPY�]PaPLY�WPLJL�

r��>OLU�[OL�SHZ[�I\PSKPUN�[PSLZ�HYL�ILPUN�ZOHYLK�V\[�H[�[OL�LUK�VM�[OL�NHTL��[OL�]PaPLY�WPLJL�JHU�UV�SVUNLY�IL�\ZLK�

r�([�[OL�LUK�VM�[OL�NHTL�P[�KVLZ�UV[�TH[[LY�PM�H�]LaPLY�Z�[VRLU�PZ�HJ[P]H[LK�VY�UV[�

r��<ZPUN�[OL�]PaPLY�WPLJL�KVLZ�not�HSSV^�H�WSH`LY�[V�[HRL�H�^VYRLYZ��O\[�(See  the “Workers’ huts” module)�

 Equipment

��^VVKLU�]PaPLY�WPLJLZ�PU�[OL�
WSH`LYZ��JVSV\YZ��

 Getting ready to play

)LMVYL�[OL�NHTL�ILNPUZ��LHJO�WSH`LY�YLJLP]LZ�[OL�]PaPLY�
WPLJL�PU�[OLPY�JVSV\Y�^OPJO�[OL`�WSHJL�MHJL�\W�PU�MYVU[�VM�
[OLT��(You can only use the vizier piece when it is face up.)  
;OL�WPLJLZ�^OPJO�HYL�UV[�ULLKLK�HYL�YLTV]LK�MYVT�[OL�
NHTL�

 The Vizier’s favour

,HJO�[PTL�H�WSH`LY�OHZ�JVTWSL[LS`�MPUPZOLK�[OLPY�[\YU��
HU`�VM�[OL�WSH`LYZ�TH`�PU[LYY\W[�[OL�UVYTHS�VYKLY�VM�WSH`�
HUK�THRL�H�:WLJPHS�4V]L�I`�I\`PUN�H�I\PSKPUN�[PSL�MYVT�
[OL�I\PSKPUN�THYRL[�HUK�WVZP[PVUPUN�P[���

/V^L]LY��[OL`�JHU�VUS`�KV�ZV�VU�[OL�MVSSV^PUN�JVUKP[PVUZ!

r�[OLPY�]PaPLY�WPLJL�T\Z[�IL�PU�WSH`�(face up)"�

r�[OL`�T\Z[�WH`�MVY�[OL�I\PSKPUN�[PSL�^P[O�[OL�L_HJ[�TVUL �̀

(�WSH`LY�^OV�THRL�[OPZ�ZWLJPHS�TV]L�KVLZ�UV[�OH]L�[OL�
L_[YH�NV�[OL`�^V\SK�UVYTHSS`�NL[�I`�WH`PUN�L_HJ[S �̀�;OL�
WSH`LY�[OLU�[\YUZ�[OLPY�]PaPLY�WPLJL�V]LY�(face down)����P[�
PZ�UV^�UV�SVUNLY�PU�WSH �̀�;OL�WSH`LY�[HRLZ�[OL�I\PSKPUN�
[OL`�^HU[��WH`Z�[OL�L_HJ[�WYPJL�HUK�WVZP[PVUZ�P[�HJJVYKPUN�
[V�[OL�I\PSKPUN�Y\SLZ�VY�WSHJLZ�P[�VU�[OLPY�YLZLY]L�IVHYK��
The player does not have an extra go. 

;OL�I\PSKPUN�THYRL[�PZ�[OLU�YLMPSSLK�ZV�[OH[�[OLYL�HYL���
I\PSKPUNZ��;OL�UVYTHS�VYKLY�VM�WSH`�[OLU�YLZ\TLZ�^P[O�
[OL�WSH`LY�^OV�^V\SK�OH]L�ILLU�UL_[�

 Bringing the vizier piece back into play

,HJO�WSH`LY�UVYTHSS`�OHZ�[OYLL�KPMMLYLU[�VW[PVUZ�^OLU�
P[�PZ�[OLPY�[\YU��;HRL�ZVTL�TVUL`��r�)\`�HUK�WVZP[PVU�H�
I\PSKPUN�[PSL�r�9LKLZPNU�[OLPY�(SOHTIYH����5V^�[OLYL�PZ�
HUV[OLY�VW[PVU�HZ�^LSS!��

Bring the vizier back into play. 

;OL�]PaPLY�WPLJL�PZ�[\YULK�V]LY�ZV�[OH[�P[�PZ�MHJL�\W��0[�JHU�
UV^�IL�\ZLK�H[�HU`�[PTL�MVY�[OL�ZWLJPHS�TV]L

 Equipment

��I\YLH\�KL�JOHUNL�JHYKZ!�WSH`PUN�
JHYKZ�^OPJO�LHJO�ZOV^�[^V�
KPMMLYLU[�J\YYLUJPLZ�

 Getting ready to play

>OLU�[OL�7HSHJL�VM�(SOHTIYH�TVUL`�JHYKZ�HYL�KP]PKLK�
PU[V�MP]L�WPSLZ�H[�[OL�Z[HY[�VM�H�NHTL��two bureau de change 
cards�HYL�JVUJLHSLK�PU�[OL�2nd, 3rd and 4th piles.

“Winning the Vizier’s favour”�PZ�H�TVK\SL�^OPJO�HSSV^Z�[OL�UVYTHS�
VYKLY�VM�WSH`�[V�IL�PU[LYY\W[LK�MVY�H�ZWLJPHS�TV]L!�

[OL�W\YJOHZL�VM�H�I\PSKPUN�[PSL��
)\[�[OPZ�OHZ�P[Z�WYPJL��;OL�I\PSKPUN�T\Z[�IL�WHPK�MVY�^P[O�[OL�L_HJ[�

TVUL`�I\[�`V\�KV�UV[�NL[�HU�L_[YH�NV���
Can be combined with Granada!

THE VIZIER Ś FAVOUR
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Example: A player has the building tile showing the number 10 and 
a garden without a wall; the player has added it to their Alhambra 
and laid the matching bonus card face up in front of him. This player 
would now have two gardens in a scoring round.

vvvvvv

vvvvvvvv

vvvvv

vvv

vvvvvv

vvv
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 How do you get the bureau de change cards?

>OLU�[OL�[VW�JHYK�[HRLU�MYVT�[OL�TVUL`�WPSL�PZ�H�I\�
YLH\�KL�JOHUNL�JHYK��`V\�SH`�P[��SPRL�HU`�V[OLY�JHYK��MHJL�
\W�UL_[�[V�[OL�I\PSKPUN�THYRL[��;OLYL�HYL�HS^H`Z�H�TH_P�
T\T�VM�MV\Y�JHYKZ�ZOV^PUN��UV�TH[[LY�^OL[OLY�[OL`�HYL�
I\YLH\�KL�JOHUNL�JHYKZ�VY�TVUL`�JHYKZ�

;OL�WSH`LY�^OVZL�[\YU�P[�PZ�TH`�UV^�[HRL�H�I\YLH\�KL�
JOHUNL�JHYK�PUZ[LHK�VM�TVUL �̀�@V\�JHU�OH]L�HZ�THU`�
I\YLH\�KL�JOHUNL�JHYKZ�PU�`V\Y�OHUK�HZ�`V\�SPRL�

 How do you use the bureau de change cards?

(�I\PSKPUN�[PSL�\Z\HSS`�OHZ�[V�IL�WHPK�MVY�^P[O�[OL�J\YYLU�
J`�ZOV^U�KPYLJ[S`�UL_[�[V�[OL�I\PSKPUN�[PSL�PU�[OL�I\PSKPUN�
THYRL[�

0M�[OL�I\YLH\�KL�JOHUNL�JHYK�HSZV�ZOV^Z�[OPZ�J\YYLUJ`�P[�JHU�
IL�WSH`LK�HUK�[OL�WSH`LY�JHU�I\`�one building tile�\ZPUN�HU`�
JVTIPUH[PVU�VM�[OL�[^V�J\YYLUJPLZ�VU�[OL�JHYK�

Example: a player has the following 
four cards in their hand: 7 and 2 
denars (blue), 9 florins (yellow) 
and the blue-and-yellow bureau de 
change card. With these cards he 
could buy either the garden or the 
pavilion pictured. 
He can now choose: either he pays 9 
florins and 2 denars for the garden 
or he pays 7 denars which is the ex-
act money for the pavilion. In either 
of these cases he plays his bureau 
de change card which he must then 
discard. He is not allowed to use his 
bureau de change card twice.

 Notes

r�>OLU�HSS�[OL�JHYKZ�PU�[OL�TVUL`�WPSL�OH]L�ILLU�\ZLK��[OL�KPZJHYKLK�JHYKZ���PUJS\KPUN�[OL�\ZLK�I\YLH\�KL�JOHUNL�JHYKZ���HYL�ZO\MMSLK�HUK�
WSHJLK�MHJL�KV^U�[V�THRL�H�UL^�WPSL�

r�([�[OL�LUK�VM�LHJO�[\YU�HU`�JHYKZ�^OPJO�OH]L�ILLU�YLTV]LK�HYL�YLWSHJLK�^P[O�UL^�VULZ�ZV�[OH[�[OLYL�HYL�MV\Y�PU�[V[HS���L]LU�PM�[OPZ�PUJS\�
KLZ�VUL�VY�TVYL�I\YLH\�KL�JOHUNL�JHYKZ�

r�>OLU�[OL�SHZ[�I\PSKPUN�[PSLZ�HYL�ZOHYLK�V\[�H[�[OL�LUK�VM�[OL�NHTL��[OL�I\YLH\�KL�JOHUNL�JHYKZ�JHU�UV�SVUNLY�IL�\ZLK�

“Bonus cards “ ^OPJO�OH]L�ILLU�WSH`LK�JV\U[�HZ�I\PSKPUN�[PSLZ�
PU�[OL�ZJVYPUN�YV\UKZ��(Z�[OL`�HYL�UV[�UVYTHSS`�WSH`LK�\U[PS�
SH[LY�PU�[OL�NHTL��[OL`�JHU�JH\ZL�H�ML^�Z\YWYPZLZ�^OLU�[OL�

ZJVYLZ�MVY�[OL�I\PSKPUNZ�HYL�H^HYKLK��/V^L]LY��`V\�JHU�VUS`�
WSH`�[OLT�^OLU�`V\�OH]L�HKKLK�[OL�I\PSKPUN�WPJ[\YLK�VU�[OL�

JHYK�[V�`V\Y�(SOHTIYH�

THE BONUS CARDS 

 Equipment

���bonus cards!�WSH`PUN�
JHYKZ�^OPJO�LHJO�ZOV^�
H�WPJ[\YL�VM�H�WHY[PJ\SHY�
I\PSKPUN�[PSL��

 Getting ready to 
play

;OL�IVU\Z�JHYKZ�HYL�ZO\MMSLK�HUK�KLHS[�MHJL�KV^U�[V�HSS�
[OL�WSH`LYZ�HZ�MVSSV^Z!�
^P[O 2 or 3 players�LHJO�WSH`LY�YLJLP]LZ�3 bonus cards���
^P[O�4 or 5 players LHJO�WSH`LY�YLJLP]LZ 2 bonus cards�
^P[O�6 players�LHJO�WSH`LY�YLJLP]LZ�1 bonus card���
)VU\Z�JHYKZ�^OPJO�OH]L�UV[�ILLU�KLHS[�V\[�HYL�ZL[�HZPKL�MHJL�
KV^U�

 How the bonus cards work

6U�LHJO�IVU\Z�JHYK��[OLYL�PZ�H�WPJ[\YL�VM�H�WHY[PJ\SHY�
I\PSKPUN�[PSL��

(Note: The 10 cards show the building tiles which do not 
have a wall on them.)

(�WSH`LY�^OV�HKKZ�H�I\PSKPUN�[PSL�[V�[OLPY�(SOHTIYH�K\YP�
UN�[OL�NHTL�HUK�HSZV�OHZ�[OL�TH[JOPUN�IVU\Z�JHYK�JHU�
WSH`�[OPZ�IVU\Z�JHYK�I`�SH`PUN�P[�MHJL�\W�PU�MYVU[�VM�OPT�
H[�HU`�[PTL�
6UJL�H�IVU\Z�JHYK�OHZ�ILLU�WSH`LK��P[�JV\U[Z�HZ�HU�
L_[YH�I\PSKPUN�VM�[OH[�WHY[PJ\SHY�RPUK�K\YPUN�[OL�ZJVYPUN�
YV\UKZ�
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There are 3 blue … 4 brown … 5 green

… 3 red … 4 white white     and 5 pur-
ple workers’ huts.

Example: The player 
has already used 3 
workers’ huts and is 
not allowed to take any 
more.

The purple workers’ hut does not count as although it is 
joined to a tower, it is separated from the tower by a wall.

The upper brown 
workers’ hut has two 
neighbouring arcades 
without any wall in 
between and counts 
as 2 extra arcades 
when scoring. 

The lower brown 
workers’ hut has one 
neighbouring arcade 
and therefore counts 
as 1 extra arcade.

vvvvv

vvvvvv

+1

+1

+1

+1

vvvvv

vvv

vvv

vvv

vvv

vvvvvv
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 Notes

r��0M�H�WSH`LY�YLTV]LZ�H�I\PSKPUN�[PSL�MYVT�[OLPY�(SOHTIYH�HM[LY�OH]PUN�HSYLHK`�WSH`LK�[OL�TH[JOPUN�IVU\Z�JHYK��[OL�WSH`LY�T\Z[�WPJR�\W�[OL�IVU\Z�
JHYK�HNHPU��5LP[OLY�[OL�IVU\Z�JHYK�UVY�[OL�I\PSKPUN�[PSL�VU�[OL�YLZLY]L�IVHYK�^V\SK�[OLU�JV\U[�K\YPUN�H�ZJVYPUN�YV\UK��6US`�^OLU�[OL�I\PSKPUN�
[PSL�OHZ�ILLU�HKKLK�[V�[OL�(SOHTIYH�HNHPU�JHU�[OL�TH[JOPUN�IVU\Z�JHYK�IL�WSH`LK�HUK�[OLU�JV\U[�HZ�HU�L_[YH�I\PSKPUN�PU�H�ZJVYPUN�YV\UK

r��6UJL�`V\�OH]L�HKKLK�[OL�I\PSKPUN�[PSL�[V�`V\Y�V^U�(SOHTIYH��`V\�JHU�WSH`�H�TH[JOPUN�IVU\Z�JHYK�H[�HU`�[PTL��PUJS\KPUN�K\YPUN�H�ZJVYPUN�
YV\UK�

r��0[�TH`�^LSS�IL�H�NVVK�PKLH�[V�VUS`�WSH`�H�IVU\Z�JHYK�SH[LY�VU��MVY�L_HTWSL�[V�SLH]L�V[OLY�WSH`LYZ�PU�[OL�KHYR�HZ�[V�^OV�YLHSS`�OHZ�[OL�TVZ[�VM�
[OH[�WHY[PJ\SHY�RPUK�VM�I\PSKPUN��@V\�TH`�[OLU�WLYOHWZ�IL�HISL�[V�ZWYPUN�H�Z\YWYPZL�K\YPUN�[OL�[OPYK�ZJVYPUN�YV\UK�^OLU�[OLYL�HYL�[OL�TVZ[�
WVPU[Z�[V�IL�^VU��

THE WORKERS’ HUTS
;OLYL�PZ�H�UL^�RPUK�VM�I\PSKPUN�MVY�[OL�(SOHTIYH!�the workers’ 

huts��0M�H�^VYRLYZ��O\[�PZ�WVZP[PVULK�ZRPSM\SS �̀�P[�JHU�JV\U[�HZ�H�TH�
_PT\T�VM�[OYLL�I\PSKPUNZ�VM�[OL�ZHTL�RPUK��)\[�[OL�^VYRLYZ��O\[Z�
HYL�UV[�VUS`�PTWVY[HU[�MVY�NL[[PUN�[OL�TVZ[�I\PSKPUNZ"�[OL`�HSZV�
OLSW�WSH`LYZ�[V�WSHU�[OLPY�^HSSZ�IL[[LY��<UMVY[\UH[LS �̀�LHJO�WSH`LY�

JHU�VUS`�\ZL�H�TH_PT\T�VM�[OYLL�O\[Z

 Equipment

���I\PSKPUN�[PSLZ�^OPJO�ZOV^�ZP_�KPMMLYLU[�^VYRLYZ��O\[Z��
;OLYL�HYL�^VYRLYZ��O\[Z�PU�[OL�ZHTL�JVSV\YZ�HZ�LHJO�RPUK�
VM�I\PSKPUN�PU�[OL�VYPNPUHS�NHTL�

 Getting ready to play
;OL�^VYRLYZ��O\[Z�HYL�ZVY[LK�HJJVYKPUN�[V�[OLPY��
JVSV\Y��[OLU�LHJO�VM�[OL���WPSLZ�PZ�ZO\MMSLK�HUK��
WSHJLK�MHJL�KV^U�UL_[�[V�[OL�I\PSKPUN�THYRL[��5L_[��
[OL�[VW�^VYRLYZ��O\[�VM�LHJO�WPSL�PZ�[\YULK�MHJL�\W�

 How to play
,HJO�WSH`LY�UVYTHSS`�OHZ�[OYLL�KPMMLYLU[�VW[PVUZ��
^OLU�P[�PZ�[OLPY�[\YU��;HRL�ZVTL�TVUL`�r�)\`�HUK��
WVZP[PVU�H�I\PSKPUN�[PSL�r�9LKLZPNU�[OLPY�V^U��
(SOHTIYH���;OL`�UV^�OH]L��
HUV[OLY�VW[PVU!�build a workers’ hut.
Build a workers’ hut
@V\�JHU�[HRL�HU`�one�VM�[OL�\W[\YULK�^VYRLYZ��O\[Z�MYVT�
[OL�ZP_�WPSLZ��;OLU�[OL�UL_[�^VYRLYZ��O\[�PU�[OL�WPSL�PZ�
[\YULK�MHJL�\W�

0M�HSS�[OL�[PSLZ�OH]L�ILLU�[HRLU�MYVT�H�WPSL��[OPZ�RPUK�VM�
^VYRLYZ��O\[�PZ�UV�SVUNLY�H]HPSHISL�
(�^VYRLYZ��O\[�KVLZ�UV[�JVZ[�HU`�TVUL`�(and cannot the-
refore be paid for exactly, which means there is no extra go). 
([�[OL�LUK�VM�H�[\YU��[OL�^VYRLYZ��O\[��[VNL[OLY�^P[O�V[OLY�
I\PSKPUN�[PSLZ�PM�[OL�WSH`LY�OHZ�Q\Z[�IV\NO[�[OLT��PZ�HKKLK�
[V�[OL�WSH`LY�Z�V^U�(SOHTIYH�VY�WSHJLK�VU�[OLPY�YLZLY]L�
IVHYK�HJJVYKPUN�[V�[OL�I\PSKPUN�Y\SLZ��
,HJO�WSH`LY�PZ�HSSV^LK�H�TH_PT\T�VM�three workers’ huts��
PUJS\KPUN�[OVZL�VU�[OLPY�YLZLY]L�IVHYK��;OL�Y\SLZ�MVY�redesi-
gning the Alhambra also�HWWS`�[V�[OL�^VYRLYZ��O\[Z�
Scoring with the workers’ huts
r��>OLU�ZJVYPUN��H�^VYRLYZ��O\[�TH`�count�HZ�nothing�VY�
HZ�\W�[V�H�TH_PT\T�VM�three�L_[YH�I\PSKPUNZ�VM�[OL�ZHTL�
JVSV\Y��KLWLUKPUN�VU�P[Z�WVZP[PVU��0M�H�^VYRLYZ��O\[�PZ�
QVPULK�[V�one�I\PSKPUN�VM�[OL�ZHTL�JVSV\Y�P[�JV\U[Z�HZ�
one�HKKP[PVUHS�I\PSKPUN�VM�[OPZ�RPUK��PM�P[�PZ�QVPULK�[V�2 or 
3�I\PSKPUNZ�VM�[OL�ZHTL�JVSV\Y��P[�JV\U[Z�HZ�2 or 3�I\PS�
KPUNZ�VM�[OPZ�RPUK��HZ�SVUN�HZ�PU�LHJO�JHZL�[OLYL�PZ�UV�^HSS�
IL[^LLU�[OL�^VYRLYZ��O\[�HUK�[OL�ULPNOIV\YPUN�I\PS�
KPUNZ�VM�[OL�ZHTL�JVSV\Y�

r��;OL�^HSSZ�VU�[OL�^VYRLYZ��O\[�[PSLZ�HYL�ZJVYLK�PU�[OL�
ZHTL�^H`�HZ�\Z\HS�

v�*VW`YPNO[������8\LLU�.HTLZ��+�������;YVPZKVYM��.LYTHU`
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