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Preface to the 10th anniversary of the board game "FRESCO"

How it all started ...

In 2002, our paths crossed in the office of a health insurance company where both of us were working
as social security employees. We soon become good friends as we discovered we shared quite a few
interests: Soccer/football, especially being fans of MSV Duisburg, as well as similar tastes in music.
However, one thing forged us together even more—board and card games.

Thus, we got together on a regular basis, together with our then partners, now spouses. We developed
the habit of analyzing each game after we had played it. One day, we said to ourselves: "Designing

games — we can do that as well!" We started with some concepts of our own, and a few self-made
prototypes.

We always start with a concept of a certain subject, and then begin developing the
rules of the game. In 2006 we came up with the subject of painting frescos. As
painters, we restore frescos on the ceilings of a church, and have always admired co-
lorful frescos and stained-glass windows. During a brainstorming session Marcel made a crucial
remark: "Why not simply let those small wooden cubes be what they are? Colored pieces, that’s
what they are. Blue is blue, just like that, and not water or something else, and yellow is yellow,
not gold or crops."

Bit by bit pieces fell into place, and the rules of the game unfolded like the paints used for a painting. We owe one certain rule
to Marco’s wife Jenni. She liked to play the PC-game SIMS at that time, one concept of which is to keep your character in a
good mood. This was the birth of the wake-up time in the hostel. Waking up early or late has an impact on one’s mood, and that
in turn has an impact on the market prices of the paints.

Our playtesters were quite fond of our work, and in 2008 at the games fair SPIEL in Essen we had the courage to introduce the
game to Queen Games. The publisher’s CEO, Rajive Gupta, was convinced by the game, which still had a working title of “The
King’s Painters.” He then commissioned Wolfgang Panning to do the development. Wolfgang loved the “Fresco” project, and
by collaborating with him many of the concepts for expansions were developed. The designers and publisher maintained a close
cooperation which resulted in a real friendship. Together with the Queen Games family we have experienced many wonderful
moments. We will never forget the nomination for the “Spiel des Jahres” in 2010 and winning the “Deutscher Spielpreis.”

Today, all involved look back proudly on ten sucessful years of “Fresco.” The game has been revised editorially and graphically
for the anniversary, and “Fresco” is very much alive after all these years. A proof of this is the incredible number of 17 expansi-
on modules that now exist.

Wishing you lots of fun with “Fresco.”

Marco Ruskowski and Marcel Siifielbeck
Duisburg/Dinslaken 2020

If the painter has fresh paints,
the cathedral he repaints.

If the bishop is nearby,
victory points will multiply!

In a good mood you should be,

to plan your day quite perfectly.

May winning FRESCO be your aim,
and many sessions never be the same.
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Overview

“Fresco” is an exquisite family game for 2-4 players aged 10 years and above. It will whisk you away to the epoch of the
Renaissance with all its grandeur. Plunge into this brash era with an audacious 17 expansion modules to the base game in-
cluded in the box. These may be combined with the base game in any combination you like. Modules increase the comple-
xity, challenge, and play time of the experience.

“Fresco” is a game sure to provide entertainment many times over.

Object of the game

The players are fresco painters who, by order of the bishop, must restore the large painting on the cathedral s ceiling.

The painters must carefully plan their workday to be sucessful. Early mornings will be necessary to purchase and mix
paints as well as work in the cathedral to restore the fresco to its original splendor.

Money is always tight for an artist though, and they might have to take on extra work in their private studios for extra in-
come. This, as well as too many early-morning starts, will put them in a bad mood which only an evening of leisure at the
theater can cure. Only careful planning will allow you to balance all these needs and gain the most victory paints, beco-
ming the most glorious fresco painter.
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L - " | Game components for the Fresco base game Set-up for a 3 or 4 player game  4ny disti

tsHH  © 1 double-sided game board e« 20 apprentices, ’1 ) ( 2
S . 14 market tiles 5 each in 4 colors o The double-sided game board ... o The
Sy * 25 fresco tiles with values ~ * 12 master painters, ...is placed in the middle of the table within easy Put 1 ma
1 from 3 to 11. 3 each in 4 colors reach of all players. Shown here is the side for 4 the linen
j * 60 coins (Thalers) with * 1 bishop players (starting spaces S1 - S4). other fro;
LT values of 1 (36x),5 (16x), 4 small screens For 3 players use the side of the board the starti
_ and 10 (8x) « 4 large screens showing starting spaces SI1-S3. that they
"L} * 78 paint pieces, 17 cach of 4 4 action sheets \
T red, yellow, blue; 9 each of 1 lotilbag
green, purple, orange

[ H|| 4 natural-colored T

apprentices 9. The bishop

The bishop takes his place in
Materials for each player the center of the fresco.

Each player takes in their selected player color: L

nend | -

* 1 small screen and 1 action board, which they place
behind the screen with side “1” visible.

| @ 8. et
Qﬂ & @ | o The theatre e~

- Each player places one of their ma-
Front of small screen The inside of the P . yerp .
screen shows an over- ster painters on the corresponding
view of phase 1, phase space of the mood display.
& ‘&1 -ﬁl !3‘,; 51 2 and the preparation
‘@ S <& & for the next round. »  One natural-colored appren-
& [C[-o]:¢]& i sl Action sheet = tice is placed on the space
'E % :g :: z ot side 1ana2 above each column.
o ||} Side2 is needed for the
final round only S /

* 1 large screen, behind which they place 1 yellow, 1 red,

[ and 1 blue paint piece and 12 Thalers N y
T : ; Front of large é y 7
L = & | screen N 4 o The workshop \PT

Sort the paint pieces by color and form
a common supply by stacking them

on the 8 spaces of the workshop. The
2 rightmost spaces are not used in the

a

Inside of large B base game.
t scr;lzent, sl}oivm.g @ L y
wo charts of basic
and blended paints €€~ ﬁ .é+ g.‘

::;2 24®

* 3 master o 5 apprentices
painters
J

Any surplus components are not used for the basic game. 4

\ ;) 0. The studio

Sort the coins by denomination and form a
common supply to the right of the portrait.
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[he starting spaces (S1-S4)

master painter of each player into
nen bag. Then draw one after the
from the bag and place them on
arting spaces S1 to S4 in the order
hey were drawn.

3. The hostel

Each player places one of their master painters on a bed above the hostel.

The hostel displays: e Left column — wake up time in the morning
@% Middle column — change in mood

m Right column — market prices

4. The market with

N four booths I - IV

Put all 14 market tiles into the cloth
bag and shuffle well. The tiles show
the paints which can be bought at
the market. Draw the appropriate
number of tiles for each booth and

place them there face up. One tile
will be left over in the bag.

In a 3 player game, the pictured
tiles should be removed, as only 3

booths are used.
]
&2

fresco with tile -

@3 i | ~
There is a total of 11 tiles, 2 of
which will be left over in the bag.

.

T«.@ S. The cathedral with

" the fresco and altar

Place one of the 25 fresco tiles
valued 11 and place
it face up in the
center space of the

£ ) fresco.

Rear side
P Needed_ only for
- expansion module
“The bishop’s

request.”

Victory Points

Shuffle the remaining tiles and
randomly place them face-up on the
spaces of the fresco.

These paint
pieces must
be used in

restoring.
Income
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a Gameplay ~+EH
B Fresco lasts for several rounds; each round is split into 2 phases: - Sg
- * | 2] _h
' HLI| M 1. Choose what time to wake up and adjust mood __1' y
B |4 M 2. Plan then perform actions __j—"
Sg _
R Il 3. Prepare for next game round .
‘| FL| The phases in detail: Hid
B M 1. Choose what time to wake up and adjust mood Note: At the start of the game the master painters are placed ThH
“H : : : the S1-54 , with S1 qualifying as the last positi LT
B The player in last place on the victory point track chooses on the 51-5¢ spaces, Wt ,S qualifying as the last position -
4] . (and thus gets to choose first). -‘ - H
H  first. _ - pE:
E:_',‘E: e s B .n._u_-,.,. = ‘_- E
aile This player selects a wake up time (left column) and i S Example: RAEE
-1’_ .| moves their master painter to this position. In reverse turn 1) The Red player is in last HRRE
| T d hol 1l ch K . 1 place on the victory point Yl |
11 [] order,each player will choose an open wake up time—only track. They go first, and S5
{"{ Fi| one painter may occupy each space. choose to wake up at 7 HAT
mig : : o’clock. This means that their || |}
11| Wake up times have the following effects for each player: mood will decrease by 1,and | 1
;. -’J‘-—_ that they must pay 2 Thalers HE
= * It may change the player’s own mood for each market tile. No other ~ -| |~
m . . I h to waki —
e 8 i o [t affects their market price Z’ta}i.eorofnay SRR Y HoL :
:T"’ * [t determines the player order for the actions in ‘-f.
H [ phase 2. J*-ﬂ__
_J'fjm 1T
(1 || Change of mood 11
F L TE L : 2.) First, the Red Pla A
LF Any change of mopd is indicated b).’ the middle co?umn of adjusts) th;ir,s mooed b; mov,?’,f; B
1 H  the hostel. Immediately after choosing a wake up time the their figure in the theater TER
mi "H player adjusts their mood by moving their painter up or down one space. Hgiin
“l={| down the column on the mood display. A figure may never [ | 'H
£ { be moved beyond the top or bottom space of a column. 10
=0 | _"|
“{, H Their mood affects the following: HH
_|h-1,‘ :" 1 -
LH 1

* “41” Spaces
If a player’s master painter lands on any of the two “+1”
~1|  spaces they take the natural-colored apprentice from

I

Tr
Ty

| the red armchair of their column. They may use this +
L - apprentice for 1 additional action (thus having a total | FL
B of 6 actions) on their action sheet. A player may use the T
—{. | extra apprentice as long as they remain on one of the +1 1
LK  spaces, but must return it if they end this phase no longer 1 1
Rad on a +1 space. L
TLE The player may use ma
ar ~ 1 additional apprentice. i _.;
| 17 Spaces H
ihﬂ If a player’s master painter lands on any of the two “-17 Al ' -"- 4
{11  spaces, they must immediately place one of their appren- mt =Bl

i tices in front of their screen, reducing their actions to 4
¢ H  during Phase 2. If they end this phase no longer on a -1

|
-1_';§‘L.4 space, they may retrieve the apprentice. o . _ One apprentice may no = [
R L X e longer be used. : q

1 !




_Ljij_'lll lLILTiWHI![IJ_j 74 SRR T 5 1 R ; -.[_'I':I\WIII I_;'_w | =T |i-i]]il|
a2 e L S s e E N R Sl e Gl e L I s s i

___'l 1 L ] L 1 [ i M L L 1 i 1 I [ ! ! ] T i 1 L L 1 1 i A
=f1 1 Market prices
L : Example:

([ | Based on the wake up time they choose, the column to the The Red player must pay 2
1| right will show the price a player has to pay at the market Thalers for each market tile

. they want to buy.

107 1 for 1 market tile.

Initiative

After all play choose a wake up time the player order for
this round is fixed. The player having chosen the earliest
wake up time will be first player during phase 2, followed
by the other players in ascending order of their chosen
wake up time.

I 2. Plan then perform actions

Planning Actions

All players begin planning their actions for the round
simultaneously behind their small screen. The players
may assign their available apprentices to the 15 spaces of
their action sheet which correspond to the 5 different loca-
tions on the game board. Placing an apprentice on a space
will activate it, and only one apprentice may be placed on
each space.

Performing Actions

After all players have chosen where to send their appren-
tices, the player screens are removed to reveal the chosen
actions. Resolving each location from left to right, the
player with the earliest wake up time performs all of their
assigned actions at the first location, before play passes to
the next player in turn order (each player performs all of
the actions at a location before play passes).

=

If a player did not assign at least one of their apprentices

H  They are simply skipped in the player order.

LI T ]
JoO - T [ . ==

Players are not forced to perform actions, and may instead
forfeit one instead of performing it (and must do so if they
- do not possess sufficient money or paint to perform the

sl

at a certain location, they do not perform any actions there.

LI} action).
-
|. ||| Locations and actions:
R
S - 4
:k-

j % - I Market: Buy paints or
Z close down market booth

First the active player selects one of the available market
booths and then decides to perform one of the two follow-
ing actions:

2|
41 Tt e

* Buy paints or * Close down market booth

rImportant: )
There are 2 different player orders during the game:
1. The order for choosing wake up times depends on the
players’ positions on the victory point track.
2. The order for performing actions on the player’s chosen
| wake up time. )
1 Example:

) For this round
the Red player plans
to visit
1 x the market,

2 x the cathedral,
0 x the studio,
1 x the workshop

= and
. 1 x the theater.

(t a Q a
The locations and associated actions:

-' m M Market: Buy paints or
- close down market booth

; @ Cathedral: Restore the fresco or altar
CJ M Studio: Paint portraits

//. 3

\ @ I Workshop: Blend paints

e Y
" @ I Theater: Improve one’s mood

7
\
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Buy paints

The player selects one market stall. For each apprentice
assigned to the market, they may purchase one market tile
from that stall. Each tile may only be purchased once, and
the price is determined by the player's wake up time.

After selecting tiles, the player takes the paint pieces
shown on the tiles from the supply and places them behind
their player screen.

After finishing their purchases at the selected booth, the
player returns all tiles in the booth to the linen bag.

Close down market booth

No matter how many apprentices the active player had
deployed to the market they may forfeit buying paints
and close down the selected booth instead. All tiles of this
booth are returned to the cloth bag. This counts as a free
action.

D
' éy | | Cathedral: Restore the fresco or altar

Each of the player’s apprentices deployed on the cathedral
column may:

* restore one segment of the fresco or
* restore the altar once

Restore a segment of the fresco

The fresco is divided into 25 segments; each segment is
covered by 1 tile. In order to restore a segment the player
must possess the paint pieces shown on the segment’s tile.

When restoring a segment of the fresco the player returns
the required paint pieces to the common supply and scores
the victory points shown on the tile, plus any bonus points
gained for the bishop’s presence (if applicable).

The player advances their master painter on the victory point
track as many spaces as the number of victory points they just
earned (not counting the starting spaces SI - S 4, the actual
victory point track starts with space ).

If their movement ends on a space already occupied by
another player’s painter they have to decide whether to
stop on the next empty space behind or in front of the
occupied space. No space on the track may never be
occupied by more than one player.

After restoring a segment the player removes the fresco
tile from the board and places it face down in front of
them. Finally, the bishop is moved to the restored segment.

I iR, |
07:00 51| 28
.00 N ()

Example:

1.) The Red player had deployed

1 apprentice at the market, enabling him
to perform 1 action there. Since he woke
up at 7:00, he must pay 2 Thalers for each
market tile.

2.) He wants to buy the tile with 3 yellow paint pieces at booth IV, He
pays 2 Thalers and picks up 3 yellow paint pieces from the common
supply, and then returns all tiles from booth IV to the bag.

Example: 1.) The Red player had deployed 2 apprentices to the
cathedral and therefore is entitled to perform 2 actions at this loca-
tion. First he selects the tile valued 3.

2.) He returns the paint pieces
as required by the tile to the
common supply and advances
his master painter on the victory
point track 3 spaces.

3.) The bishop is standing on a diagonally adjacent space, so Red
gains 2 extra points (and moves his master painter on the victory
point track accordingly). In total Red gained 5 points for restoring
this segment of the fresco.

He takes the fresco tile from the board and places it face down in
[front of himself and then moves the bishop to this freshly restored
segment of the fresco.

4.) Now Red proceeds to performing his 2nd action at the cathe-
dral.
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Moving the bishop: Bonus Points from Bishop:

If the bishop is standing on the segment
to be restored the player gains 3 bonus
points. If the bishop is standing on an
adjacent space (in any direction) to the
restored segment, the player gains 2
bonus points.

Before restoring any segment of the fresco,
the player once may move the bishop exact-
ly one space in any direction (including di-
agonally) by paying 1 Thaler to the supply.
This movement may end on any space, even
one that has already been restored.

Restore the altar Please note: Usually this action will become more attractive when the
) ) game is nearing its end and the number of unrestored fresco segments
Instead of restoring a segment of the fresco the active player is dwindling.

may choose to restore the altar.

This can be done in 3 ways: @ @ G =2 +1 (3 victory points)
Example: The player gains a total of 3 victory ~
points. Two points from basic paints (red/blue) ]
+ 1 point for green (substituted for yellow).

* Restore the altar using basic paints:
The player returns 1 each of yellow, red, and blue paint

Ll

Example: The player returns

1 green, 1 orange, and 1 purple
paint piece to the common supply
and scores 6 victory points.

pieces from behind their screen to the common supply. X . : 4
They gain 2 victory points for this restoration. @ @ @ =2+1+1+1(5victory points) ¥ e

-
* Restore the altar using basic and blended paints: Example: The player gains a total of 5 victory S
For each blended paint (green, orange, purple) substitut- points. Two base points + 3 bonus points for 2 oran- | e
af b . P h (gl & 1 %gp ) e ge and 1 green paint (substituted for red/ I:

ed for a basic paint, the player earns 1 additional victory ) - e
point. r-"’,'E

* Restore the altar using 3 different blended paints only:
The player returns 1 each of orange, green, and purple
paint pieces from behind their screen to the common
supply. They gain 6 victory points for this restoration.

(‘g - W Studio: Paint portraits S Example: The Red player did not deploy a
g apprentice to the studio and therefore does

! Sy | not collect any Thalers from the common

For each of their apprentice deployed to the “studio” a o supply. They do not perform any actions at

player is paid 3 Thalers from the common supply. this location and are skipped in turn order.

| —
Y T- i _ (/- .

4 FH ¢ é_ I Workshop: Blend paints {7

_ :,.’ \ _) P p ~——- g e E Example: The Red player 1
7| For each apprentice deployed to the “workshop” the player - | TN " deployed one apprentice to 1114

VR blend 2 i , w v = . E the workshop, which enables EE
B oy ey [P 2 b, eE- . them to blend paints up to 2 g -

H : . . L. times,according to the chart. |}
The active player chooses which paints they want to blend o-e-8 thdaiiin bt Bl P
based on the chart. They simply return the blended paint T
pieces to the common supply and take the resulting paint Please note: The number of paint pieces is unli- Bl

piece instead. mited. In the rare case that the supply of certain i

paint is empty, each player notes on a piece of izl

paper the number and colors of those pieces which
they would receive. B
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't I Theater: Improve one’s mood

For each apprentice deployed to the “theater” a player may
move their master painter 2 spaces upwards on the mood
track.

Please note: Players only lose and gain apprentices at the
end of the Wake Up time phase, even if they move onto or off
a +1/-1 space now.

M 3. Prepare for next game round

= | After all players have finished all their actions the next round
L must be prepared:
1 “| | © First, return any remaining market tiles to the bag. Then, draw
— [1 the appropriate number of market tiles for each market booth
H
L1 1 and place them there face up.
{{ 1| *Each player receives an income of 1 Thaler for each face
down fresco tile in front of them.

o All players move their master painters back to their sleeping
places at the top of the hostel.

The player holding last position on the victory point track starts
the next round by selecting their Wake Up time.

If there are 6 or fewer fresco tiles remaining on the board
at the beginning of a round this will be the final round of
the game.

All players flip their action board over to show side 2.
The game will end after this round, even if the fresco is
not restored completely. No income is paid at the end of
the final round.

End Game Scoring

Now all players are awarded victory points for their money.
Every 2 Thalers is worth 1 victory point. These final victory
points are awarded in the player order (gef up time) of the final
round. The player with the highest victory point total is the
master of all fresco painters and winner of the game.

Use the 3-player side of the board and
follow set-up instructions for three players.
An imaginary third player is introduced —
his name is Leonardo.

Leonardo Tile _
Leonardo does not receive any paint

pieces and is not paid any income, but is
awarded victory points.

Example:

The Red player assigns
one apprentice to the
theater and improves
their mood two times.

For easy reference

the game’s phases are
shown on the inside of
the small screen.

! !" Attention: In case 2 or more master painters are still stan-
ding on the starting spaces they will change places. The first
one is moved to the end of the line and the others are moved
one space forward.

Game end and final scoring

. In the final round the
m&ﬁ A ‘ﬁ -"_; “theater” can no
e longer be visited, and
D Q| >« [~ instead the “cathe-
=~ — dral” may be visited
Q>+ [°] twice.
E|Cef

Please note: In case the fresco is completely restored during a
round without the final round being triggered, that is the final
round and followed immediately by final scoring. As it’s the final
round, no income is paid.

Please note: If a master painter lands on an occupied space of
the victory point track during final scoring, the figure is moved
forward to the next free space.

Rules for 2 players (base game)

During set-up Leonardo is given:

* 3 master painters and 2 apprentices of a color not used
by the players

* 1 action sheet — he does not need any further material,
such as a screen, etc.
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Place 1 of Leonardo’s master builders in the S3 starting space, Give the Leonardo tile to the starting player. They will play for and
1 on a bed space above a hostel, and 1 on the center of the fresco act as Leonardo for this game round.

diggede e DU The next round Leonardo is played by the other player, alternating
His action board is placed on the table showing side 1, and one between the two players from round to round. The usual player order
of each of his apprentices is placed on the top space of the market applies to Leonardo as well, but there is a difference to the way Leo-
and cathedral columns. This configuration will remain the same nardo performs his actions:

for the whole game.

M 1. Choosing Wake Up time
On Leonardo’s turn the controlling player places his master builder on any wake-up space they choose.
(Remember: There is no master painter of Leonardo on the mood track!).

M 2. Performing actions

/ﬁ W!ﬁ J[ I Market: Close down market booth
P

' Leonardo never buys any paints; instead he closes down any open market booth as chosen by his player.

&v j Cathedral: Restore the fresco

= Each round Leonardo restores 1 fresco tile only. His master painter must be moved one space orthogonally (not
diagonally) to restore that Fresco tile; if that is not possible, he moves to the tile with the lowest value. If there are
multiple tiles of the lowest value, the controlling player chooses.

Leonardo earns victory points as usual including bonus points from the bishop.

Advance his master painter on the victory point track accordingly. Place the restored fresco tile in front of his action sheet,
reverse side up. Both the bishop and Leonardo’s master painter are moved to the freshly restored space of the fresco.

When the players flip their action sheets, Leonardo’s action sheet is not flipped, but his apprentice is removed from
the cathedral column, and this action is not performed anymore.

Final scoring — please don’t forget that Leonardo occupies one space on the victory point track!

{ 1 The Portraits Renowned personqlities want their portfﬂaits painted at the studio of .th.e painters. This will be
G advantageous during the game! Who will benefit most from these privileges?

This module affects the following:

B Studio: Paint portraits There are 2 different kinds of portrait cards:

and “End of the Game.” 1) Cards with & : . 2) Cards with 7z '
When a player takes this type When a player takes this type of
of card they place it in front of card they immediately receive
Extra Components themselves, and from then on the reward, then remove the card
it gives the player a permanent from the game.
* 18 portrait cards — during the game the players will gain benefit.
money, paint pieces, and other benefits with these cards.
* 1 studio board Reward for
painting the
portrait
Changes in set-up
Place the studio sheet next to the game board. Place the shuffled “C”
) ' cards on the right-
Sort the 18 portrait cards into “A,” “B,” and “C” (reverse most free space of the
side). Shuffle each seperately then stack one on top of the Studig SicERt
her, then place the stack on the designated Gl o oniono SR
ot e‘r, en place : e stack on the designated space on the and then finally the
studio board as pictured here. “A” cards. Turn over

the top two cards.




g ) M Studio: Paint portraits

For each apprentice sent to the studio, the player may
take one of the portrait cards from the display and apply
its effects in addition to being paid 3 Thalers. For all
apprentices beyond the first, or if both portrait cards have
been painted (picked up) already, they are only paid 3
Thalers. If both portraits have been painted (picked up)
already, the players can only be paid 3 Thalers.

Preparing the next round:

Remove all unpainted cards from the game, and reveal 2

new portraits from the top of the deck.

! Changes during game play

Changes for “End of the game”

This module introduces an alternate game end condition: If
the last 2 portrait cards have been revealed this is the final

round (flip your action sheets overl).

\.

b nt:

Each round the player earns an additional
income of 1 Thaler.

Actor:

For each apprentice deployed at the
theater the player’s mood is increased by 3
spaces instead of 2.

Abbot:
Whenever the player gains bonus points from
the bishop, they gain one extra.

Sexton:

Once each round, when working at the cathe-
dral, the player may move the bishop to any
place of their choice by paying 1 Thaler.

J

then removed from the game.

Merchant:

The player may
take any 2 paint
pieces (red,
yellow, blue) of
their choice + 1
Thaler.

Bishop /
Pictures of the
Virgin Mary:
The player
gains victory

| | points and a

| | paint piece

or Thalers as
shown.

Pretty girl
Self-portrait:
The player
gains victory
points or Tha-
lers and their
mood increases
as many spaces
as shown.

\.

These cards grant a one time benefit and are

e PEErS.

The player
gains money

| |and a paint
| | piece as
| |shown.

Patron:
The player
gains

7 Thalers.

Muse:

The player’s
mood is
moved to the
top of the
column.

Details of the portrait cards

These cards grant a permanent benefit to their
owners, remaining face up in front of them:

y

2-player game

On Leonardo’s turn in the studio, he must paint a portrait if possible, chosen by the controlling player. Leonardo scores
any victory points awarded by the card.
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Fulfill special requests by the bishop and sacrifice income for
paints and points.

This module will have an impact on
I Workshop: Blend paints

Changes in set-up

Place the request board next to the game board, below the
workshop.

Sort the 12 request tiles by type (background color) and
stack them face with in descending points order, with the
largest valued tile on top.

I Workshop: Blend paints

(é) Additional action: Fulfill a request

Each round, a player may choose for 1 apprentice assigned
to the workshop to fulfill 1 request insted of blending paints.
All other apprentices assigned by that player blend paints as
usual.

Important: A single apprentice may either blend paints or fulfill
a request tile—but never both.

Fulfilling a general request

If a player has at least 3 completed fresco tiles in front of
them, they may take 1 “general request” tile and advance
their master painter on the victory point track the indica-
ted number of spaces. They must then stack any 3 of their
completed fresco tiles on top of each other, flip the request
over, and place it on top of the stack.

The income of the 3 fresco tiles is replaced by the new in-
come of the request, which is 1 Thaler and any basic paint
every round.

Fulfilling a special request

Some fresco tiles depict a seal in orange, green, or pur-
ple. A set of 3 seals of the same color may be turned in
to fulfill a special request. The same proceedure detailed
above is followed.

2-player game

During set-up one additional apprentice is placed on the
top space of the workshop column of Leonardo’s action
sheet. When it’s Leonardo’s turn in the workshop, he may
fulfill a request of the bishop, provided he meets the ne-
cessary prerequisites. Leonardo gains the victory points as
shown, but then the respective fresco tiles and the request
tile are removed from the game.

12 request tiles — 1 general
and 3 special requests (purple,
orange, and green) which gene-
& rate extra victory points.

L

g * 1 request board - for placing

"~ request tiles on.

Prerequisite for this
request (3x purple)

New income

== 5 building icons =
15 victory points

Reverse side

Changes in game play

Front

General request Special requests

The request
tiles are
placed on
the game
board sorted

by type.

Example: The player stacks the depicted 3 fresco tiles and places the
general request tile on top. They advance their master painter on the
victory point track by 6 points.

Example: The player possesses 3 fresco tiles with purple seals, so
they may take the top purple special request tile. They receive 10
victory points, then stack three fresco tiles with purple seals and place
the request tile on top.
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B i | The Fresco becomes even more colorful, but new paint types ) Z3f1:131s§(;:111es r R e @ H
B require even more blending. 12 vaint oi s = H
. |4 * 12 paint pieces — 6 each of pink and 5 ,
| This module will have an impact on brown - Q4; T
il N Cathedral: Restore the fresco or altar and e 1 altar tile . ¥ 4
HE __ I Workshop: Blend paints © =4 ?
=:1:@ Changes in set-up g
B : | The 12 pink and brown paint pieces are placed on the game The value 24 fresco tile is now placed in the center of the ,_.-1 :
LS| board in the rightmost spaces of the workshop, alongside the fresco. Randomly remove 7 basic fresco tiles and replace them §
+H /| other paint pieces. Players will now use the advanced blen- with the remaining new tiles. The rest of the tiles are placed A 1
. ding chart on the back of their screen. according to the normal rules. Ak
4::18 Changes in game play Hh
U (f% Cathedral: Restore the fresco and altar S ' Workshop: Blend paints 4
'l S ...T .
+ Pink and brown paint may replace green, orange, and purple In addition to the color blends of the base game, players el
in any combination desired when restoring a fresco tile. Each = may now combine purple + red into pink and orange + _E = 0
{ (| pink used awards 3 additional points, and each brown awards ~ green into brown. A newly blended paint may be immedia- 11
{ LA F| 5 extrapoints. tely used for a second blend. ;~
: ) % @ ) zgf’tl()gz slzg’f;;u';sff”"g the altar: e W(e . |( . | 21 victory points = 6 VP (basic value) :1
B0 W J 3 VP for I pink piece. . B %/ +3 x5 VP for 3 brown pieces. 4 1
L
1./l 2-player game
1 RH +
& FL|  There are no special rules for Leonardo for this module! T
Hl The Wishing Well Extra Components il
B ..'i _ Artists just want to be happy—could there be any truth that the 320 Lucky PenTiZ
v old well in the markey is a lucky wishing well? * 20 Wish Cards
= This module affects the following: * 1 Wishing Well board
r M Planning actions — Apply Lucky Pennies
-1 H M Market: Acquire Wish Cards
_ I Performing actions - Use your Wish Cards
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HE:
=iitll Setup changes
LT
L | Place the Wishing Well board next to the game board, near Wishing Well board:
1 || the existing well.
‘*}.1 : : Storage space for Lucky Pennies
t+IH Shuffle the Wish cards and place the deck face down on its
| LI designated space. Place all Lucky Pennies on the Wishin
TE g p y & Wishing Well with spaces for 2
Mg Well board to form a general supply. Lucky Pennies
2 ~-: Give 3 pennies to each player, which should be hidden
36 behind the player screens. Designated space for Wish cards

W =

4 H] Lucky Pennies may be used when planning actions C _
‘L. Phase 2: Planning actions) and when performing an action a1

L at the B market. |
=g ]
H B Planning actions - Use Lucky Pennies VP= S —— 5
| | Rk ) & o2
Each player who assigns at least 1 apprentice to the market NS e A i u8
may place a maximum of 2 Lucky Pennies on the market ’-i-‘ ~Q plE

symbol of their action sheet. | “l-ol-¢] & ¥
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Changes during game play

@ B Market: Acquire Wish cards

The active player may throw the Lucky Pennies (1 or 2)
assigned to the action into the Wishing Well.

For each penny used they draw one Wish Card from the
deck, keeping it hidden from other players. They then con-
tinue with their action at the market as normal.

Only two pennies in total may be thrown into the Wishing
Well by all players in a game round. If two pennies are
already in the Wishing Well, no more Wish Cards may

be drawn this round. Any player who may not use their
pennies may return them to behind their large screen (they
do not lose them).

All players put any Lucky Pennies still on their action
sheet back behind their large screen.

Example: Red deploys 3 apprentices to the market and places 2
Lucky Pennies on the market symbol.

The player throws one Lucky Penny into the Wishing Well and
then draws the top Wishing Card from the deck.
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B Performing actions — Use your Wish Cards

Each card represents a bonus that may be applied to one
apprentice at a particular location as shown on the card.

Exception: You do not need an apprentice for the busker.

Each apprentice may use only one Wish Card during a
game round.

Each Wish card may be used at any time after it is
acquired. It is used once and then removed from the game.

Example:
Location: Studio

Bonus: The apprentice is given a tip —
1 Thaler and 1 Lucky Penny.

Interaction with other modules:

You may always use a Wish Card, even if you already received

a bonus on an action from another module (even the same
bonus).

You may use the following cards only if you had deplo-
yed at least one apprentice to the specified location:

(3x) Lucky Day — ll Market: You re-
ceive 2 Lucky Pennies from the general
supply. Place them behind your large
screen.

(3x) Free paint — ll Market: When
purchasing a market tile, you may take
a tile shown on the card for no cost if it
is offered at the market booth you are
visiting. It does not require an additional
apprentice, but may not be used when
clsoing down a market booth only.

(2x) The bishop pays a visit —  Cathe-
dral: You may move the bishop 1 extra
space in any direction without paying.

(2x) Praise of the bishop —  Cathedral:
The bishop’s bonus is increased by 1
point.

The Wish cards in detail:

(3x) Tip — M Studio: You receive 1
extra Thaler and 1 Lucky Penny.

(2x) Alchemy — Il Workshop: The
apprentice blends 1 extra paint.
Exchange 3 basic paints (yellow, red,
blue) in any combination for 1 orange,
green or purple paint.

(2x) Finders Keepers — B Theater: In
addition to improving your mood, you
also find 3 Thalers.

You do not need an apprentice in order to use the follow-
ing card. It is played during phase 1 after choosing your
Wake Up time.

(3x) Busker — Il Improve your mood
by one when adjusting your mood. A
player may play only one per game
round.

Preparing the next game round:

Put any Lucky Pennies from the Wishing Well back into the general supply.

Game end and final scoring 2-player game

Prior to final scoring, all players discard all of their Lucky
Pennies still behind their screen and receive 1 Thaler for
each Penny.

Leonardo never owns any Lucky Pennies.
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5 | The Gold Leaf

The bishop decides each round which color he wants enhanced
with gold leaf.

This module affects the following:
M Market: Buy paints and acquire gold leaf

Cathedral: Restore the fresco with gilded paints

Setup changes

Place the gold
leaf tiles on the
display board,
next to the
game board.

g M Market: Buy paints and acquire gold leaf

The arrows of the gold market tile point at two market
tiles. The player buying one of these tiles additionally
receives as many gold leaf tiles as shown at no cost. They
simply take the gold leaf from the supply and hide it be-
hind their large screen.

P Y
f &J Cathedral: Restore the fresco with gilded paints

If a player restores a section of the fresco which contains the
paint selected for the round, the player may discard exactly
1 gold leaf tile in addition to the required paints. They will
extra victory points based on the position of the bishop:

* The bishop is standing on the segment to be
restored: 3 victory points

* The bishop is standing adjacent to the segment to be
restored: 2 victory points

* The bishop is standing at some other place: 1 victory
point

Extra Components

* 1 display board * 6 wood discs
for the gold leaf (red, blue, yellow, green,
« 20 gold leaf tiles purple, orange). Put them
in the bag, together with
* 2 gold market tiles TNt

1 each for the 3 and 4 pla-
yer side of the game board.

¢ 1 basket tile

Randomly draw a
wooden disc from

Place e the bag and place it
i A in the basket.

and the The color of this disc
appropriate # indicates which paint
- gold market ' should be refined

tile on the -~ with gold leaf during
market.

this game round.

When buying the market tile with
yellow and blue paint, the player
additionally takes 1 gold leaf.

When buying the market tile with 2 red
paints, the player additionally takes 2 4K
L\ gold leafs. |

A

The bishop wants yellow paint to be refined this round. The player
owns the required paint and may discard one gold leaf alongside the
paint required.
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Extra points for refined paint are awarded in addition to . T i"“i
the extra points the bishop already awards. Fresko tile Gold leaf B;,i,’:,‘:lpss Total :—h
The player sums the points from the tile itself, bonus Example 1 7VP 3vpP 3vpP VP ' —|j_"
points for gold leaf, and any points for the bishop’s Example 2 7 VP 2VP 2VP 11 VP T
proximity to the section and moves their mgster painter Example 3 - I / e -d'-{
that many spaces forward on the victory point track. =8
You may not use any gold leaf when restoring the altar. 1

Preparing the next game round:

Draw a new wooden disc from the bag and place it in the basket — only after this put the previous round’s disc back into the bag.

Game end and final scoring 2-player game

Prior to final scoring all players discard all of their gold Leonardo never acquires any gold leaf tiles.
leaf tiles from behind their screen and receive 1 Thaler
for each tile.

The fresco is returning to its former glory, which inspires the

Extra Components

* 1 glaziery board with * 1 altar window
a production bench and

The Glaziers

* 4 action tiles B3
storage spaces for glass e

bishop to pursue his other long h.eld.deSlre—new stain galss win- b kens and win el s Glaziery 1f ]
dows. No easy task, but the Glazier is here to help. 1 HAd
/ ! * 26 glass tokens * 1 cloth bag S
This module affects the following: - i 8
5 x green, 6 x red, 7 x * Reserve board for depo- -._'JE.

M Planning and performing actions: The glaziery — blue, and 8 x yellow siting played glass tokens 4 H |

acquire glass tokens * 18 window tiles , — o
Cathedral: Restore the fresco or altar

Setup changes _“f

o

H
* Place the glaziery and the reserve board next to the Produc HH
game board. bench with 6 aEE
_ _ Jface up window | -1
¢ Shuffle the 18 window tiles and stack them face down on tiles, costing 1H
the designated supply space. between 0 and3 |71
RS EESIISUPDLY space Thalers il
* Place the altar window on the window opening next to , S |
the altar. "= Penalty chart for L
‘ ] missing glass 11
* Put all glass tokens in the bag and randomly draw 2 glass ~ p,;» glass tokens per 1k
tokens per player. Then, place the glass tokens on the player on the board g1, of window tiles AR
designated storage spaces of the glaziery board, sorted by Hers
color. 27 - : _ ERli
* Give each player 1 “glaziery” action tile in their player Zi’%"r”; ’:Z’Z;’t;r T
color, which should be kept behind their screen. & T

window Wl
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I Planning and performing actions: The glaziery —
acquire glass tokens

A new location is introduced in phase 2 and a new action:
The glaziery.

Planning actions:

During this phase of the game players now may plan to
perform actions at the glaziery. If they want to do so, they
cover one location of their choice on their action sheet with
their “glaziery” action tile. During this round, a player may
not go to the location covered with their glaziery action tile;
they go to the glaziery instead.

One additional apprentice is printed on each of the two top
slots of the action tile.

This means the player may perform the action “acquire
glass tokens” twice without having to deploy any appren-
tices there. However, if they want to perform this action
thrice, they have to deploy an apprentice to the third slot.

Performing actions:

The active player may buy 1 available glass token for each
of their apprentices at this location.

The purchase price for glass tokens is as follows:
* 1 blue or 1 yellow glass token: 1 Thaler
* 1 red or 1 green glass token: 2 Thalers

The players put any glass tokens they bought behind their
large screen. If there are no more glass tokens on the gla-
ziery board, players may no longer buy glass tokens this
round.

./‘_n‘\
\ @ Cathedral: Restore the fresco or altar

Restore the fresco — replace windows:

Changes during game play

This round, the player
cannot deploy any ap-
prentices to the studio,
but to the glaziery
instead.

The player performs 7
actions in total — two are
printed on the glaziery
action tile.

Blue and yellow glass tokens cost 1 Thaler each, red and green ones
2 Thalers each.

13 fresco segments do
not have a window.

Twelve (12) of the 25 fresco segments are located next
to a window. If a player is restoring one of the 12 fresco
segments next to a window, they must also replace the
adjacent window by placing a window tile there from the
production bench of the glaziery.

The player takes 1 of the 6 window tiles from the pro-
duction bench and pays its cost (0 — 3 Thalers). Then,
they place the window tile on the game board next to the
recently restored fresco segment.

12 fresco segments are
next to a window.

The player claims the tile

. from the restored fresco seg-
ment and places the window

tile on the empty space of the
wall.

il

af e




Reveal a new window tile at the empty space on the end
farthest from the O cost space, then slide all tiles as far as
possible to the left.

Move this to the 2nd paragraph of this section.

Players may replace a window without discarding some of
the required glass tokens, but they will suffer a penalty for
each token they fail to discard:

* each missing yellow glass token: 2VP
* each missing blue glass token: 4VP
* each missing red glass token: 6 VP
* each missing green glass token: 8§ VP

Please note: You can replace a window without discarding any
glass tokens, although you will suffer a large penalty to do so.

The player adds the victory points for the restored tile, the
replaced window tile, minus any penalties for missing glass,
as well as all bonuses for the bishop, and advances their
master painter on the victory point track accordingly. Each
window shows which 2-3 colored panels it requires, as
well as how many victory points is awards.

Important: You do not score negative victory points. If the total is
less thjan zero, simply keep the master painter in the same position.

Restore the altar — renew window:

The altar window consists of 4 glass panels, one of each
glass colors. If the player restores the altar, they may in
addition contribute to replacing the alter stained glass
window by discarding up to 1 glass token of each color,
scoring 1 point for each glass token. They add together
the points for the altar and the window and advance
their master painter accordingly on the victory point
track.

Preparing the next game round:

Players remove their “glaziery” tile from their action
board, if applicable, and put it behind their small screen.
Remove any glass tokens remaining on the glaziery board
and put them on the reserve board.

2-player game

Leonardo never acquires any glass tokens and no glass
tokens are drawn for him. If he restores a fresco segment
next to a window opening he renews the window

-~ = A A

A: The player buys the window (yellow/yellow/green) paying 2 Thalers.

-~ = A A

B: A new window (red/green/red in this case) is revealed and placed
at the end of the row.

e P I o]

C: Shift the window tiles left to fill the empty space.

€

AL

C D
Fresco tile | Window | Bishop’s Penalty for Total
tile bonus missing glass
Example A 7VP 7VP 3VP / 17 VP
Example B 7VP 7VP / - 8 (green missing) 6 VP
Example C 7VP 7VP / - 14 (no glass) ove
Example D 7VP 9VP / -18 (no glass) &

* Calculated exactly the result is -2, but is considered 0.

The player discards these 3
paints and 3 glass token,
scoring 6 VP’s:

2VP’s for base colors

1VP extra for orange

3VP’s for glass

Draw 2 glass tokens per player and put them on the gla-
ziery board. If the supply in the bag is exhausted, refill the
bag with the glass tokens from the reserve board.

with the window tile costing no (0) Thalers, which is
discarded and replaced as normal. Leonardo still gains the
victory points as shown on this window tile.
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The bishop presents the painters with some extraordinary

scrolls. Use the wisdom of past masters stored on valuable
scrolls to enhance your skills.

This module affects the following:

Cathedral: Restore the fresco

Extra Components

* 10 scroll tiles
A row of 5 horizontal or 5 vertical segments of the fresco
is marked on each tile.

Setup changes

Sort the scrolls by the two colors on the back and shuffle
each stack seperately. Give one face down tile of each type
to every player, which should be kept behind the large
screen. All left over tiles are returned to the box.

Each player
should orient the
tiles according to
the direction of
their own view on
the game board.

Changes in game play

AN
é,) Cathedral: Restore the fresco

Playing one scroll

When a player restores a fresco segment that is part of the
the row or column that is marked on one of their scrolls,
they may reveal the scroll after moving the bishop to this
tile (if not there already).

The player immediately receives 2 victory points for each
restored fresco segment in this row or column — it does not
matter who restored the fresco segments. Each scroll may
score up to 10 victory points.

Playing both scrolls

If a player restores a fresco segment that is at the
intersection of the row and column marked on their two
scrolls, they may fulfill both at the same time.

In this case, they immediately score 3 victory points for
each restored fresco segment in both sections, and the
intersection point is scored twice (thus, you may earn up
to 30 points).

Players advance their master painter the approprate number
of spaces then remove the scroll(s) from the game. Unused
scrolls are not worth points at the end of the game.

‘.!-'Important: Scrolls may no longer be played once the last
segment of the row or column has been restored.

If the player plays their horizontal scroll, they gain 8 VP,
because 4 segments have been restored.

The player restores the intersection segment and plays both their
scrolls.

They gain 12 VP horizontally (4 restored segments) + 9 VP verti-
cally (3 restored segments) = 21 VP.

2-player game

Do not give scrolls to Leonardo. 43




The bishop plans to acquire a new bell for the cathedral and

is therefore looking for donors with deep pockets. The fresco
painters want to contribute as well by investing their money

in “bell certificates.” By doing so, they gain prestige (victory
points) immediately, and at game’s end players gain additional
victory points depending on how much they contributed relative
A H t0everyoneelse.
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Extra Components

* 4 “audience” action tiles — 1 for each player
* 18 bell certificates
* 1 double-sided bell board — for 2/3 or 4 players

Biiif] Setup changes

Give each player 1 “audience” action tile, which they keep behind their large screen.

Place the bell board next to the main game board, with the side corresponding to the number of players face up. Mix the
.|| Dbell certificates face down, then stack them on the bell board to form a draw pile. Reveal one bell certificate per player.
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Changes during game play
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I 2. Planning and performing actions

Planning actions

During the planning phase, each player now has the option
of applying for an audience with the bishop. They do so
by covering any one location on their action sheet with

the “audience” action tile. The player cannot send appren-
tices to the covered location this round, nor do they put
any apprentices on the audience tile, as it is automatically
activated.

The player will resolve the audience on their turn at the
time the covered action would have been performed.

Performing the action

When in audience with the bishop, the player must buy
one of the revealed bell certificates.

The player has two options:

1. The player either pays the full price, scores the
number of victory points shown immediately, and
places the certificate face down in front of their
large screen,

or

2. The player buys the certificate in installments. To do
this, place the certificate in front of the large screen
and any amount they wish to pay now on top of it,
then score 1 victory point for each 2 Thalers paid.
Note: Even if a player could pay the full amount, they may
choose to pay in installments.

Example: Yellow pays the full amount of 3 Thalers and immediately
gains 3 VP. She keeps the certificate face down in front of her large
screen.

BT

A plaver with a partiallv paid bell certificate is Example: Red wants to purchase the certificate in installments. He -

ll:' Y he fi lI; q i,.p G places it face up in front of his large screen and pays 4 Thalers (of r

L su ]ec.t to the following limitation: the 6 needed), scoring 2 VP. £

1_7" Each time the player earns money, they rpust place Notes: o

13 i H ea(;h earned Thaler on the certlflcate.untll they have o Aplayer may choose to place money from behind their &

St pal.d the full amount. They earn no victory points for screen on a certificate at any time. H
=ue doing so. Once they have paid the full amount, they , . 1E

+ . . ‘o o Players can always look at their own certificates. The =

4 [ return the coins to the supply and flip the certificate e X ) H

L E number of certificates that a player owns is public A4

- [ face down. uE

SEis knowledge. H1. =

SIH | Preparing for the next game round: 15

Fa, b £ g

’— Players remove the “audience” tile from their action board, if needed. Place all unsold bell certificates on the bottom of rf:

. the supply, then reveal one bell certificate for each player. 111
'—

] ‘|:‘ Note: If not enough certificates remain, reveal as many certificates as you can. After the last certificate is bought, ignore any | [

t1| remaining “audience” actions this round. This action tile is now useless for the remainder of the game. l a
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Bell certificates are scored in the turn order of the final
round before money is scored. A player with no certificates
does not participate in scoring.

To score, a player reveals their face down bell certificates
and sums the bells on them. If they own any partially paid
certificates, they subtract the golden bells on them from
this sum. Then, they place one of their apprentices on the
matching space of the bell scoring track.

Once all the players have finished, sum the golden bells
on any unsold certificates, then place the bishop on the
matching space of the bell scoring track.

If an apprentice or the bishop would be placed on an occu-
pied space, place the token on the next highest unoccupied
space on the bell scoring track.

Players score victory points for being in 1st, 2nd, or 3rd
place on the track, with the bishop being included in the
ranking. In addition, players receive the number of victory
points for the highest printed bonus they have reached or
passed on the track.

Players advance their master painter the corresponding
number of spaces in turn order.

In a game with two players, Leonardo also receives bell
certificates. At the start of the game, place the top four bell
certificates from the stack face down on space 3 of the bell
board, then place one of Leonardo’s apprentices on them.
These certificates will be scored for Leonardo at the end of
the game.

Thus, in a two-player game Leonardo and the bishop each
occupy one rank on the track when scoring bell certifi-
cates.

Game end and final scoring

Example: Red finishes on space 20 of the bell scoring track in first
place. He scores 9 VP for being in first and 2 VP for passing space
15 on the bell scoring track. Blue scores 5 VP for being in second
place and 2 VP for reaching space 16 on the track.

Green and the bishop both acquired 11 bells, but since the bishop
moves last, he finishes one space ahead of green, leaving green in
4th place. Green receives no points for his rank and 1 VP because he
reached space 11 on the bell scoring track.

Note: The 18 bell certificates have a total of 61 golden bells. If
a player has more than 30 bells on their certificates, they place
their apprentice on space 30+ on the bell scoring track.

2-player game
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The Wall Fresco

¢ 1 “wall fresco” board

Seeing to the refreshment of an aged wall fresco is the latest
heart’s desire of the bishop.

¢ 4 “wall fresco” action tiles

* 18 wall fresco tiles — showing blended paint on the front
and basic paint income on the back.

Aside from fame and glory, players can gain a regular paint The colored seals on the back are meaningful only when using
supply, thus saving money. What fresco painter would pass up module 2 ("The Bishop’s Request”) along with this module.
such an opportunity? * 12 exchange tiles — 4 each of purple, orange, and green

This module affects the following:
M Planning and performing actions

B Workshop: Exchange wall fresco tiles

Front Rear side

Setup changes

Shuffle the 18 wall fresco tiles and randomly place one face up on each segment of the small wall fresco.

SECTIONS OF THE WALL FRESCO ISl &

Each player takes 1 “wall fresco” action tile in their player Place the exchange tiles on the workshop location of the
color and places it behind their large screen. main game board.
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I 2. Planning and performing actions

Planning of actions

During the planning phase, each player now has the option
of restoring the wall fresco. They do so by covering any
one location on their action sheet with the “wall fresco”
action tile. The player cannot send apprentices to the
covered location this round, and they may only send one
apprentice to the wall fresco (and must send one to per-
form the action).

The player will resolve the action on their turn at the time
the covered action would have been performed.

Performance of actions

The wall fresco is divided into 18 segments, each covered
by one tile at the start of the game. Unlike the ceiling
fresco, the wall fresco must be restored contiguously. The
bottom left of the wall fresco has already been restored,
and a segment can be restored only if it is orthagonally
adjacent to a restored segment.

To restore a section, the player returns the paint required
by the selected tile to the general supply and scores 4 VP,
recording them on the victory point track immediately.

They then remove the tile from the wall fresco, flip it over,
and place it in front of their large screen.

A player earns income of the basic paint shown on the tiles
in front of their screen during preparation of all following
game rounds.

y .
'f é ) I Workshop: Exchange wall fresco tiles

This module allows a new action at the workshop.

Instead of blending paint 1 or 2 times, the player’s
apprentice may instead exchange 2 completed wall fresco
tiles (showing basic paint income) for an exchange tile
showing the blended color that would result from these
two basic colors.

On future turns the player will receive the blended paint as
income. They may only acquire one exchange tile for each
blended color.
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Changes during game play
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Example: Red pays one purple paint and takes the corresponding
tile. He immediately gains 4 VP and keeps the tile in front of his
large screen reverse side up.

T

W R

Example: Red trades his blue and yellow wall fresco tile for the
corresponding green exchange tile.
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Preparing for the next game round:

The players remove the “wall fresco” action tile from their
action sheet, then they receive their income.

The players remove the “wall fresco” action tile from their
action board.

During income, player’s receive one basic paint in income
if they have at least one of that paint showing on a com-
pleted wall fresco tile (they receive one no matter how
many of a single color they possess). They also receive
one blended paint for each exchange tile they own.

Rules addition:

Example: Green owns 1 red, 1 blue, and 2 yellow wall fresco tiles,
earning I paint cube each of the basic paints.

Combining module 9 “The Wall Fresco” and module 11
“The Bishop’s Request™:

The “wall fresco” tiles have a colored seal on their back,
and may be used alongside the fresco tiles of the base
game to fulfill request tiles. The income gained from
request tiles is seperate from that gained from the wall
fresco tiles.

2-player game

Leonardo does not restore the wall fresco.

(10) The Medico
Restoring the cathedral is hard enough without your apprentices

falling ill one after the other. Perhaps the healing drugs of a
traveling medico can help you finish everything on schedule.

This module affects the following:

M Planning and performing actions
B Market, ™ Theater, Cathedral, M Studio and
M Workshop

Extra Components

e 1 “Medico” board

* 16 medicine bottles — 4 bottles each containing 1-3 por-
tions of medicine; 4 bottles of raspberry juice

* 20 black apprentice pawns
* 4 “Medico” action tiles

* 9 infection tiles — 2 each of the market, cathedral, studio,
and workshop locations; 1 “same location” tile

* 4 reference cards for “actions of ill apprentices”
* 1 covering tile




L

25 Il Setup changes
j~ Give one “medico at the market” action tile and one refe- Shuffle all medicine bottles and place them face down on
o rence card “actions of ill apprentices” to each player. the draw pile space as a common supply. No medicine
- Place the “medico” board next to the game board with the bottles will be revealed at the market during the first game
j - side corresponding to the player count face up. round.

1 Place 5 black apprentices per player on the designated area Shu'fﬂe all infection tiles and stack them face down on the
of the medico board. They represent ill apprentices. designated space.

= Cover the painting in the studio with the covering tile.
: Example set-up for 4 players:

f‘ o 1 S ) D e [ I [ P PRICE FOR EACH BOTTLE spmermis
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oexl B~ DISCARD PILE

H PLACE FOR THE BOTTLES

PLACE FOR INFECTION TILES 2T RN 5 , _ N ¢ '
e = e
; PLACE FOR INFECTED AP RN T ——
Please note: For a game with 2 or 3 players, use the side of the medico board with only 3 spaces for bottles.
Changes during game play
During each game round the infection spreads at one They can be cured only with medicine acquired from the

location and the apprentices working there get ill. medico at the market.

T Getting ill
B 2. Planning and performing actions

o After players have planned their actions, reveal the

i top infection tile from the stack and place it at the

B corresponding location before players perform any
L1 actions. This location is infected, and all players who have

+ deployed at least one apprentice here are affected.
e When the “signpost” tile is revealed, leave the location tile

| || from the previous game round in place. This same location

| is infected again. If this tile is revealed during the first

. -,_1 game round, no location is infected.
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After a player has finished their final action at the
infected location, one of their healthy apprentices there
becomes ill.

They choose one apprentice in this section of their action
board (which may be the neutral sixth apprentice) and
swaps it with a black apprentice from the “medico” board.

If they swap the neutral apprentice for a black apprentice,
return the neutral apprentice to its place in the theater. Pro-
vided the master painter is in a good mood next round, this
apprentice will be available again in excellent health.

[11 apprentices are not allowed to visit certain locations,
and the player may be unable to perform certain actions in
future rounds. If a player chooses to not deploy ill appren-
tices on a round, they are kept behind their large screen.

Example: The market infection tile was drawn. After Yellow has
bought paint, one of her apprentices gets ill. She places one of her
apprentices onto the “medico” board, exchanging it for one black
apprentice.

Note: Even if a player forfeits actions at an infected location,
one of their apprentices assigned to this location becomes ill.

11l apprentices may not be deployed at the following locations:

v
%@ =) M Market and ! Theater:

A player cannot deploy ill apprentices to the market or
theater locations on their action board, nor to the “medico*
board at the market.

]
&1

L [e[de
g D B
= BDE B

Note: They may also not be deployed to the action tiles for the
Glaziery (module 6), the Wall Fresco (module 9), or the Pews
(module 14).

Il apprentices have penalties at the following locations (see reference card “actions of ill apprentices”):

ﬁ; j Cathedral:

If an ill apprentice restores a segment of the cathedral’s
ceiling fresco, the bishop cannot be moved beforehand and
the apprentice cannot restore a segment orthogonally or
diagonally adjacent to the bishop.

After an ill apprentice has restored a segment, the bishop
is moved to this segment.

Notes:

e The cards “Sexton” (module 1) and “The bishop pays a visit”
(module 4) cannot be played.

*  Gold Leaf (gilded paints, module 5) is worth I victory point only.
Scrolls (module 7) may be played, and windows (module 6)
can be replaced by them. They may take favor tiles (module 11),
catacomb tiles (module 13), and dome tiles (module 15).
The dames actions are not affected by ill apprentices.

e [ll apprentices can restore the altar without any restriction.

Example: The location of the bishop determines which segments of
the fresco ill apprentices cannot restore.

T R .
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] F I1l apprentices cannot paint portraits in this location, only BEwi
=y pictures of saints (bottom section of the covering tile). __;--
1Ll This costs one paint cube of any color and earns the player A
j_- (| 3 Thalers.
- :_ Note: The card “Tip” (module 4) cannot be played. I—.:;-li
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gals P~ ThH
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hil I1I apprentices can blend paint only once. “—_-1:;
‘II: ‘[ Notes: T
L 71“' *  The card “Alchemy” (module 4) cannot be played. iR
{-{ E{1 ¢ Thisone blend may be a special blend (module 3). “:___h:d.
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~H [ For these locations, the following rule applies: é; Example: Yellow has deployed 1 il and 2 TH
| ) . i - healthy apprentices in the cathedral. After -
= Ifa player deploys hgalthy and ill apprentices to the same F - each apprentice has performed her action, HoL
e location, the apprentices perform their actions in the order i both healthy apprentices get ill. This g B
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E:*‘ i 2. Planning and performing actions e il
-H[TH Planning of actions fput|
During the planning phase, each player now has the option ERmi,
of visiting the medico at the market. To do so, they must - 2 B
cover the "market" location on their action sheet with the 1
“Medico” tile. el
No apprentice is needed to visit the medico. The player JLF
may also send one, and only one healthy apprentice to the e
market to purchase paint. Example: This action tile must be placed on the market location. i1
Yellow and Red want to use the medico. In addition, Yellow visits S
c one market stall. -
Performance of actions g — aop— = I
e | - - | i
If a player has used their “Medico* action tile, they must . L~ PSRN il
buy one bottle of medicine from the Medico board if 41 H
possible. . 1
Note: If a player doesn’t have enough money to buy a bottle, _‘”%
they must lift their screen to prove this. _',._ :__;
I 0 -_—-I‘_..l
The player places the medicine in front of their large L f 3.) i
screen. Each player can have at most two bottles of medi- _:L : - v
cine in front of their screen. - gim.
Example: The medico offers 3 bottles. Yellow has to buy one bottle 1
and choses a green one with 3 portions for 2 Thalers. Red also B
buys one green bottle with 3 portions but for 3 Thalers. Blue is now || | -
forced to buy the red bottle for 2 Thalers. B EE
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Icon

After the last player has performed their final action at
the theater (or passed), the players can now cure their ill
apprentices. In the current player order, the players deci-
de whether to do so and how many bottles to use.

Green bottles contain an elixir that heals ill apprentices.
Bottles contain 1-3 portions of elixir, and each portion
cures one apprentice. The player swaps the appropriate
number of ill apprentices for apprentices of their own
color. Any remaining portions are lost as the medicine
expires.

Red bottles contain raspberry juice that doesn’t cure ill
apprentices, but does improve the master’s mood by 1. For
each bottle consumed, move the master painter pawn at
the theater up one space.

Discard all used bottles and place them on the designated
space on the right of the “medico” board. At the end of the
game round, discard unsold bottles as well, then reveal
new bottles for the next game round. Draw one bottle for
each player who has at least one ill apprentice. Reveal all
drawn bottles simultaneously, then put them on the display
in the following order: From left to right, green bottles in
descending order of portions, then red bottles.

If the draw pile is empty, mix the discarded bottles to cre-
ate a new draw pile. Discard this round’s infection tile.

Automatic healings

f[] lil 3D | 2 :

If a player chooses a wake-up time that forces them to
move onto a -1 space, they may choose to set aside an ill
apprentice for the turn. They return the ill apprentice piece
to the “medico” board, replace it with an apprentice of
their own color, then place it in the red armchair of their
column in the theater. If their mood improves on a future
turn, they can use this healthy apprentice once again.

Game end and final scoring 2-player game

This module introduces an alternative game end condition:
If only one infection tile remains on the “medico” board at
the start of a round, this is the final game round. Flip the
action board over.

When scoring money at game’s end, each player is given
5 Thalers for each apprentice of their color not standing on
the “medico” board.

Example: Red has 2 ill apprentices. He uses a green bottle with 3
healing portwns and exchanges 2 ill apprentices for 2 healthy ones;
the remaining portion is lost.

| +1 |41 | 41| #1
. I
i"i Example: Raspberry juice
AT, improves the mood by 1.

Example: Since 4 players have ill apprentices, 4 bottles are offered
at the medico. They are sorted as follows:

First the 2 bottles with 3 healing portions, followed by one with 1
healing portion and in last place the raspberry juice.

Leonardo’s apprentices do not become ill, and he does not
buy medicine.




11) The Bishop’s Favors

e

This module affects the following:
Cathedral: Restore the fresco

Extra Components

* 1 Favor tile (+/-1)
¢ 25 favor tiles

Setup changes

Randomize the 25 favor tiles and place 1 tile face down
on each fresco tile inside the cathedral.

Place the favor tiles on the
upper right corner of the
fresco tiles.

Changes in game play

A

70 Tt P o P 7 1

4 137 O
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ér) Cathedral: Restore the fresco

If a player restores the segment of the Fresco on which
the bishop is currently located, they claim the favor
tile along with the fresco tile. They immediately take the
benefit of the favor, then remove it from the game.

If the bishop is not located on the restored segment, the
player does not claim the favor and instead simply re-
moves it from the game.

The favor tiles

The player receives 1 or 5 Thalers from the
@ common supply, hiding it behind their screen.

e
+154 The player scores 1 additional victory point.

o
& The player’s mood is improved by 1 space.

—_
> | @ | The player receives the shown paint
@ @ I 81 piece from the common supply, hiding it
— = behind their screen.

The Dames

The ladies of the Beguines come to attend the divine services,
and once in a while an apprentice will fall in love and marry
one. The newly wed apprentice migh receive some support from
his bride while doing his handicraft.

This module affects the following:

M Planning and performing actions, Bl Market,
M Theater,
well as the victory point track.

Cathedral, M Studio, and Il Workshop as

Additional Components

e 8§ Dames,
4 each in pink
and purple

e 4 “ladies”
action tiles

* 4 Reservation tiles,
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Changes in Set-up

At the start of the game, place the 8 dames in random
order on the 8 spaces of the victory point track marked
with a rosary.

'-!"Important: Remove one pink and one purple dame from
the game when playing with two or three players. Place
the remaining 6 dames in random order on the 6 spaces
of the victory points track marked with a rosary.

Each player takes one “ladies” action tile, placing it behind
their small screen above their action sheet. Likewise they
take and place one reservation tile.

Place the dames pieces in random order on the rosary spaces of the
victory point track.

Place the “ladies” action
board on top of the regular
action board.
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Changes in game play

A player may acquire a pink and a purple dame over the
course of the game( but never 2 of the same color). They
do this by passing or landing on a space with a dame on
the victory point track. If they do not have a dame of that
color yet, a marriage to one of the apprentices ensues and
the dame is taken from the track and placed behind the
player screen.

Starting with the next planning phase, a player may deploy
the dame to the “Ladies” action tile if they wish. If they
have 2 ladies, they must be sent to different actions.

When performing actions, if a player earlier in turn order
performed the same action with the same colored dame,
the action must be forfeited. If this is not the case, they
may perform the action as normal.

The Green player has gained 5 VPs for restoring a fresco segment,
and passes a purple dame. As she has no purple dame yet, she takes
the piece behind her small screen. From the next round onwards she
may deploy the dame on her “ladies” action sheet.

The Red player is first in wake
up order, so no player can use
a purple dame before him.

He performs this action at the
market before those of the 3
apprentices.

The Blue player is next.

She cannot use her purple
dame’s action now, but still
performs the action of her two
apprentices.
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The actions of dames

._Ihﬂ
|

% —
if.. @ M Market:

The player may swap two market tiles in
different booths.

/ﬁ’] _ Cathedral:
" The player may place their

reservation tile with the day side up on any
fresco tile that does not have the bishop.

As long as it remains there, only this player
may restore that segment. Once they do

so, they take back their reservation tile.
Reservation tiles will remain out till the
end of the next round (see round end instructions).

@ M Studio:

The player may take as many Thalers as
the number of apprentices they currently
have deployed to the studio.

@ I Workshop:

The player may swap any one basic color %
(red, yellow, or blue) from behind their &
small screen with any one different basic

color from the workshop.

."/_-':. I-..
@ I Theater:

The player may place their master painter
at the theater on the starting position. Of
course, this is a wise choice only if their
mood was worse at this point.

3
&

The Red player swaps 2 market tiles, so his
apprentices can buy 3 red, 3 yellow, and 1 green
paint pieces.

The Blue player
reserves a fresco tile
to restore in a future
game round.

The Green player sent
2 apprentices to the
studio. Her purple
dame allows her to
take 2 Thalers, in addi-
tion to any she receives
from the action.

The Yellow player
returns one blue paint
piece to the common
supply and takes one
yellow paint piece in
exchange.

The red player moves
their master up three
spaces to the starting
position.
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other module, no dame may be deployed to that location!

After performing any dame’s actions, the player continues with their usual apprentice actions.

@;Important note: A dame may be deployed to a location even if there is no apprentice at this location. However, if a
certain location (market, cathedral, studio, workshop, or theater) on the action board is covered by an action tile of some
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At the end of each round, all reservation tiles with their
day side up are turned to their night side, and all tiles
with their night side up are returned to their owners.

Players flip their “Ladies” action tile at the beginning of the
final round the same as the standard action board. The se-
cond visit to the cathedral, on the board’s right edge, allows
a new action.

Wi

e

)

Blue’s reservation tile, played during this game round, is flipped
to its night side. Red’s reservation tile, on its night side already, is
returned to its owner.

Final game round

f’/—-_F 3
&’ f Cathedral:

The player may move the bishop
to any space inside the cathedral.
They must pay 1 Thaler to do so.

y

2-player game

Leonardo may arrange weddings as well when moving his master painter on the victory points track on or past a space
with a dame. Same as the players, he can arrange no more than two weddings; one with a pink dame, and one with a purple
dame. But his weddings have no impact on game play; the dames are simply placed next to his action sheet.

@ The Catacombs

s

Treasures of great value are said to lie in the nearly
forgotten catacombs of the cathedral. The curious painters,
upon hearing of them, wish to explore the catacombs while
doing their work. By chance, a cartographer is also staying
at the hostel, who will happily sell you a map to explore
and search for long-forgotten treasures. These treasures
could be sold for valuable income, or given to the bishop for
additional victory points.

This module affects the following:
I Choose wake up time and acquire cartographer tiles

M Planning and performing actions

Additional Components

e 25 Catacomb tiles o

Ly (s

22 Cartographer tiles

LT - T
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Changes in Set-up

Before placing fresco tiles, randomly place one face down
catacomb tile on the 25 segments of the fresco, then place a
fresco tile as usual on top.

M Choose wake up time

The players choose their wake up time as usual. If a
player decides for 5 o’clock, 6 o’clock or 7 o’clock, they
may pay one Thaler and take the top cartographer tile
from the stack for that time; however, it is not mandatory
to do so.

Each catacomb tile represents a room of the catacomb, and
at the start of the game they are all covered by the 25 fresco
tiles.

The catacomb tiles show rooms of size two (7 o’clock),
three (6 o’clock), or four, the location of which is high-
lighted in red. In order to see where on the game board the
tiles indicate, the player orients their tile behind their small
screen in such a way that the altar is at the same position as
the altar on the game board, as seen from their perspective.
Only these are the rooms that the player may explore. There
is an arrow on each tile for easy reference.

! !-’ Important: You may explore a room in the catacombs
only if the corresponding segment of the fresco has al-
ready been restored already, meaning that the fresco tile
covering the catacomb tile has been removed. As soon as
a player removes a fresco tile, they flip the catacomb tile
under it to the other side. Now all players can see what
is inside that room.

The cartographer tiles depict
three different times of day
on their front sides, and a
segment of the fresco on the
reverse. Sort them by the
times of day, then place the
three stacks showing the time
of day on the corresponding
spaces of the hostel.

Changes in game play

Example:

The Red player
chooses to wake
up at 5 o’clock
and pays 1 Thaler
to take the top

tile from the 5:00
stack.

Example:
The Green player is allowed to explore the green-bordered segments.
Likewise, the Red player could explore the red-bordered rooms, etc.
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Exploring the catacombs i 1 | Example: Red has sent 1 appren-

2 - | tice to the workshop and placed a

A player owning a cartographer tile may place it on any H ﬁ 8% W cartographer tile at that location.
s The apprentice may blend up to

space of their action sheet during the planning phase. - 2

The cartographer tile covers the two bottom spaces of

that location, meaning that only one apprentice may be @ ,

deployed to that location. If a player owns more than one @
)

2 paints. The cartographer tile
& allow him to explore up to 4 rooms,
corresponding to the segments

. shown on that tile. Red can explore
@ 2 rooms only, and he takes those

- 2 catacomb tiles. One room is still
@‘* covered by a fresco tile, and one
room is empty already.

cartographer tiles, they may place up to five cartographer
tiles on different locations of their action board.

'-,'"Note: As always, each player must deploy all their
apprentices. In case several players have placed a
cartographer tile at the same location, these are resolved
in player order, as usual.

When it comes time to perform the action at a location
where the player placed a cartographer tile, they remove
the tile and may use it to claim catacomb tiles in the
indicated segments.

When exploring the catecombs, players first check to see
which of the eligible segments have already had their
fresco tile removed, as the catacomb tile may not be
explored until then.

Please note: If a player deploys an apprentice to a location, this
apprentice performs as action in addition to using the catacomb
tile.

The effects of the treasures

Example:

Red decides to keep the statue
he just found. At the end of the
game he will gain 5 VPs for it.

If he had sold it instead, he
would have gained 5 Thalers.

The players will find statues, chalices, or sacred scripts.
Immediately after claiming catacomb tiles the player must
decide for each single tile if they want to sell it or keep it
for the final scoring.

If the player sells a catacomb tile, they take as many
Thalers from the general supply as shown on the tile. Then,
they remove that tile from the game. If they want to keep it
they put it behind their large screen.

The VPs for sacred scripts are
determined at the end of the

Some catacomb tiles show the icon of the theater, which
game only.

allow the player to improve their mood immediately.

Red may move his painter at

They get to do this whether they choose to sell or keep the the theater up 3 spaces.

tile. Then, he decides to sell the

holy script. He takes 2 Thalers
from the general supply, and
removes the tile from the game.

Y
Y R 71,9
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All catacomb tiles which are kept will be included in final
scoring. Some tiles give a fixed number of victory points;
however, the sacred scripts provide a variable number of
points.

Sacred scripts are arranged into encyclopedias whose
value is the highest numbered volume multiplied by the
number of different scripts acquired—they may thus score
a maximum of 25 points. A second copy of the same script
does not increase the value, and must be sold immediately
after claiming.

Record the VP total on the VP track as usual, before
awarding VP for money in current player order.

Example: Blue scores 3 (the number of different scripts) x 4 (the
highest valued script) = 12 VPs

2-player game

If Leonardo wakes up at 5 o’clock, 6 o’clock, or 7 o’clock, and there are still cartographer tiles for that time of day, the
player currently controlling Leonardo picks up the top cartographer tile of that stack and places it on any location of
Leonardo’s action sheet. This round, Leonardo will go to the catacombs. However, Leonardo may not sell tiles, but rather
keeps all of them. At the end of the game Leonardo scores VP for his catacomb tiles the same way as the players do.
Additional copies of the same sacred script do not score Leonardo points.

‘.!-’ Important note: If this module is used in combination with module 15 “The Dome”, the dome tiles are placed between

the catacomb and fresco tiles.

The Pews

Expenses for restoring the cathedral keep rising, and the
number of visiting faithfuls is dwindling. The bishop sus-
pects the shabby pews might be the reason for this, so he
plans to restore them as soon as possible (after all, the more
people visit the cathedral, the more money there is to restore

the cathedral). The painters now have to work on the pews,
in addition to the other work to do.

This module affects the following:

B Market: Buy paints and acquire wooden beams

M Planning and performing actions:
Restore pews

Additional Components

¢ 1 Pew board

e 12 Pew tile

K-Sy

e 24 Small
wooden sticks

* 4 “Pew” action tiles in player colors
blue, green, red, and yellow.

* 6 Replacement market tiles
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Put the pew board next to the game board. Randomly deal
the 12 pew tiles face down (VPs hidden) to the slots of the
pew board.

Each player takes 6 small wooden sticks (representing
beams), and places them in front of their large screen. This
is each player’s supply, but they do not own the sticks yet.

Each player takes one “pew” action tile in their player color,
placing it behind their small screen.

Remove the following market tiles of the base game: blue,
yellow, red, blue/yellow, blue/red, and yellow/red. Replace
them with the new market tiles which show one or two
wooden beams needed for restoring the pews in addition to
the paints.

Changes in game play

I Planning phase:

The players may cover one location to restore one or more
pews during their turn on the action phase for the covered
location instead of the covered action.

M Market:

If a player purchases a market tile with wooden beams,
they take the paint as usual, and in addition move the
number of beams shown from their supply to behind their
large screen. Only now may these beams be used. If the
player’s supply is exhausted, they may take the tile, but no
longer receive beams.

These market tiles replace those from the base game.
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- (. | M Restore pews ;:»;;
B g ; R Example: Red has sent 3 O
L .. . . i - apprentices, and he owns 3 | L
H T One apprentice is printed on the a'ctlon tile, anq up to wooden sticks. He could restore 3 _1. i
By two more may be sent as well during the planning phase. pews needing 1 wooden beam, or H |
| However, each apprentice may carry only one wood beam each, or 2 pews with one needing 9

—1_- i . pp Y n’y Y 2 beams and the other one 1 -7
mdli (meanlpg a player may spend a maximum of 3 wooden beam, or only I pew that needs 3 4| |

H | beams in around to restore pews). For each beam used to beams. -___.é
L  restore pews, a wooden stick is moved from behind their T E
| |71 [{ screen back to their personal supply. ToH
;b— alE X X . . ___»...
g A Depending on their number of available apprentices and T
||| wooden beams the player decides how many pews they -
gl will restore and with how many beans. The number of i
_1—" ‘H  beams needed for a certain pew is shown on the pew tile |
—f»j_ Once restored, that pew tile is flipped, and the player j 1
"1 Fil  scores the VPs as shown immediately. Remove restored “_;ﬁ:
[l pew tiles from the game. 1
b—1~ .

& En 2
= e T
=il i
By i ERl
[ Example: Red decides for 3 pews with 1 wooden beam each, and turns - | |-
] over the tiles. He scores a total of 8 VPs, and records them on the L
_1-* B victory point track immediately. B
Send
geg:M 2-player game

1| Leonardo does not restore pews. His impact on the game is that he may close down a market booth, thus possibly preventing

the players from acquiring wooden beams.

15 ) The Dome
e This module affects the following:

Restoring the cathedral’s dome will certainly be a tricky job,

and must be completed last. Save your paints, for the pain- Cathedral: Restore a section of the fresco and
ters who take on this challenge will certainly be rewarded. final scoring

Additional Components

* 9 Dome tiles
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Changes in Set-up

Randomly deal the 9 dome tiles face down (paints not visible) on the 9 inner segments of the fresco.

On top of these deal the fresco tiles as usual.

~ IImportant note: If this module
is used in combination with
module 13 "The Catacombs," the
dome tiles are placed between
the catacomb and fresco tiles.

/4"'\ Example:
\ &Bj’ Cathedral: After restoring
Y the fresco tile,
_ the player takes it
When a player restores a fresco tile with a dome tile and the dome tile
beneath it.

underneath, they take that dome tile, and place it face
up in front of their large screen.

In player order, and before scoring money, each player may
discard the required paints for their dome tiles and scores
the VP for the completed tiles.

Example: At the end of the game, Green possesses 2 dome tiles, as
well as the paints depicted on them. She discards the paint, and ad-
vances her master painter 13 spaces on the victory point track.

2-player game

There are no special rules for Leonardo to follow when
playing with this module.
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{ Lﬁ} The Black Market
A poor painter can’t be faulted for succombing to a tempting B AT I BV Components HCL
offer from the dubious merchants of the black market. Their . H
paints, stored in large barrels, are not expensive, but you o 1 Barrel tile 4 g 415
never know which paint you will get ... . 308
This module affects the following: %-'_._a
B Market: Buy paints i j;
al! =
Depot for several +I
market tiles. - e
i"{l Changes in Set-up iy
‘1. F1| Place the barrel tile on the game board next to market booth H—_E.
: t_— HI " 4 _":'_
L R >
20l Changes in game play TH
_ kS
{1111 The market is set up each round as usual, with one (4 player TFe
Bes ; AnE
" game) or two (2/3) market tiles left over and not placed on a L
_1"_] market stall. Ed
g 1L
1 L A
= P, L EE
o ) . ThH
R mj B Market: Buy paints age
of Ik
_'1]| Ifthe player sent an apprentice to the market, and if they Ho .__'
_'_F_-pT do not choose to close down a market stall, they may H:H
~{ H assign one of their apprentices to the Black Market instead jasy
—1 1| ofthe selected market stall. =2
BT : l__ ; = = N
{/H| The following rules apply: o
;E": * The player must have sent at least one apprentice to the T+
e market. 28
“H |
"H1| - If the player decides to close down a market booth they -
: '._Uf- cannot perform the black market action. gumE
=0 4L
—1. | ° Ifthe player sent several apprentices to the market, only -
L one of them may perform the black market action. i |
LH : -
1| The black market action: BENE
"r;.._ The player draws a tile from the bag and must purchase Example: The Blue player has sent 3 apprentices to the market. _:E'
L' those paints (plus any wooden beams. if plaving with First, he buys 2 market tiles at booth "I1," using 2 apprentices, and cFatd
Ebfq “Th g ’ ( . y h . fpb y. £ ; h takes 1 green and 3 red paint pieces from the workshop. He uses his —‘ =,
| 5 e Pews”), paying the same price as if buying from the third apprentice for a black market action, and draws one tile from 1
| || regular market. If they do not have enough money, they the bag. It’s orange! — he is lucky — and he takes an orange paint L=
ul forfeit the action. piece from the workshop. Then, he places the market tile on the T H
ELly barrel. At the end of this action, he returns the 3 market tiles from _I iy
uil booth "II" to the bag. T
] =
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=1 1 The paint drawn from the bag is not returned, but rather Please note: Just as in the base game, all tiles from a market booth are 2
L placed on the barrel, remaining there for the rest of the returned to the bag only at the end of the player’s market action. Howe- 4
JF d ver, if a player performs only the black market action, they do not return
H = RIS LTI, any tiles to the bag. =
B :
ills 1n " :
LT 2-player game Tt
- .I B I——
TH Leonardo does not perform a black market action. 1]
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@ The Painters Guild

Painters often are missing urgently needed supplies for
their work, but thankfully the memebers of the Painters
Guild stick together and are willing to exchange among
themselves. A lucky painter may find what they need at the
guild hall.

This module affects the following:
I Workshop: Blend paints

corresponding spaces of the guild tile.

@ I Workshop:

Each apprentice sent to the workshop may perform two
actions of blending paints or exchanging with the guild, in
any combination.

..
i Lo

‘-!" Important: The guild tile can be used only to exchange
a basic paint with another basic paint or a blended paint
with another blended paint. Pink and Brown paints are
not available at the guild.

_1-4

1 Anapprentice may either

L[| blend up to 2 paints at the workshop, as usual

1| Exchange two paints at the guild. To do this, the player
g takes both paint pieces from the guild tile and replaces

them with a basic and blended paint they possess

d
LR
e

blend one paint at the workshop and exchange one paint
(basic or blended) at the guild

A &

The order of blending a paint and exchanging a paint is up

Changes in Set-up

Place the guild tile next to the game board, to the left of the workshop. Randomly choose one basic color (red, blue, or
yellow) and one random blended paint piece (orange, green, or purple) from the common supply and place each on the

Changes in game play

Additional Components

* 1 Guild tile

Storage for a
basic paint

Storage for a
blended paint

Example:

Red has 3 red paints and 1 yellow paint in his personal supply, and
has sent 2 apprentices to the workshop.

He uses his first apprentice to exchange 1 red paint for 1 yellow
paint from the guild tile. Then he blends 1 orange paint by using
red and yellow.

With his second apprentice he blends one more orange paint, which
he exchanges for green from the guild tile.

2-player game

Leaonardo is not a guild member and thus may not ex-
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Some Notes concerning final scoring when playing with several modules

going up the the one with the highest number.

* {5 Exchange Lucky Pennies for Thalers
» {6 Exchange gold leaf for Thalers

« 18 Gain VPs for bell certificates

« 10’ Get Thalers for cured apprentices

Proceed with the final scorings of the used modules in numerical order, starting with the one having the lowest number

« (13 Gain VPs for catacomb tiles

¢ Only after all these steps should the players score money
as usual.

Setup example of the game with all modules

There are no restrictions on how many modules you may play with, and each may be played with any other. Adjust the
combination to find the perfect level of play length and complexity for you.

In order to maintain a clear overview when playing with several modules, this diagram shows where to place the additional

| Module 17:
|| The

[*| Painters

|| Guild

boards of each module next to the game board.

Module 8:
Bell board ~F

Module 2:

Module 16:
Black Market 2

Module 10:
Module 9: The Medico
The Wall Fresco Module 5: 4
Display |-
board for |
gold leaf

Module 14:

o  The Pews

72

Module 4:
Wishing Well
board e

The Bishop’s A
Request ge ,_
\ Module 6: Hf
Glaziery board ‘a
Module 1:
The Portraits
: Module 6: s
= Reserve board
—{
Boas
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