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At the end of a visit, players
with two equal influence 
tiles trade them for the
corresponding special card. 
Note: If a player has the two
influence tiles for a special card
already in his hand, he discards the
two tiles and keeps the special card
(without additional effect!).

A special card is played like 
a white card: 
➡ played only with a colored

card (never alone!) 
➡ at most one per turn, but can

use several in a visit 

When a player plays this special card
in his first turn of a visit, the card
color of his second colored card (and
not the one played with this special
card) is used for the rest of the visit. 

The special cards

At the beginning of the game, the 4 special cards are placed face up
beside the board. Players can win control of a special card by winning
two of the Vizier, the General, the Monk, or the Princess influence tiles.
At the end of a visit, after all players have withdrawn, players who have
two identical oval influence tiles trade those tiles for the corresponding
special card. The player takes the card from the table if it is still there
or from the player who is holding it. The player adds the card to his
hand.

Special cards are played just like the white cards. That is, they must be
played with a colored card. Only one special card may be played by a
player in a turn. They have the advantage that they return to the
players hand instead of being discarded when the player withdraws. Of
course, when another player has the two influence tiles corresponding
to the special card, that player will take the card for himself at the end
of the visit.

The special cards give a player, when they are played (they have no
effect if they stay in the player’s hand), the following advantages: 

+1 Elephant ➡ Just like the white Elephant 
cards.

+1 Grand Mogul ➡ Just like the white Grand 
Mogul card.

+2 influence points ➡ The player receives 2 influence 
points, immediately, when he 
plays this special card. 

Free color change ➡ The colored card, which the 
player plays with this special 
card, need not match the color 
required for this visit.

Note: This special card applies only to the turn it is played.
In the player’s subsequent turns of this visit, he must use
cards of the color he started the visit with.
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GAME END

1 point per
➡ special card
➡ white card
➡ cards of his “longest” color 

The player with the most
influence points, is the winner

Any remaining colored cards and
influence tiles are worthless.

Do not forget: you are not allowed
to show other players your cards! 

special card +1
white card +2
longest color +3

6

special card +1
white card +1
longest color +2

4

special card +1
white card +0
longest color +5

6

Example:

GAME END

The game ends after the twelfth visit is complete. Each player receives
additional influence points for the cards remaining in his hand,
including the cards he took from the card supply when he withdrew on
the last visit. He receives 1 point for: 

• each special card,
• each white card, and 
• each card of the color he has the most cards of (if two or more colors tie

for most, the player gets just points for one color).

The player with the highest total score is the winner. 

GAME TACTICS

• A player’s strength comes from his cards and cards are scarce. It is less
important to win many influence points in one specific visit, but rather
to win some influence points in as many visits as possible. Remember
that you also score by connecting to palaces in already visited provinces
and by matching previously gathered commodities.

• Carefully consider when to play more cards and when to withdraw. Try
to avoid long conflicts as they cost a lot of cards. Also, a player holding a
lot of cards in his hand may encourage, just by this fact, other players to
withdraw quickly so that he may win points with a small card
expenditure.

• Plan ahead. Decide where and what you want to collect and score in the
next provinces with the cards you have. Also, carefully choose cards from
the card supply to give you the cards you need to accomplish what you
have planned.
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