NEPAL

A Bluc F ant/;ergamc by 5tcvc Jones

5@ tup

Fach Plager chooses a set of Picces and Placcs one Piece on K athmandu. Place one Piccc on the

scoring track. Flacc 5 random cards from t}wc trade deck face up so a“ Plagcrs can see them.
Tl—:e number of Pieces and trade cards depends upon the number of Players:

3 Plagers: 40 Picccs cach, use 20 trade cards

4 Plagcrs: 35 Picccs cach, use 2% trade cards

5 Plagers: 30 Picccs each, use 26 trade cards

Flacc all remaining Picccs and trade cards aside, tl'rcy will not be used dun'ng the game.

Of)jcct of the Game

Ncpal is the crossroads for trade in Asia. | he objcct is to control as many of the lucrative trade
routes and territory as Possiblc. Flaycrs can score Points for trade routes cluring the game, at the end

of the game, and for territories that come under their influence at the end of the game.

Jurn 5cgucncc

1) Move /Grow (FPerform 3 actions)
2) C|aim Trade Routes

}) Kcvcal Ncw Traclc Routes

%) Rcsolvc Comqict

K ules of /|> Lag

[ ach turn, you can Pcrf:orm up to three actions, Tl'ucg may be ﬂcombination of the Fo”owing

choices, except that you cannot Pchorm three of the same actions in one turn:

I) Movc ~ move one Piccc to one acﬁaccnt Provincc.

Z) Grow - Placc one Piccc of your tch ina Provincc where you a]rcadg have one or more Picccs.



Movcmcnt

You may move one Piccc to any acyaccnt Provincc (hcx) inside NcPal. You can leave the original
Province unoccupied if desired. |f the Province you move into has more Picces in it than the stated
Population limit, then conflict occurs at the end o{:your turn, a{:tergou have executed all your actions

and after you have scored any Points for bcing the first P[agcr to claim a trade route.

Grow

Tnis action is allowed on[y in Provinccs where you alrcac]g have at least one Piccc (exccPtion: you can
always Grow in K athmandu even if you have no Pieccs there). Add one Piece of your type to that
Province. A Province that alrcaclg has reached its Population limit may grow. (But the excess
Population may be removed due to Conﬂict at the end of the turn unless it is moved out of the

Provincc).

Claim [rade Routes

I{: you can trace an unbroken Patl'\ of Picccs o{gour type in each Provincc between the two locations

(including the starting and cnding city in cach Provincc) on any of the Facc—uP trade cards in Play, the
you have established a trade route. l:or trade routes outside of Ncpal, you must be able to trace an
unbroken Path to the Provincc in Ncpal that has an arrow connecting to that location. Flacc one of

your Picccs on the trade card as Fo”ows:

l{:gou are the first Playcr to establish the route, you score Points immcc‘iatc[g. Move your score

marker up an aPProPn'atc number of spaces. Place your Piccc on/next to the higl-\cr number on the

card. (First circle on the left side of the card).

If you are second Plagcr to establish the route, you scare 2 Points immcdiatcly. Move your score
marker up an appropriate number of spaces. Place your piece on/next to the second circled number

on the card.

I you are the third or later Plagcr, Placc your Piccc in the circle on the card in order behind the last one

Placc:i You do not score immcc]iatcly, but may score Points for this route at the end of the game.,

ou must Iacc our piece on the trade route as scon as you cstablish it. our piece stays on the
P yourp Y p Y

card until the end of the game, even if you lose control of the trade route during the game,

Tl’lc numbers listed on the trade cards are scored at the E_ND of the game, not when a Plagcr
establishes a trade route between the listed cities during the game. (Numbers with an asterisk (*) next

to them are scored on]y in four and five Plagcrgamcs - thcy are not scored in the three Plagcrgamc)



]t is a good idea to occasionallg review the trade route cards to ensure that you receive proper credit

for every route you have managecj to cstablis}'l,

Kcvca/ Ncw Trac/c Kout‘cs

thncvcr a trade route is claimcc], turn over a new card from the trade deck and put it into Plag. Thus
there will always be five unclaimed trade routes available dun'ng the game (excePt nearthe end). Note

thc turn order — you cannot Rcvcal a new trade route and C]aim the new trade route in the same turn.
Com‘]/ct’

When the PoPulation ofa Provincc exceeds the Population limit (Printccl onthe Province on the maP)
at the END of the current P|aycr’5 turn, conﬂict occurs.

T[‘ic Playcr who has the lowest number of Picccs in the Provincc removes one Piccc. lmc there is a tie,
then all tied Playcrs remove one Piccc at the same time. | hen the Plagcr with next lowest number of
Picccs removes, and so on. Pieces are removed until the remaining PoPu|ation is less than or cqual to
the limit. Note that it is Possible to have Picces from different Playcrs in the same Provincc without
conflict if the PoPulation limit is not exceeded. Jtis also Possible that there may be no Pieccs remaining
ina Provincc atthe end of a Playcr’s turn (c‘g. if two different Playcrs areina Provincc with a
Population limit of one, then both Pieccs are removed). Conﬂict can also occur if you are the onlg

Playcr in the Provincc -~ you must still reduce your Popu]ation to the stated limit at the end of the turn.
Ficccs removed due to conflict return to the Playcr’s [‘lancl, and can be used on future turns.

Note the turn order ~ you could Movc into a Provincc, Claim a trade route to a citg in that Provincc,

and then have your Piccc removed at the end of the same turn due to Con{:lict.

5pcc/a/ K ules: Kathmandu

T[‘lc Provincc with K athmandu has no FoFu|ation limit. Flaycrs can always GKOW in Kathmandu,
even if tlwcg have no Picccs there. Thcrc is NE_\/E_R conflict in Kathmandu. Usc the space Provic]cd

on the board to store excess PoPulation in K athmandu if rcquircc] (itis considered to be part of the

same PI'OVinCC 'FOI‘ a" gamc PUI"POSCS).

Gamc Enc/

The game ends when one Playcr runs out of Picccs in their hand

OR

Al] trade route cards have been drawn



Each Plagcr then takes one more complctc turn (including the Plagcr who triggcrcd the end of the

gamc) and then scores Points.

Fnd of Game Scoring

Thc map of Ncpal is divided into five regions, each denoted 133 different color. Foints are awarded on
the basis of which Playcr dominates the trade routes in each region. The Player who has the most
Picccs in a regjon receives 5 Points, the Plagcr who has the second 1argcst number of Picccs receives 3
Points. [fthereisa tie, the Player with Picces in more Provinces in that region receives 5 Points, the

other Plagcr 3 Points. IF there is still a tie, both Plagcrs receive 4 Points.
All Tracle Route cards that have at least one Playcr Piece on them are reviewed....

I{: the first Plagcr to control the route still has an unbroken Path between the two cities on the trade
card, then the P|aycr receives the largcr number of Points (again) . I{: the first Playcr does not control
the route, then remove their Piccc from the card and “Prornotc” the second Playcr’s Piccc to the larger
number. Also, “Promotc” the third Playcr’s Piccc to the smaller number Printcc] on the card. I,C the
second Playcr does not control the route s then remove their Picce from the card and “Promotc” the
third Player’s Piccc to the Iargcr number. KcPcat this until you find the first Playcr that controls the
route. Thcn rcPcat the same process to determine the second P|aycr that controls the route at the

end of the game. Score all Points from all trade cards in this manner.

Tl'\c Plagcr with the most VFS wins, |nthe case of ties, the Plagcr with ]:E_WEK Picccs on the board
wins. ]{:thcrc is still a tie, the Playcr with control of the longcst controlled trade route (most direct

route) at the end of the game wins,

( Zgﬁona/ 5 ules

1. Startof Game - Playcrs put one Piece in ) athmandu, then go around the table for 3 rounds — each Player Placing
one Piece per round angwhcre on the board subjec’c to Populat‘ion [imits. ]¥ a Provincc alrcac]y has Picccs init cqua] to
the Population limit, you cannot Place there.

2. Fopulaﬁon boom — all Population limits in Provinces with cities in them are increased ]33 one

3. Fortrcss ~once per game, a P[agcr may use all three actions on one tumn to Placc a “Fortrcss” (two of the Plagcr‘s
Picces stacked on each other). Jn any Provincc otherthan K athmandu. T he fortress acts like K athmandu in the
Frovincc itis Placcc] in for that Plagcr for the rest of the game. (Flagcr may ignore Fopulation limits, Playcr is not
affected bg the Conﬁict rules at the end of the turn, P]agcr may Grow even if ’chcy have no Picces in the Provincc)
T]’vc fortress also counts for control of trade routes (you do not need to have other Picccs in the Provincc, aside from
the for‘trcss, to control that Provincc for scon'ng Purposes) Onlﬂ one Playcr may Place one f:ortrcss in any Provincc.
A{:ortrcss counts as an extra Provincc and two extra Picccs for scoring “domination? Points in aregjon at the end of

the game for the P]agcrwho builtit.
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