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You need 304 players

more than 30 mint
[ ‘ N [ 10 years old 1
to play me. .
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overview

This is an area majority roll and write boardgame.

There are 3 or 4 powertul people in the walled city of Nordlingen.
The powerful people give commands to their soldiers, govern a wide area,
and aim to become the ruler of the city.
To become the top, it is important to understand the structure of the city, which is a fortified, walled city.

The church is very important. Their supports will greatly bolster your ambitions.

Termof the map

a square

a 2-squares church

a road

an intersection

a wall

HEATIEHE

The day you played Player’s symbol

and and name crest

A player writes down today's date at the top left of this sheet.

E.g. If the date is May 19th, you should write O, 5, 1, 9 from the left.
Then, the player writes down the 4 numbers on the churches on the map.
Each player draws their own symbol and writes their name on a crest.
The symbol is treated as their soldier in the game.

After drawing their symbol and name, players decide on a start player by
discussing together. For instance, the start player could be the tallest
player.

Players draw their first soldier on an intersecion on the map in clockwise
order.The first round will proceed in counterclockwise order, beginning
with the last player to draw their solider.

End of the Game

The game will end after
8 rounds (for 3 players)
or 6 rounds (for 4 players)

There are 2 phases in a round.
At first, players do (D Select border phase.
Then, they do @ Draw border phase.

@ Select border phase

During the first round, players will take their turns in the
order specified in the game setup. From the second round
onward, players will select a border based on the number
they chose in the previous round's Border Selection Phase,
in ascending order.

Each player will choose one of the borders numbered 1-6
from the border selection table at the bottom of the map,
and place their icon in the corresponding square for that
round. At this time, borders already chosen by other players
cannot be selected.

Once all players have selected their borders, the game will proceed to the Border Drawing
Phase.

@ Draw border phase

Players will draw the borders they selected during the Border Selection Phase on the map
in ascending order of the numbers they chose.

If a player is unable to draw all of the borders and the soldier at the end, they must
withdraw from the game, and their turns will be skipped for the rest of the game.

It is not permitted to only draw some of the borders; if you cannot draw all of the
borders and the soldier at the end, do not draw any.

IRules of drawing the border!
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A: You must draw a
border from one of
your soldiers.

B: You can draw the
border any direction
up/down/left/right.

C: You must draw
your soldier at the
end of the border.

D: Border must be
drawn on a road. A
border cannot be
overwritten on a
existing border.
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E: Borders or
soldiers can be

F: A border(s) can
not be entered in a

G: Borders can
cross. (The sol-

H: Soldiers cannot
be drawn at inter-

drawn on a walls but  territory. dier passes sections where there
cannot be overwrit- through.) already is one.
ten on an existing
one.
ETerritory
Territory is a group of square(s) that is e

enclosed by borders or borders and walls. The Jeis the active

player. ¥< used 4th
border and made
territor. 20

soldiers, a v¢

player who wins a territory gets victory point
(s) equal to the number of squares in the
territory. If there is a church(s) in the territory,
the player gets additional victory points equal
to the number written on the church.

BG soldier, and no A
etting territor _ . .

9 Y _ soldiers surround the territory. © won the territory
Once a group of square(s) is enclosed by ) )
and earned victory points.
borders or borders and walls, players count

their soldiers around the territory. A player

- J

who has the most soldiers around the territory

~— ! A way of counting soldiers | —

gets the territory. The player marks the territo-

&

ry in a way to show they are the owner of the At ¥¢'s turn, yx made %

territory. a territory by using
%

2nd border. There are

. . . . ARG
If there is a tie for the most soldiers, the active 3 Yc soldiersand 20 2 MQ“"
player is awarded the territory. If the active soldiers around the % @)

player is not one of the tied players, the tied territory. A Osoldier ¢

players share the points. Soldiers not on the inside the territory is not regarded as a soldier

outside perimeter of an area are not counted. around territory. y< took the territory, worth 4

victory points.

- J
Bonus draw
If the active player enclosed a territory, they e [T
may immediately draw a bonus border. The P S
drawer is not a territory owner but the 2 S N " Q o
player who made it. 3/ = /
A bonus border is a same as 1st border. The 4 /\] E 1 R
player draws the 1st border and their soldier. 5 /\) (& q Q
The active player may only draw a single 6 \)(\ | @/ &
bonus border each turn, even if they A

completed more than one territory.

Only one bonus border is drawn in a turn. If
a turn player made 2 or more territory, the
player can draw once.

*The end of the game

After 8 rounds (3 Players), 6 rounds (4 players) or there is only one
player who can draw a border, the game ends and the players calcu-
late their scores.

% Calculating the score

Each player calculates their score. Then, each player records their
score next to their name and symbol. The player with the most points
wins.

“ Congratulations, today you are the ruler of Nordlingen.”

Scoring Example
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A gets 21 victory point from 17 square points, a 2-square church and 2 churchbonus points.
gets 20 victory point from 13 square points, a church and 6 churchbonus points.
YW gets 17 victory point from 13 square points, a church and 3 churchbonus points.

@ gets 9 victory point from 7 square points, a 2-square church and O churchbonus points.

A wins the game
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