TAJ MAHAL

RULES OUTLINE/SUMMARY:

Goal:
Be the player with the most points by the end of the game.

Setup:

Notes on the game board:

· Note that the game board is split into 12 provinces each with 4 cities, with the exception of the province with Agra which has 5.

· Cities are connected by roads.

· 16 of the 49 cities are purple to indicate that they are fortresses.

Setting up the Board:
· Place the hexagonal “12” province tile on the province with Agra.

· Shuffle the remaining 11 province tiles and randomly face up on each of the remaining 11 provinces.  Be sure to place them so that they do not cover roads or cities.

· During the game provinces are visited in order from 1 to 12.

· Place the “+4” Agra bonus tile on the fortress of Agra.

· Shuffle the 15 square bonus tiles face down and then place one randomly face up on each of the purple fortress cities.

· Sort the 24 oval influence tiles by pictures and place them in face up in four stacks near the top right of the game board.  Place one each on the corresponding space in the “Court of the Grand Mogul” at the top right of the board.

· Place the gold ring in the center of the Court of the Grand Mogul.

· Place the four special cards face up near the board (see page 2).

· Shuffle the 96 remaining cards - there are 21 cards in red, yellow, green and violet as well as 12 white cards.

· Each card has a combination of six different symbols:

· Vizier (green robe) - for control of political forces

· General (purple robe) - for control of military forces

· Monk (orange robe) - for control of the religious forces

· Princess (yellow robe) - for control of social forces

· Grand Mogul (figure in throne) - for control of the crown

· Elephant (as shown) - for control of the province and its economic yield.

· Deal 6 cards to each player face down - this is the starting hand for each player.

· Lay out the card supply for the first round depending on the number of players as follows - draw and place face up next to the board:

· 3 players - 5 cards

· 4 players - 7 cards

· 5 players - 9 cards

· Place the rest of the cards face down in one stack next to the board.

· This deck will be used later in the game.

· Used cards are discarded face up next to this draw pile.

· Sort the palace and scoring markers by color - each player selects a color and places all the palaces of that color in front of them.  

· Each player places their scoring marker on the “0” space on the scoring track.

· Place the 2 black figures:

· Place one black figure in the province with the province marker “1” - place that province marker in the court of the grand mogul.

· Place the other black figure in front of the starting player - this player is determined in any manner agreed to by the players.

Turn Order:

· There are a total of 12 “visits’ in the game - one visit to each province.  Beginning with the starting player, each player must:

· Play 1 or 2 cards or

· Withdrawal

· Once a player has withdrawn their visit is over and may not take any more actions.  When each player has withdrawn the visit ends and the next begins.

Game Play:
Playing Cards:

· When a player chooses to play a card they must first play exactly one of any colored card they have in their hand.

· In all subsequent rounds during the visit, the player must play only cards of that color (unless the player plays a special “change color” card).

· In addition to the one colored card a player may also play one white card or one special card.  White cards and special cards may never be played without a colored card.

· When a card is played it should be laid down so that all players can see the symbols on the cards.

· Players must keep their cards in their hands secret.

· Once a card is played it cannot be taken back.

Withdrawal:

· When a player withdrawals they may play no more cards this visit.

· However when the player withdrawals they compare the cards they have played with the other cards that have been played.

· When a withdrawing player has the most:

· Viziers, Generals, Monks or Princesses - when a player has the most of any of these symbols they take the influence token from the court of the moguls and places it before them.  Then the player puts one of their palaces on any empty city space in the province.

· When a player places a palace on a purple fortress space they take the bonus tile that is on the space.  

· If the player has a majority in more than one of the symbols they take a token for each of these symbols from the court.

· Grand Mogul - When a player has the most of the grand mogul symbol they take the crown from the court, put it on a palace and place the palace on an empty city space or next to another city on an occupied city space.

· If the palace is placed on a fortress tile they may not take the bonus tile.  The tile is kept on the board for another player to take.

· If the palace is placed on an empty city space another player may place a city next to it at a later time.

· Elephant - When a player has the most elephant symbols they  take the  hexagonal province token and gain control of its economic yield (Indian goods, rice, spices and jewels).  The player puts the province marker face up in front of them.

· After the player withdrawals, takes their crown and/or tokens and scored any victory points, they discard their cards they played.  

· Note that once a player has taken tokens or the crown they are not available to any other player during that visit.

Collecting Influence Points:

· After a player withdrawals the player scores influence points and adjusts his marker along the scoring track appropriately.

· Score points as follows:

· Bonus Tiles:

· 4 points for the palace of Agra

· 2 points for a “+2” tile

· The topmost card for the “+1 card” tile.  No points, take a card and set the tile aside

· 1 point for each commodity on a commodity tile and 1 point for each occurrence the player has of the commodity which they have on other bonus or province card (see the example on page 6)

· Province Tiles:

· 1 point for each commodity shown plus 1 point for each occurrence of those commodities on other province or bonus tiles (see the example on page 7)

· Palaces:

· 1 point for placing a city in the current province.  Note only 1 point is scored regardless of how many cities were placed.

· 1 point for each province that is connected by a player’s palaces through an uninterrupted line (see the example on page 7)

Ending a Withdrawal:

· Again, all cards played are discarded after influence points are score except special cards

· The player then takes two cards from the available face up supply next to the board (see setup)

· Note that the last player to do so will only draw one as only one card will be left.

· Play continues until every player has withdrawn - then the next visit begins.

Ending a Visit and Starting a New One:

· Each player who has two identical influence tokens returns them to the supply and takes the appropriate special card (from the table or from the player who currently holds it)

· The starting player figure is moved from the current player to that player’s left.  They are the new starting player.

· The province figure is moved to the next province according to the number on the hexagonal province tile.

· That province tile is then moved to the court.

· Replace any influence tiles to the court that are missing.

· Return the crown to the court.

· Draw the appropriate number of cards for the new card supply to be drawn from after players withdrawal.

Special Cards:

· At the beginning of the game the four special cards are placed face up near the board.

· When a player gets two identical influence tiles they may claim the special card with the appropriate symbol.

· Special cards are played just like white cards.

· Only one special card can be played per round.

· See page 9 for an explanation of the powers of the different cards.

Game End

The game ends after the 12th visit is complete.

Additional points are then scored for the cards that remain in a player’s hand as follows:

· 1 point for each special card

· 1 point for each white card

· 1 point for each card of the color the player has the most of (see page 10)
Winning:
The player with the most points at the end of the 12th visit and final scoring round wins.
