
As the 13th Century draws to a close, Venice is known around the world for its 
famous bazaars. In 1295, Marco Polo returns to this city after 24 years spent traveling 
the Silk Road. 

Marco believes that riches await any trader able to sell at the palazzi of the noble 
families, but not just anyone is allowed in—only well-known traders can sell there. He 
must first build his reputation in the city if he seeks the wealth of the nobles.

Marco Polo speaks with excitement about his companions, who accompanied and 
helped him along the way. Some worked with him for months at a time, while 
others lingered only briefly, but each one contributed greatly to his success.
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You can use the general components included in this expansion without using 
either module. Simply add the cards and contracts to their respective stacks.

You can add The City of Venice module to the base game on its own or together with 
The Companions module.

Important: To play with 5 players, you must use The City of Venice module.

You can add The Companions module to the 
base game on its own, or together with 
The City of Venice module. 

This expansion adds 2 new modules to the game (The City of Venice and The Companions), along with components that allow the 
game to be played with 5 players.

For easy identification, the components from this expansion are all marked with this symbol:

The City of Venice

The Companions

General

Components

 1 Venice board  
(2 pieces)

 16 Trading posts  
(4 in each color: blue, 
yellow, green, and red)

Components for the 5th player
 1 Player board
 3 Purple figures
 6 Dice (5 purple and 

1 black)
 13 Purple trading posts
 1 50/100 point card

 9 Companions

Components 
for the 5th 

player.

16 Trading posts

Assemble the Venice 
game board.

An explanation of the new symbols and 
characters can be found on Page 5

Rules for The City of Venice 
module can be found on 
Page 3

Changes for 5 players 
can be found on 
Page 6

Rules for The Companions 
module can be found on 
Page 4

8 Small Camels3 City Bonus Markers

 6 Contract tiles
 5 Character tiles
 5 Die tokens
 3 City Bonus markers
 8 Small camels
 11 Rusticiano cards
 4 City cards
 4 Goal cards
 1 Rulebook

5 Characters

4 City Cards 4 Goal Cards

6 Contract Tiles 5 Die Tokens

11 Rusticiano Cards

Reverse side9 companions, represented as etchings in a drawer.
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Set up the game normally, with the following changes: 

Gameplay
The Venice board has a new action space, which lets you add trading posts to Venice.

This action space works in a similar way to the Khan’s Favor space in the base game (see page 7 of the base game 
rules). If you are the first player to perform this action in a round, place 1 of your dice onto the leftmost empty 
space.

To place a die on the City of Venice action space, it must have a value equal to or greater than 
the most recently placed die (ignoring any dice placed during setup). When you place a die on the 
City of Venice action space, add 1 of your trading posts to the Venice board.

The first trading post you place on the Venice board must be on the large palazzo closest to 
the action space. Subsequent trading posts in Venice must be connected by a dotted line to a 
palazzo on which you already have a trading post. 

There can be only 1 of each player color on the City of Venice action space each round.

Some connections between palazzi have costs shown on them. When placing a trading post, if the connection 
you want to use shows a cost, you must first pay this cost before placing the trading post. If you are unable to 
pay this cost, you cannot place your trading post.

The City of Venice –  A new action space.

When you add a trading 
post to a large palazzo, 
treat the city cards as 
you would in the base 
game (page 11 of the base 
game rules).

When you add a trading 
post to a small palazzo, 
treat the city bonus marker 
as you would in the base 
game (page 10 and 16 of the 
base game rules).

When you add a trading 
post to the last palazzo, 
treat the action spaces 
as you would in the 
base game (page 11 of 
the base game rules). 

Before completing setup, take 1 die of each unused color. Going from left to right, place 1 die on each 
space of the City of Venice action space until all dice have been placed. These dice remain here for the 
duration of the game, and are not removed when players retrieve their dice. 

1 Place the Venice 
board to the left 

of the main board.
2 When placing city cards, place 1 on each of the large palazzo spaces on the Venice 

board as well. You will end up placing 3 more cards than usual.

4 Take the 4 extra trading posts in your color 
and place them above the top-left corner of 

your player board.

3When placing city bonus tiles, place 1 on 
each of the small palazzo spaces on the 

Venice board as well. You will end up placing 3 
more tiles than usual.
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Set up the game normally, with the following changes:

Gameplay
Each companion provides a benefit, which is shown on its faceup side. Each companion’s reverse side is the same, and the facedown 
stack is a new action space that you can perform multiple times (paying any associated costs, see pages 12 and 13 of the base game 
rules). To use this new action space, place 1 die on the space. Then take 1 good of your choice from the supply and 1 of the 
faceup companions. Until the end of the current round, you can use this companion’s benefit. There is no limit to how many 
companions you can have. Do not draw a replacement companion from the stack. 

Most companions have benefits that you can use multiple times during the round, although some have benefits that you can use 
only once—these are marked with a “1x” symbol and must be set aside once they have been used. Some companions have action 
spaces on them; these action spaces can be used only by the player that takes that companion.

What do the companions do?

What else needs to be observed?
As usual, when placing trading posts, start with the trading post in the top-left corner of your player 
board and continue working your way down and to the right. This means that you will score  
5 victory points when you place your 12th trading post, and 10 victory points when you 
place your 13th. 

Important: Rules that apply to trading posts on the main board apply to trading posts on the Venice board as well.

Some of the palazzi are worth victory points. At the end of the game, if you have a trading post on a palazzo worth 
victory points, you score that many points.

Then you place a trading post onto a small 
palazzo adjacent to a palazzo you already have 
a trading post on. You immediately get the 
indicated bonus from the supply: 
1 camel and 1 silk.

You place a 6 
on the City of 
Venice action 
space.

Example:

1

The Companions – They accompany you for a round.

The City of Venice

4
2
3

1

If you are not playing with The City of Venice module, return the Gondolier companion to the box. Shuffle the companions 
facedown and place them in a stack near the bottom-left corner of the main game board. Then draw 6 of them and place 
them faceup in a row next to the stack.

Moneylender: This companion has an action space, 
which you can use multiple times, each time treating it as 
unoccupied. Place 1 die on this action space to take 8 coins 

from the general supply. Additionally, once per round, you can pay 1 good to 
take 5 coins from the general supply without placing a die.

Gondolier: This companion has an action 
space, which you can use once per round. 
Place 1 die on this action space to place 

1 trading post in Venice following the normal rules. 

Saracen: 
Once during 

the round, you can trade 
camels for coins or vice-versa 
while taking an action.

Scribe: Each time 
you complete a 
contract, you can 

either pay 1 fewer good than required 
or score 3 additional victory points.

Cartographer: Each time you pay 
camels or coins to travel, the cost is 
reduced by either 2 camels or 

5 coins. You cannot use this companion to reduce 
costs on the Venice board.

Bodyguard: Each time you travel, your coin 
travel cost is only 2 coins per space (camels 
and other costs must still be paid as usual). 

You cannot use this companion to reduce costs on the Venice 
board.

Diplomat: Once during the 
round, you can use a city 
card action in a location 

where you do not have a trading post. The 
normal rules for playing city cards still apply.

Nun: Each time you place a die, you 
may adjust its value up or down by up 
to 2 (you cannot go from 6 to 1 or vice-

versa). If the action space is already occupied, the cost you 
pay is based on the new value.

Trader: Each time you go to the bazaar, you 
pay 1 fewer die than normal (minimum of 1). 
Also, each of your dice counts as having their 

value increased by exactly 2 when you collect goods or camels (do 
not physically change their values).

6 faceup companionsCompanion stack

2
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The Symbols –  What do they mean?
A brief explanation of the new symbols introduced in this expansion:

The New Characters –  What do they do?

At the end of the round
In addition to the usual end of round rules (see page 16 of the base game rules), make sure to also do the following:

1. Return all companions to the supply and shuffle them.
Collect all the companions and shuffle them facedown to make a new companion pile.

2. Draw and lay out 6 new companions.
Draw 6 new companions and place them faceup in a row next to the stack. Skip this step at the end of the fifth round.

Bellela, Fantina & Moreta
During setup, after all other players have 
chosen their characters, take 5 characters at 
random from those remaining. At the start 
of each round, before rolling dice, choose 
which character you are going to use that 
round. At the end of each round, return the 
character you just used to the box. 

Expert Variant: Take and reveal your 
5 characters immediately after choosing this 

character, allowing other players to better plan against you. 

Most characters can be used with this character normally, 
though some require further explanation:

The Voyages of Marco Polo
• Niccolo & Marco Polo: Add your second figure to the same 

location as your first. You have 2 figures on the board for this 
round. At the end of the round, return 1 figure to the box.

• Wilhelm von Rubruk: Do not take the 2 black trading 
posts. You score no additional points.

Pope Gregorio X. 
Note: This character can be played only 
with The Companions module. 

At the start of each round, you can 
choose to take one faceup companion. 
Replace the chosen companion with 
the next companion in the facedown 
stack. You can use your chosen 
companion in following the normal 
rules. Return your companion to the 

supply at the end of the round.

• Kubilai Khan: You cannot use Kubilai Khan. If you take this 
character, return it to the box and take another character.

Mini Expansion: The New Characters
• Khan Arghun: Draw 3 city cards from the pile. You can use up 

to 1 of them per turn without placing a die. At the end of this 
round, return any unused cards to the box.

• Fratre Nicolao: You receive the extra tile.

Expansion 1: Agents of Venice
• Rusticiano: Draw 3 bonus cards from the pile. You can use 

them this round. At the end of this round, return any unused 
cards to the box.

• Donata Badoer: Take all of the die tokens. You must use 
exactly 1 of them this round.

• Piedro Tartarino: If you use Piedro Tartarino on the first 
round, your figure can start in 1 of the oases (see page 6). If 
you use Piedro Tartarino on a later turn, nothing happens.

Donata Badoer
At the start of the game, take the 5 die tokens. 
Each round, you must use exactly 1 of the 
tokens, which counts as a colorless die of the value 
shown. You can use the die tokens on their own, 
or together with other dice. You cannot change the 
value of a die token, nor can you reroll it.

Once you have used a token, return it to the box 
and flip your character facedown to show you have 
used a token.

At the start of each round, flip your character faceup and gain 
1 camel.

City Card: Draw as many contracts from the special pile 
as indicated by the die. Choose and keep up to 2 contracts, 
returning the rest to the bottom of the special pile. Then, take 
2 camels.

The Companions

Venice Board Costs: Pay 
any 3 goods. You can choose 
multiples of the same good.

Companion:  
Take 1 of the faceup 
companions.

City Card: Choose and use 
any 1 city card where you 
have a trading post. You can 
do this even if the chosen card 
is already occupied.

As usual, the die indicates 
how many times you can use 
the city card action.
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To play with 5 players, you must use The City of Venice module (see pages 3 and 4) and the additional purple components for the fifth 
player. Treat each small and large city as having a fifth slot for trading posts.

During setup, place all 6 black dice on the black die space of the main game board.

The New Characters – What can they do?

Rusticiano
At the start of the game, shuffle the Rusticiano cards together and draw 6, then return the remaining 
cards to the box. Treat Rusticiano cards as bonus actions (see pages 12 and 13 of 
the base game rules). Each Rusticiano card can be used only once, and must be returned to the box 
once it has been used. 

Expert Variant: Draw and reveal your Rusticiano cards immediately after choosing this character, 
allowing other players to better plan against you.

Rusticiano Cards:

Changes with five players

Credits
Hans im Glück Team 
Game Design: Daniele Tascini & Simone Luciani 
Art: Dennis Lohausen 
Rules Editing: Gregor Abraham, Hanna & Alex Weiß

Z-Man Games Team 
English Translation: Patrick Korner 
Producer: James Meier 
Publisher: Steven Kimball

Z-Man Games and the Z-Man 
logo are TMs of Z-Man Games. 
Z-Man Games is a division of 
Asmodee North America, Inc. Actual 
components may vary from those 
shown. Made in Germany.

1995 County Rd B2 West 
Roseville, MN 55113 USA 
(651) 639-1905 
www.ZManGames.com 
info@ZManGames.com
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Piedro Tartarino
At the start of the game, you can place your figure on 1 of the 3 indicated oases (instead of 
Venice). 

Once per round, you can remove all dice from 1 action space and set them aside (they are 
retrieved normally). If you choose to remove dice from the Khan’s Favor or the City of Venice, 
remove only the rightmost die. You can place a die in one of those spaces. When you use this 
ability, flip your character facedown to show you have used it.

At the start of each round, flip your character faceup.

Pay 15 coins to place 1 trading post on 
a small or large city, or on a palazzo (in 
accordance with the normal rules for placing 
on palazzi). You cannot use this card to place 
a trading post on Beijing or Sumatra. You 
cannot use this ability multiple times.

Take 2 contracts 
from the special 
pile and 2 camels 
from the supply.

For every 2 trading 
posts you have, score 
1 victory point.

Remove all dice from 1 action space and set them aside. 
If you choose to remove dice from the Khan’s Favor or 
the City of Venice, remove only the rightmost die. 

At the start of the next round, dice set aside by this card 
are retrieved normally.

While traveling, 
you can pay 3 
camels per city to 
place 1 trading 
post in each city 
you pass.

Take 1 of the faceup companions, which you can 
use normally this round. 

If you are not using The Companions module, 
return this card to the box and draw another 
Rusticiano card.

Take 1 black 
die from 
the general 
supply.

Take the city 
bonus of 1 small 
city you have a 
trading post in.

Draw 3 city cards and keep 1, 
returning the others to the 
box. When you use the chosen 
city card, treat it as though you 
placed a die with a value of 6 
on it. 

When you complete a contract, you receive 
double the non-victory point rewards (you score 
the normal amount of victory points). If you 
receive a move reward, you must perform it all as 
part of the same move, not as separate moves.

Remove the city card from 1 large 
city you have a trading post in. 
Draw 3 city cards from the City 
card pile and place 1 of them on 
the empty city card space. Return 
the others to the box. 
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