Our Carcassonne Rules
(An old school semi-mega game with some new school spice thrown in)
Revision 6: 06-Sep-20

I. Expansions and Tiles Used
●  Carcassonne - The Basic Game: 72 tiles (Include the black-backed start tile). General House Rules: Section II. 

●  The River: 12 River tiles.  House Rules: Section III. [Usually included in The Basic Game].

●  The River II:  11 River tiles + 1 River tile in the Bag.  House Rules: Section III. [Out of print, but now included in The Count, King and Robber expansion].

●  Inns and Cathedrals: 18 tiles.
●  Inns and Cathedrals (2nd copy): 9 additional tiles from a second copy of this expansion.  See Section IV.

●  Traders and Builders: 24 tiles.
●  Dragon and Volcano tiles: 8 particular tiles from The Princess and the Dragon Expansion.  Unrelated House Rules apply; see Section VI.
●  Fair (Catapult) tiles: 5 particular tiles from The Catapult  Expansion.  Unrelated House Rules apply; see Section VII.
●  Abbey and Mayor: 12 tiles + X Abbey tiles. House Rules: See section VIII.
●  The GQ #11 Expansion: 7 particular tiles + 2 River tiles.  See Section IX.

●  King and Robber Baron: 5 tiles. House Rules: Section X. [Out of print, but now included in The Count, King and Robber expansion].
●  Shrines and Heretics: 5 tiles. Rules Reference: Section X. [Originally part of another expansion, but now included in The Count, King and Robber Expansion].

●  Die Katharer: 4 tiles. Rules Reference: Section XI. [Out of print].

●  The Goldmines: 9 tiles.  House Rules: Section XII.
●  La Porxada: 1 tile. See Section XIII. [modified house rules]

●  Other Special Tiles: See Manifest Section XXVI.
I-A. Expansions and Tiles Used Cont'd:  Fanspansions
●  Abbot: 3 tiles. See Section XIV. [http://www.carcassonnecentral.com/community/index.php?action=downloads;sa=view;down=201]  
●  Castle Lords: 2 tiles. See Section XV. [http://www.carcassonnecentral.com/community/index.php?action=downloads;sa=view;down=214]  

●  Crater: 1 tile (0 tiles in bag). See Section XXI (Sorcerer & Spells). [http://www.carcassonnecentral.com/community/index.php?action=downloads;sa=view;down=194   modified]  
●  Horses: 4 tiles. See Section XVI.[http://www.carcassonnecentral.com/community/index.php?action=downloads;sa=view;down=258   modified]  

●  Lord of the Manor: 2 tiles. See Section XVII. [http://www.carcassonnecentral.com/community/index.php?action=downloads;sa=view;down=89   modified]  
●  Wanderer & Mayor: 0 tiles [repurpose Barn]. See Section XVIII. [http://www.carcassonnecentral.com/community/index.php?action=downloads;sa=view;down=213   modified]  

●  Vistas: 4 tiles. See Section XIX. [http://www.carcassonnecentral.com/community/index.php?action=downloads;sa=view;down=321]  

I-B. Expansions and Tiles Used:  Original Expansions
●  Sacred Grove: 3 tiles. See Section XX. 
●  Sorcerers & Spells: 3 tiles + 1 River tile + 14 Spell tiles. See Section XXI. 
●  Standing Stanes & Ley Lines: 3 tiles. See Section XXII. 
I-C. Other Exotic and Miscellaneous Tiles

●  Miscellaneous Tiles I: 8 tiles. See Manifest Section XXVI.
Total of  212 tiles + 1 River and X Abbey tiles in the Bag, + 25  + 1  River tiles. 
II. General House Rules
Legacy Farmer Rule:  We use the “City-centric” Farmer scoring method from the original rules.  That means, Farmer scoring is done City by City based on the majority of control of Farmers touching that City.  There is no concept of “controlling a Farm”.  If the controlling player’s Pig touches that City, an extra point is awarded.  4 points is the base amount scored per City.  This is unchanged from the original rules on Farmer scoring.

Legacy Small City Rule: We use the Small City scoring rule from the original rules.  That is, the base scoring value for a City of 2 tiles is 2 points, rather than 4.

Pigs on Tiles: Some tiles have Pigs printed on them, notably a tile from the River II expansion, and one from the GQ 11 expansion.  Neither of these Pigs count towards Farmer scoring, or to any other scoring in any way.  They are simply artwork.  However, by mutual agreement before the game starts, the players may change them to work just as the Traders and Builders expansion Pig does.  Regardless of which way to play this is decided, all printed Pigs on all tiles work consistently for the duration of that game.

Unplayable Tiles: Unplayable tiles are returned to the pile or bag from which they were drawn; as opposed to being removed from play.
Religious Features: Some expansion rules make specific reference to “Religious Features”.  The following are Religious Features: Abbeys, Cathedrals, Cloisters, Darmstadt Churches/Basilica, German Cathedrals, Monasteries,  Sacred Groves, Shrines, Standing Stanes, and Stone Circles.  The latter 4 are pagan, while the others are Christian.  If a City with a Cathedral is completed, a Religious Feature is said to be completed, tho only the tile containing the Cathedral is considered to be a Religious Feature going forward. [Definition adapted from the Stone Circles fanspansion [http://www.carcassonnecentral.com/community/index.php?action=downloads;sa=view;down=375]  

Rounding Points: If fractional points are ever awarded, “WizWar” rounding rules will be used.  That is, if any fraction of a point is awarded, the score is rounded up to the next integer, e.g. 2.1 becomes 3 points, 2.9 also becomes 3 points.

III. Startup: Random Dual River


Summary: The idea here is that the game starts with a random length River, drawing from the combined River I and River II expansions, as well as the 2 River tiles from the GQ #11 expansion. Then, at a random time later in the game, a second River is made from the unused start River tiles.


Setup: Except for the River tile with the plain Lake, and the River tile containing the Lake + Volcano from the River II expansion (Lake + Volcano shown below), which are momentarily set aside, all River tiles from both the River I and River II expansions, as well as 2 River tiles from the GQ #11 expansion (also shown below), are mixed together randomly to form the Start Bag. Then, one of the two Lake tiles per the first part of this rule is chosen randomly and thrown into the Start Bag, and the other is removed from the game (but see below).  The random determination of which of these Lake tiles is in the Start Bag is kept secret.  
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Play: The game starts with the first player choosing a random River tile from the Start Bag, and so forth, with subsequent players adding onto the River in any non-terminated direction as they see fit (subject to the U-Turn rule), and playing followers as they see fit. 

This starting phase ends when all branches of the River are terminated with either a Source or a Lake.  However, the River must have at least one Source and one Lake.  If a Source or a Lake is drawn, and it is impossible to play it due to the preceding sentence (e.g., the river has no Fork, already has a Source, and another Source is drawn), another River tile is drawn until the drawing player may play; the unplayable tile is put back into the Start Bag, consistent with 
the unplayable tile rules. 

Special Case: If two forks of the River are somehow connected together (basically forming a lake with an island), the requirement that the River have one Source and one Lake is waived.  The River is completed when the remaining end is terminated, or at the time the two forks are connected, if the other branch had already been terminated.



Completing the Start River: When the start River is completed, which may end up being as short as 2 tiles, or as long as 25 tiles, the Start Bag with the unused River tiles is set aside for later use to build the second River (it becomes the Second River Bag), unless the start River is 24 tiles or longer, (in which case there is no second River in that game).  This tile is kept secret.

Second River: During the course of normal game play, when the River tile per the previous rule is drawn from the main game bag, that tile starts the second River.  The player may place the tile anywhere it legally fits, and may place a follower on it as they see fit. 


Play continues from the Second River Bag, players adding onto the second River, until the second River is terminated as above, or until it is clear that it is impossible to completely terminate it (with, as usual, unplayable tiles being recycled with the drawing player getting another draw).   In the latter case (clear that further play on the river is impossible, and it is not terminated), the player who played before the current player loses 2 points (as a disincentive for that player to create likely unplayable situations). 
Special case: If, after an unplayable determination is made per above, in the highly unlikely case it is possible that the Lake tile set aside in the setup phase could legally be played on this River, this tile must be played by the current player (where he pleases if he as a choice); this is considered his play (and he may place a follower); this play must be made even if it would create a River terminated by all Lakes.

Once the second River is terminated on all ends, or it has been determined that it is impossible to terminate all of its remaining ends, the remaining River tiles are discarded and play resumes as normal, resuming with the player sitting after the last player to have legally played a tile.

River Notes:
1) The only non-River tile that is possible to play against a non-terminated River end is an Abbey or equivalent tile that “matches anything”, even if the River isn’t explicitly mentioned in that tile’s rules.
 

2) The River tile with the Pig artwork is subject to overriding House Rules as described in the general House Rules section.

IV. Inns and Cathedrals Expansion
Except for the “phantom junction” tile from an early edition of this expansion as described below, there are no House Rules here.

However, as is typical with most games that are expanded, the later expansions diluted the occurrence of some features from the early game.  In particular, Roads, Inns, Cathedrals, and Pennants have been de-emphasized in later expanded games. 

A solution, and the one we employed, is to purchase a second copy of the Inns and Cathedrals expansion, and add the following 9 tiles from that second set.  This brings these features back into play more in keeping with our early version games.

The 9 tiles added from the second set are: 
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Phantom Junction Tile: This tile, found in an early version of this expansion, works differently than described in later on-line clarifications and later editions of the rules.  Quite simply, it works as depicted in the artwork.
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That is, it is a single Road segment with 4 ends, two of which are already terminated by the Cities. This is similar to the 3-ended Road tile in the Abbey and Mayor expansion.  

In other words, there is no junction there.  So, this is effectively a single straight Road piece, except that followers may be placed on, or use, the short section between the Cities.  The only known practical implication of this House Rule is that a Wagon may travel along the short segments, as well as the long segment.  (Other implications may be discovered or created by new expansions or rules, of course).

V. Traders and Builders Expansion
There are no House Rules for this expansion.  This section included in case we add some.
VI. Dragon and Volcano Tiles
Tiles and Rules:  These tiles come from The Princess and the Dragon expansion. Only the following tiles from the expansion are used.  None of the rules from the expansion are used; instead the following House Rules for these tiles are used. 
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Dragon Tiles:  Tiles with the Dragon icon represent the opportunity to collect Dragons as a commodity, via a mechanism similar to the Cloth, Grain, and Wine commodities of the Traders and Builders expansion, except that it is possible to earn this commodity by completing non-City features in some cases (similar in concept to the Gold in The Goldmines expansion). 

When any feature (excluding “single ended” features) on a tile containing a Dragon icon is completed, the player completing the feature receives a Dragon token.  (The “single ended” restriction, for the purposes of the tiles currently used, refers to the single semi-circular City end section on certain tiles; the Dragon on those tiles will not be earned upon completion of a city with these tiles.  In other words, the only way to earn the Dragon on those tiles is to complete the road.  This rule is written more generally in anticipation of additional tiles being added someday). 
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At the end of the game, the player with the most Dragon tokens scores 10 points.  Tied players each score 10 points.

Dragon tokens may be used to neutralize Volcanoes, see below.

Volcano Tiles: Volcanoes spew filthy ash, having the effect of compromising the productivity of the farm they sit on.  However, if a Dragon occupies a volcano, all is good, and this effect is neutralized.

A farm with one or more active Volcanoes has the scoring value of that Farm reduced by one point.  (Think of a poisoned Farm as containing an “anti-Pig”, scored the same way, but in the negative, regardless of whether City-centric (old school), or Farm-centric (new school) Farm scoring is used).  If a City is serviced by a Volcano-free Farm as well as a Volcano-poisoned Farm controlled by the same player, the most advantageous to that player may be used for scoring.  If City-centric Farm scoring is used, all Farmers, regardless of poisoning, count for a given City in this case.

Neutralizing Volcanoes: Rather than play a follower (et. al.) in a player’s “play wood” phase, that player may instead play one of his Dragon tokens on any Volcano.  That Volcano is then neutralized, and does not poison a Farm.  Any Dragon tokens so played over the course of the game do not count towards the Dragon commodity scoring at the end of the game. Dragon tokens are not followers, and are never removed from the board once placed.

VII. Fair (Catapult) Tiles
Tiles and Rules:  These tiles come from The Catapult  expansion. Only the following tiles from the expansion are used.  None of the rules from the expansion are used; instead the following House Rules for these tiles are used. 
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Fair Tiles:  When a player places a tile with a Fair, and places a follower on the Fair feature (as opposed to other features on the tile), that follower is known as a “Barker”.  Fairs without Barkers are uninteresting, and will have no effect (other than to possibly separate Farm segments).  Note that it is possible for an unoccupied, incomplete Fair to later obtain a Barker via follower movement (e.g. Wagon; note that it is possible to move a Wagon between a Fair and a City if the Fair touches the City wall, or is in the City itself).  Note that the Mayor cannot be a Barker, even if the Fair is contained within a City.

A Fair completes as a Cloister (tho it is not a Cloister in any way).  When a Fair with a Barker completes, all followers within the Cloister radius (including the Barker), regardless of player ownership, visit the Fair for some revelry, and are removed from the board and returned to their respective player’s stock.  The owning player scores 2 points for each such follower removed; the Barker scores 4 points.  Incomplete Fairs are not scored at the end of the game.

If a tile placement completes 2 or more features simultaneously, and one of those features is a Fair, the Fair is scored after all other features are scored, and their followers removed, the provisions of all other rules notwithstanding.  If 2 or more Fairs are completed simultaneously, they are scored simultaneously, except that the same follower can only score once (the most advantageous score to the owning player is used).  If a follower is placed on a tile that completes a Fair, and scoring for that tile/follower is scored before the Fair is scored and followers are removed.

VIII. Abbey and Mayor Expansion
Barn: The Barn is not used per this expansion.  It has been repurposed; see section XVIII – Wanderer & Mayor Fanspansion.

Abbey: Before the game starts, each player decides whether or not the Abbey is cool.  For each affirmative, an Abbey tile is thrown into the bag.  When drawn in the course of normal play, it is played per the normal rules and effects per the Abbey rules.  (If it cannot be legally played, it is replaced and another tile is drawn, consistent with the unplayable tile rules).  Players do not start with an Abbey tile to play when they please.

If a player draws an Abbey and does not wish to play it, they may, as their turn, remove it from the game.

Wagon (clarification): The Wagon can only travel via Roads and Cities.  It may not cross fields, even to get to an uncompleted feature on a tile it can otherwise travel to.  It can, of course, travel from a City to a Road (and vice versa), or even from a City to a Cloister (so long as it doesn’t need to cross a field).

IX. The GQ #11 Expansion
There are no House Rules for this expansion, except as noted previously regarding the Pig tile.  The 2 River tiles are used as described previously; and the following 7 Land tiles are used.  
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X. King and Robber Baron, Shrine Expansion
(Either from the King and Robber Baron expansion, or the Count, King, and Robber expansion).  Note that this section also applies to the Shrines and Heretics expansion as well.

King: The King is not used.


Robber Baron: The Robber Baron is awarded to the player who's follower controls the longest road when it is completed, so long as that road is the first road completed, or is longer than the road for which the Robber Baron was last awarded. If the completed longest road is co-owned, the Robber Baron is shared by all co-owners. (Note that this House Rule is in contrast to the official rule that awards the Robber Baron to the player who completes the longest road.)

At the end of the game, the Robber Baron is worth a flat 10 points to the player who holds it, regardless of the lengths of any roads in question. 

Base Shrine Rules: When an occupied Shrine and Cloister are adjacent (including diagonally), the first to be completed scores full points, while the latter scores zero.  Both followers are removed.  Both players score if they are completed simultaneously.  Both are scored if incomplete at the end of the game.

A Shrine may not be placed if it would be adjacent to 2 or more occupied Cloisters.  A Cloister may not be placed if it would be adjacent to 2 or more occupied Shrines.

The preceding are the original rules, provided for reference.  The following House Rules supersede them:

Challenge Incentive Rule:  When a challenge is won (that is, an occupied Cloister /Shrine is completed against its occupied opposite), the completing player is awarded not 9 points, but 1 point per tile of the incomplete Cloister/Shrine as well. Overlapping tiles are double counted (from CAR House Rules, v6.4, pg 83).  Note that it is not permissible for a player to challenge themselves.

Unoccupied Multiple Challenge Override: Multiple Shrines/Cloisters may be played adjacent to each other, provided multiple challenges are not established; i.e., the existing structures are not occupied, or no follower is played in the just-placed tile.  Later in the game, it is not legal to move a follower into an unoccupied Shrine/Cloister if doing so would create a multiple challenge (e.g., the Wagon) (from CAR House Rules, v6.4, pg 80).

XI. Die Katharer Expansion
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(These rules are mostly consistent with the original German Language rules, and are provided simply for reference, except as noted below).

Scoring Cities: Cities containing one or more Katharer tiles are said to be Besieged. When scored, Besieged cities score one less point per scoring element (tile, pennant, etc.) than the equivalent non-Besieged City would score (but not less than zero).  A besieged city two tiles large is worth one point.

Scoring Farms: When scoring Farms, Besieged Cities score double the points than the equivalent non-Besieged City would score (regardless of whether old school or new school Farm scoring rules are used). 

Escape: If a Cloister (or Abbey, et. al.) borders a Katharer tile (including diagonally), a follower in the City containing the Katharer may escape the City, at the end of the controlling player’s turn.  This escape is in place of the player’s “place wood” phase (i.e., they can’t do this if they placed or intend to place a follower (et. al.)).  The escape is either to the player’s stock, or to the Cloister, if unoccupied, at the player’s option.  The preceding sentence contains one House Rule, and one putative House Rule; its unclear in the original rules as to whether the escape counts as “move wood” (we are making it count), and the original rules only allow escape to the player’s stock).

XII. The Goldmines Expansion
Trident Crop Circle: This tile is thrown in the bag with the rest, however, it works completely differently from what is described in the rules.
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Instead, it allows a player to earn a Tile Draw Mulligan token.  The first player to complete any feature on this tile receives this token.  On a later turn, after drawing a tile they don’t like, they may forfeit this Tile Mulligan Draw token, and draw another tile instead (replacing the tile they didn’t like randomly back to the bag as if it were an unplayable tile).  In the case of simultaneous completion of features controlled by multiple players, the completing player chooses one Gold token, and choice of remaining tokens rotates clockwise among completing players.

Note that the Crop Circle terminates the depicted road segments and separates the farm sections. 

Scoring Change: Scoring of the Gold is changed by a House Rule to be non-cumulative.  That is, for each gold bar, you get the “points per gold bar” as listed on the schedule for that gold bar, regardless of the number you have when scored.  For example, if you have 7 Gold bars, you get 1 point a piece (3 points) for the first 3, 2 points a piece (6 points) for the next 3, and 3 points for the 7th piece, for a total of 9 points, as opposed to 3 points a piece for all, as per the official rules.

Scoring Table (From the Rules): 

Bars 1-3:  1 Point per bar

Bars 4-6:  2 Points per bar

Bars 7-9:  3 Points per bar

Bars 10+: 4 Points per bar

Control: The player who’s followers control the feature is awarded the Gold when the feature is completed.  This is not a rule change, just here for reference, since I can never remember if this award is by completion or control.
XIII. La Porxada
These rules are a mix of House Rules and rules pulled from online. 


La Porxada is a historical trading bazaar. The player who plays this tile must choose one of the following options to occur at the completion of the city.  To be clear, the option is chosen when the tile is played, but it does not occur until the city is completed. 
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Option 1, Commodity Bazaar: La Porxada is a Commodity Bazaar, and when the City is completed, the player who's followers control the City may trade any commodity token they own (including Gold, Dragons, and any other non Traders and Builders commodity) with another in the bank or with another player.  If they choose another player, that player may decline, but if they do, they forfeit a follower for the rest of the game (either from their supply or removed from the board; their choice). 

If this trading creates a shortage of tokens in the bank for future placement earning, such token simply isn't placed or earned when the time comes. 

Option 2, People Bazaar: La Porxada is a People Bazaar, and when the City is completed, the player who's followers control the City may swap any follower they have on the board with that of another player.  The other player may decline, but if they do, they forfeit a follower for the rest of the game (either from their supply or removed from the board; their choice). 

Option 3, City Bazaar: La Porxada is a City Bazaar, and when the City is completed, each player who had a knight in the city, regardless of whether they had control, is noted with a token.  At the end of the game, all players who have such tokens score unfinished cities containing their followers as if they were finished. 

Tied Control: On tied control, whoever completes the feature chooses first if any choices are to be made.  From then, choices proceed clockwise.
XIV. The Abbot Fanspansion
These rules are basically equivalent to the rules for The Abbot  fanspansion.  A subset of tiles are used..  See Section I-A for link.

A follower placed on a yellow-roofed Cloister is called an Abbot.  The Abbott is placed on its side (like a Farmer), and remains for the duration of the game.  Followers may be placed on other features of the tile per the normal rules.

When the Cloister is completed, the Abbot scores 10 points and is not removed.  If the Cloister is not completed at the end of the game, no points are scored for it.

Final scoring:  For each Cloister (any color) connected in a chain (orthogonally or diagonally) to the Cloister in question, the Abbot scores an additional 10 points.  Whether or not the Cloisters in question are occupied or complete does not affect this scoring.

However, if there are other Abbots in the chain of Cloisters, only the player with majority control scores final points.  If the majority is a tie, no points are scored.
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XV. Castle Lords Fanspansion
These rules are basically equivalent to the rules for the Castle Lords fanspansion.  A subset of tiles are used.  See Section I-A for link.

All rules remain the same, except the base Road scoring is modified.  A Castle Road scores 1 point for the segment at the Castle, then for each additional road tile connected, 1 more point than the previous tile.  For example, a Castle Road with 4 segments scores 1 + 2  + 3  +  4 = 10 points.  Incomplete Roads are scored as normal Roads at the end of the game.  Normal control rules (including if multiple Castles are connected) and Inns on the Lake, etc., rules apply.
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XVI. Horses Fanspansion
These rules are a substantial modification of the Horses fanspansion.  All tiles are used.  See Section I-A for link.

If a Farmer is placed on a Field section of a tile containing the herd of Horses, he is also a Herdsman for those Horses.  The Horses need a path to water, and the Herdsman scores immediately upon a water feature touching or being on that Farm (only once per game; “water feature being defined as water artwork, whether if affects play or not; wells and similar features do not count).

The Herdsman's score is the shortest number of tiles from the Horses to the water, using orthogonal paths only, and counting the tile with the Horses.  The maximum score is 3 if the Horses can reach water upon Herdsman placement.
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XVII. Lord of the Manor Fanspansion
These rules are basically equivalent to the rules for the Lord of the Manor  fanspansion, except for a scoring change.  A subset of tiles are used.  See Section I-A for link.

A follower placed on the Manor is a Baron.  A Baron is not considered part of the Farm, City, or other feature on the tile or which the tile becomes part of, and may be placed even if those features are occupied.

The Barony is completed upon a 25 tile square with the Manor as the center tile being completed (i.e., a 5x5 square).  The Baron scores 50 points, and is returned to its owner. An incomplete Barony scores 0.33 points per tile at the end of the game.

Neither the Wagon nor Mayor may be a Baron.  The courtyard of the Manor is not a Field/Farm.
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XVIII. Wanderer & Mayor Fanspansion
These rules repurpose the Barn and are basically equivalent to the rules of the Mayor portion of the Wanderer & Mayor fanspansion,  No tiles are used.  See Section I-A for link.

Upon the completion and scoring of a City, if a player scored at least one point for his Mayor in that City, he may deploy City Hall (Barn) exactly where the Mayor was.  In the case of ties, multiple players may have this option.  If his City Hall is already deployed elsewhere, the player may choose to relocate it.

When a City or Cloister is completed that is connected to the City with a City Hall (via roads or a direct connection (e.g. a Cloister in a City), the player owning City Hall scores 0.5 points per tile in the connected completed feature.  No scoring is done for City Hall at the end of the game.
XIX. Vistas Fanspansion
These rules are basically equivalent to the rules for the Vista  fanspansion,  A subset of tiles are used.  See Section I-A for link.

A follower placed on a Vista Point is a Sightseer.  A Sightseer's Vista is the six tiles looking out directly from the Vista Point.  That is, the rank of three adjacent to the Vista Point in the direction of view (orthogonally and diagonally), and the rank directly behind it, thus forming a 3x2 rectangle.

The Vista completes when those six tiles are filled in, in which case the Sightseer is returned to his owner.  The Vista is scored for each different significant feature in the Vista.  Incomplete Vista's are scored in the same way at the end of the game.

A “significant feature” is any feature that scores (e.g. City, Road, Field, Vista Point), can influence or contribute to scoring (e.g. Inn, Cathedral, Volcano (in our rules)),  can cause an action (e.g. Fair (in or rules)), or is a significant geographical feature (spanning multiple tiles; e.g. a River).  Iconic markers (e.g. Pennant, Commodity), and followers (e.g. Pig), and other tile animals (e.g. Horses), are not features and therefore do not contribute to scoring.  
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XX. Sacred Grove Original Expansion
These rules are based loosely on the mechanic of the Abbey from the Abbey & Mayor expansion, but with different tile artwork and some significant changes.  Three original tiles are introduced.

The Sacred Grove tiles are mixed into the bag at the beginning of the game like any other tile.  

A Sacred Grove tile may be placed against any City, Farm, or Road edged tile (think of it 's edge as a wild card).  If so, it may complete a City or Road, or wall off or continue a Farm, (depending on Gate placement: see following).  If it completes a City or Road, this tile is not counted as part of that feature.  A Sacred Grove may only be placed next to another Sacred Grove if the touching walls are identical (e.g. gates on both edges, no gates on both edges).

The green part of the tile is considered a Field, and a Farmer may be placed there (subject to the standard placement rules).  No other followers may be placed on this tile (except the Pig and similar).  Farms continue thru the gates, assuming a Field is on the other side.

Sacred Groves do not score in and of themselves.  If a Sacred Grove is placed in a “hole”, no special reward is received.  It is considered a “Pagan Religious Feature”.  
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XXI. Sorcerers & Spells Original Expansion
These rules introduce four original Sorcerer's Tower tiles (3 standard and 1 River), and 14 Spell tiles.  It also repurposes the Crater fanspansion.

The three standard tiles are mixed into the bag at the beginning of the game like any other tile, while the River tile is mixed into the River bag.  If the Crater fanspansion tile is not available, remove the Mishap spell tile from the game.

When a Sorcerer's Tower tile is placed, a follower may be placed on any feature as per the usual rules, or on the Tower as a “Sorcerer”.

The Sorcerer's Tower completes as a Cloister does (i.e., upon the 8 surrounding tiles being placed).

Upon the placement of a tile that completes a Sorcerer's Tower, the following occurs:  If the tile placed completed any other features (other than another Sorcerer's Tower or Fair), those features are processed and scored first.  

Then, the player who's Sorcerer owns the completed Tower chooses a random Spell tile and reveals it.  If the Spell is red, its effect occurs immediately (before any wood placement).  If it is black, the player may save it and use it later in the game when appropriate.  If multiple Sorcerer's Towers are completed with one tile placement, resolution starts with the player who played the tile, then proceeds clockwise.  When a Spell is used, it is discarded and removed from the game.

Finally, if the tile placement completed one or more Fairs, those are resolved.

Sorcerer's Towers do not score upon completion nor at the end of the game.

Note:  If a Spell calls for a Follower to do something (e.g. Teleport), and there is no Follower (e.g. because Spell was granted via a Hole (Section XXIII)), the Follower is deemed to be in the player's stock if one exists.

Crater Tile: When the Crater tile is placed, all wood on any connected feature City, Farm, Road) is immediately removed and returned to the owning player. No followers may ever be placed on the Crater tile.
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XXII. Standing Stanes & Ley Lines Expansion
These rules introduce three original Standing Stane tiles. They rely heavily on the Stone Circle fanspansion.

Ancient standing stanes have been discovered in the countryside.  They may have pagan significance, may have Christian significance, or perhaps both.  Uncanny connections, alignments, and patterns are being discovered among both ancient and current sacred places.

A “Ley Line”,  for the purpose of this expansion, is a linear connection of 3 or more Religious Features in line with each other across the countryside, either orthogonally or diagonally.  A Ley Line always contains the Standing Stane in question, and at least 1 Religious Feature on each side of it on the line, at least 2 tiles from the Stane (not counting the Stane, but counting the Feature).  Therefore, a maximum of 4 Ley Lines can be associated with a given Standing Stane.  A Ley Line may connect any number of Religious Features so long as the minimum conditions are met.

Scoring is based on both the size and complexity of the Ley Line pattern going thru the Standing Stane, and how much of the rural character of the line has been maintained.  Both Simple Ley Lines and Mystical Patterns may be formed.

When a Standing Stane tile is placed, a follower may be placed on any feature as per the usual rules, or on the Stane as a “High Priestess”.

A Standing Stane completes when either it is discovered that it is part of a Simple Ley Line, or the center of a Mystical Pattern (scoring and definitions to follow).  Upon completion, the feature may be scored and the High Priestess returned to its owner, or its owner may choose to let it remain, hoping a more complex pattern of Ley Lines emerge thru it.  In the latter case, the feature is not scored at that time.  At the end of the game, the feature is scored to its maximum possible points for its High Priestess (odd Ley Lines do not score unless the final pattern is a Pallium; when scoring at the end, discard the least valuable odd Ley Line).  A score of zero is possible if zero or one Ley Lines exist thru it.  

Note:  If a player chooses to let the High Priestess remain, rather than complete and score, the next completion opportunity will be when a different Ley Line emerges thru it (it is not sufficient to simply add on to an existing one), a Mystical Pattern emerges after one or more Simple Ley Lines, or a more complex Mystical Pattern emerges over a simpler one.
Simple Ley Lines
A Simple Ley Line is a Ley Line thru the Stane in question, that meets the definition above, at a minimum.  When scoring, all Simple Ley Lines thru the Stane in question are scored as follows, per tile, score first match in this table:

●  The Stane in question:  1 point (but only for the first line scored, else zero)
●  Terminating Religious Feature: 3 points if Pagan, 2 points if Christian (Pagan features are older and harder to find in the countryside)
●  Religious Feature not adjacent to another on the Line:  1.5 points if Christian, 2.5 points if Pagan 
●  Religious Feature adjacent to another on the Line:  1 point
●  Contains a City section:  0.5 points (try to keep rural character)
●  All other tiles on the line:  1 point

Mystical Patterns
A Mystical Pattern is a religious symbol inscribed on the countryside using Ley Lines.  They range from the simpler to the more complex.  The Stane in question is always at the center, or intersection point of the Pattern.  They are scored based on their size, complexity, and the type of religious features they contain relative to the ethos of the Pattern.
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This is an example (a Mara Cross).  2 Ley Lines cross, with the 
Stane in the middle represented by “S”.  The green tiles represent  
any sort of tile, while the black tiles must be Religious Features.  In 
this case, the size = 2, the length in tiles from the Stane to the end of the line, not counting S.  Most are symmetric; for those that are not, size is determined by the shortest segment.  Except for size, patterns must be identical to those described in the scoring table below.

Ethos is either Pagan or Christian.  A bonus is scored if all the Religious Features in the pattern (at the end of the line) are the same ethos as the Pattern.
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Option to shorten:  In this case, we have a valid size 3 
Mara's Cross if we ignore the Religious Feature in the 
upper right.  This is allowed; score it as a size 3.
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However, this is not a valid Pattern.  The option to use a 

shorter Ley Line does not apply here.
The following table shows the valid Mystical Patterns, and how to score them.  In theory, there is no limit to their size, so long as the exact shape of the Pattern is valid.

In the following, RB is Rural Bonus and = 0.5*Base, and applies if no tiles in the pattern contain a City section, and EB = Ethos Bonus (EB = 2 if Ethos is Christian and all end tiles are Christian features; EB = 3 if Ethos is Pagan and all end tiles are Pagan features; 1 otherwise)

Mystical Patterns Scoring (all Patterns shown are size = 2)
	Pattern
	Name (Ethos)
	Notes
	Scoring
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	Mara Cross

(Pagan)
	
	Base = 14

Score = base*(size – 1) * EB + RB
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	Pagan Cross

(Pagan)
	
	Base = 14

Score = base*(size – 1) * EB + RB
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	Christian Pallium

(Christian)
	
	Base = 11

Score = base*(size – 1) * EB + RB
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	Christian Cross

(Christian)
	Size = 2 shown; base line is always twice size
	Base = 17

Score = base*(size – 1) * EB + RB
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	IX Monogram

(Christian)
	
	Base = 19

Score = base*(size – 1) * EB + RB
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	Wheel of the Year

(Pagan)
	Size = 2 shown; orthogonal lines are always 1 tile longer than size

	Base = 28

Score = base*(size – 1) * EB + RB


Completion Bonus: A High Priestess receives a random Spell (see Section XXI) upon the completion and scoring of a Mystical Pattern of size 3 or larger.
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XXIII. Boons (Spells)

These are the possible way to score Spells (Boons).  Some are described elsewhere in these rules, and some are introduced here.
●  Mulligan Spell:  Completing the Trident Crop Circle.  See Section XII.
●  Sorcerers & Spells:  Random Spell.  See Section XXI.
●  Completion of a Mystical Pattern:  Random Spell.  See Section XXII.
●  Complete the Labyrinth tile Road:  Random Spell.  See Section XXVI, Exotic Tiles, for artwork of this tile.
●  Filling a “Hole”:  A Hole is defined as an empty space on the board, that is a space surrounded by 8 tiles.  A Player placing a tile that fills the Hole gains a random Spell.  The tile placed may not be an Abbey, Sacred Grove, or similar tile with a wildcard edge.
XXIV. Control vs Completion
As we know, general feature scoring is done by who controls the feature.  However, some other scoring added by expansions is done by who completes the feature.  This sections attempts to list this all in one place.

1) Traders and Builders: Commodities, including the House Rules Dragon Commodities expansion, are awarded to the player who completes the containing feature.

2) Robber Baron: The Robber Baron is awarded to the player who controls the longest Road when it is completed.

3) Gold Mine Tokens: The Gold Mine Tokens are awarded to the player who controls the relevant feature when it is completed. 

4) Gold Mines Trident Crop Circle Expansion Tile: The player who completes any feature on this tile is awarded the boon as described under the House Rules for this tile.  Same with the Labyrinth tile, see Section XXIII.

5) La Porxada: The player who places the tile describes how it will work; the player who controls the feature when it is completed is generally awarded the boon as described in the relevant section, tho exceptions apply.

XXV. Notes and Reminders
1) River Starting Rule: When playing the River the traditional way, the universe plays the starting tile; the first player draws a random tile 

2) Tile-based Scoring: Scoring is always done by tile count, even if multiple sections of the same feature are on the same tile  (IMHO, this needs to be changed to section-based scoring).

3) Abbey and Builder: Playing the Abbey does not allow the Builder another turn, even tho it may complete the feature the Builder is on, as it is not "adding to the feature".  This would aslo apply to the Sacred Grove.

4) River U-turn rule: Only an immediate U-turn is prohibited.  If using the House Rules River development, the fork cannot be played in such a way that it will create an immediate U-turn.

5) Unplayable Tile Rule:  If a drawn tile is unplayable, it is randomly returned to the bag or pile from which it was drawn, and the drawing player draws another.  In the case of the Random Dual River scenario, unplayable tiles may be set aside until a playable tile is drawn, at which time the whole pile is reshuffled with the set aside tiles.  This of course has the same effect; it is simply more efficient.

Note that technically this is a House Rule as noted above (expanded here to deal with the River).

6) Wagon: The Wagon may only travel on Roads or thru Cities.  It may never travel on Fields.  That means it may only travel to features directly connected to Roads or Cities (i.e., the Cloister in the City, but not to a Cloister that happens to be on the same tile as a Road it is traveling on when it is not connected to that Road).

7) Builder (and Pig) Requires Associated Follower: If all of a player’s Followers on the same feature of that player’s Builder are removed from that Feature, the Builder is also removed.  This is a clarification from the CAR that would rarely apply to our games, as there are only rare ways that a Follower can be “abnormally removed” in our expansion mix.  Note that this same principle also applies to the Pig.
8) Goldmines Simultaneous Completion: In the case of simultaneous completion of features controlled by multiple players with Gold Tokens, the completing player chooses one Gold token, and choice of remaining tokens rotates clockwise among completing players.

XXVI. Tile Manifest By Expansion

Base Game (72 Tiles)
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Inns and Cathedrals (combined sets) (27 Tiles)
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Traders and Builders (24 Tiles)
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Dragon and Volcano Tiles (8 Tiles)
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Fair (Catapult) Tiles (5 Tiles)
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Abbey and Mayor (12 Tiles)
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GQ #11 Expansion (7 Tiles)
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King and Robber Baron/Shrines (10 Tiles)
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Die Katharer (4 Tiles)
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The Goldmines (8 + 1 Tiles)
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La Porxada/Exotic/Miscellaneous (2 + 8 Tiles)
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http  ://www.carcassonnecentral.com/community/index.php?action=downloads;sa=view;down=xxx

R1C1: (pennant added) All the Rest (xxx = 146)

R1C2: Math Guy Gamma (xxx = 143)

R1C3: Math Guy 89 (xxx = 141)

R1C4: (pennant added) Math Guy 2008 (xxx = 142)

R2C1/2: (edited) Occitan Bastides (xxx = 469)

R2C3/4: (edited commodity out) Salt & Cocoa (xxx = 264)
Abbot (3 Tiles)

Castle Lords (2 Tiles)

Horses (4 Tiles)

Lords of the Manor (2 Tiles)

Vistas (4 Tiles)

Sacred Grove (3 Tiles)

Sorcerers & Spells (3 Tiles + 1 River Tile)

Standing Stanes & Ley Lines

River Expansions (25 Tiles + 1 Tile)
Combined manifest: assumes Random Dual River Scenario as described above; 12 tiles from The River expansion, 11 from The River II, and 2 from GQ #11. The Lake tile could either be a Lake, or Lake + Volcano, but not both in the bag in the same game.


XXVII. Composite Manifest
Tiles are grouped if City, Road, and Farm topology is identical.  Other features (currently Cloisters, Shrines, Volcanoes, Fairs, commodities, Pennants, Inns, Cathedrals, La Porxada, die Katharer, Stanes, Castles, Manors, Towers, and animals) are ignored for this purpose. Rows generally group by similar edge topology.  Sacred Grove tiles (3, which bind to anything), are not included here.



XXVIII. Spell Tiles

XXIX. TODO
Possible expansions

a) school (how would it work)

b) tunnels (are they worth it)

c) ferries (ask stevie)


