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GAME RULES

The youngest player begins. Play then proceeds clockwise.

On their turn, a player must choose to perform only one of the

following four actions.

- Take 3 gem tokens of different colors.

- Take 2 gem tokens of the same color.
This action is only possible if there are at least 4 tokens of the
chosen color left when the player takes them.

- Reserve 1 development card and take 1 gold token (joker).

- Purchase 1 face-up development card from the middle of the
table or a previously reserved one.

| Selecting tokens

; A player can never have more than 10 tokens at the end of
their turn (including jokers). If this happens, they must return
tokens until they only have 10 left. A player can return all or
some of those they’ve just drawn. The tokens owned by a
player must be visible by all players at all times.

| Reminder: players may not take 2 tokens of the same color if
; there are less than 4 tokens available of that color.
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Reserve a development card

To reserve a card, a player simply needs to take a face-up
development from the middle of the table or (if you're feeling
lucky) draw the first card from one of the three decks (level O
; OO ; OOO0) without showing it to the other players.

The reserved cards are kept in hand and cannot be discarded.
Players may not have more than three reserved cards in hand,
and the only way to get rid of a card is to buy it (see below).
Reserving a card is also the only way to get a gold token
(joker). If there is no gold left, you can still reserve a card, but
you won't get any gold.

Buying a development card

To purchase a card, a player must spend the number of
tokens indicated on the card. A joker token can replace any
color. The spent tokens (including any jokers) are returned to
the middle of the table.

A player may purchase one of the face-up development
cards in the middle of the table or a card in his hand that was
reserved on a previous turn.

Each player makes distinct rows with the acquired
development cards by sorting them by color, and staggering
them vertically so that their bonuses and prestige point
values are visible.
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