Amerigo (Feld) Quick Reference V1.0 SETUP, END OF ROUND, and END OF GAME
SETUP

1 – Setup Island Tiles and Frame (2-players: 3x3, 3-players: 3x4, or 4-players: 4x4) as in page 2 of the rules.
NOTES:
No water areas may be completely surrounded by land.





Land tiles can connect only orthogonally, not diagonally.
2 – Place Time Markers (circle w/sand timer) on the printed Frame space (1 at bottom, 5 on top).
3 – Place 1 Treasure Chest (wood) on each of the “Big Islands” (20+ spaces).  Others are “Small Islands”.
4 – Put the Commodity Tokens (same good on both sides) on the corresponding Island Commodity Spaces.
5 – Put the Neutral Landscape Tiles (beige side up) and Planning Token (red w/compass) near the Island board.
6 – Give players 1 Player Sheet, and 12 Trading Posts, 2 Ships, 16 Village Tiles, 5 Discs, & 2 VP Tiles of a color.
7 – Players place 1 Disc on the 1st space of his Progress, Cannon, and Gold Tracks (lower-left of Player Sheet).
8 – Players put their Village Tiles (colored side up) near the Neutral Landscape Tiles.
9 – Put the Storage Board near the Island board and players put 1 Disc on ‘0/50’ of the Storage Board’s VP Track.
10 – Place the last of the Discs in a random order on the 1st space of the Special Action Track (multi-colored).  The player whose Disc is on top is the start player.  Give the players beneath him Gold (2nd: 1 Gold, 3rd: 2 Gold, etc.).
NOTE: Turn order is determined by this Track.  Furthest ahead is start player.  The one top of a stack acts first.
11 – Shuffle the Pirate Tiles (octagonal), value-down, and place 5 face-down on the Storage Board.  Reveal 1 and return the rest to the box.  Pirate Values are 0, 0, 1, 2, 3, 4.
12 – Shuffle the Progress Tokens (gear back) face-down and place 8 face-up in the Storage Board’s Progress Area.
13 – Sort the Production Tokens (yellow back) by “players.”  Return the ‘3’&‘4’/‘4’ to the box for 2/3 players.
14 – Fill the Storage Board’s top 6/8/10 Production Spaces for 2/3/4 players.
15 – Put the Dice Tower next to the Storage Board.
16 – Drop all 49 Cubes (7 of each color) into the Tower.  Place those from tray into the corresponding-colored Storage Spaces of the Storage Board’s Action Circuit.
END OF ROUND

1)
Each player must move his Cannon Track back by the sum of ALL face-up Pirate Markers.

a)
Must go below 0?  Set Cannon to 0 and lose VPs equal to sum of ALL face-up Pirate Markers.
2)
Reveal 1 more Pirate Marker.

3)
Discard any Progress Tokens left in the right half of the Progress Area to the box.  Slide any Progress Tokens left in the left half to the right side.  Draw 4 more and place them in the left side.

4)
Discard any Production Tokens left in the Production Spaces to the box.  Refill as in SETUP 14.

5)
Discard the topmost Time Marker to the box.

6)
After the 5th ROUND, perform END OF GAME.
END OF GAME


1)
Convert Treasure Chests and “1x Gold” Progress Tokens to Gold.  Score 1 VP for each excess.
2)
Score 1 VP for each Gold.

3)
For each Good type on your Player Sheet, multiply the # of Commodity Tokens by the # of Production Tokens.  Score VPs equal to the product.  Each Sheet has 1 pre-printed Production Token of each type.

NOTE: The printed # on each Production Token does not matter here.
4)
Score appropriate VPs for ‘E’ Progress Tokens.

5)
Score VPs for the highest number reached or passed on the Progress Track.

6)
Score VPs for the highest number reached or passed on the Special Action Track.
Most points wins!  Tie-breaker: Tied player who is ahead in turn order wins.
Amerigo (Feld) Quick Reference V1.0 GAME PLAY
The game lasts 5 ROUNDs.
ROUND OVERVIEW

Players play all PHASES of a ROUND together
7 PHASES to a ROUND, corresponding to the Action Circuit, going clockwise, starting with Blue.

A)
Starting player drops the current-colored Storage Space Cubes into the Dice Tower.
B)
Place all Cubes that land in the tray into the Action Space (center) of the Action Circuit.

C)
In turn order, players choose 1 color in the Action Space and perform that action...

NOTES:
The colors that are in the Action Space are the only actions available to players this PHASE.




The largest # of Cubes of a single color is the # of Action Points (AP) that can be spent on ANY 1 action.



APs need not all be spent by each player, but excess is forfeit.




No Cubes came out?  This PHASE is skipped with no actions.




Table bumped?  Throw extra tray Cubes into the Tower with the proper Cubes next PHASE.




May pay Gold for extra APs, 1-for-1.

0)
Take Gold (no color, but this counts as your action): Sum all Cubes in Action Space, divide by 3, round up, and advance your Gold Track by this #.  Track exceeds 12?  Score 1 VP for each excess Gold.

1)
Move Ships (blue): Move both Ships 1 orthogonal adjacent space each for 1 AP (e.g., 4 AP=4 movesX2 Ships).


a)
1st time you do this action?  Place your 2 Ships on any Frame spaces then perform the action.


b)
End on Anchor Space and adjacent Trading Post Space is empty?  May establish Trading Post here and score 3 VP if this post is the 1st on the Island.  Okay for you to build >1 Trading Post per island.

NOTE:
1 Ship per water space (unlimited per Frame space), but may pass through occupied water spaces.

2)
Load Cannons (black): Advance your Cannon Track 1 right for each 1 AP (max 12). Mind OVERAGE.

3)
Plan (red): Take 1 Neutral Landscape Tile and/or your own Village Tiles from the general supply to your own.


a)
Your own Village Tiles cost 1 AP each, regardless of size.  No limit per PHASE.



b)
Neutral Landscape Tiles cost 1-6 AP (= size).  May only take 1 per PHASE.

4)
Progress (brown): Advance your Progress Track 1 space for each 1 AP.  Mind OVERAGE.


a)
Reach or pass a space with a #?  Take a Progress Token to place on your Player Sheet.


5)
Build (green): Build Neutral Landscape Tiles and/or your own Village Tiles from your personal supply on an Island that has at least 1 of your Trading Posts.



a)
Village Tiles cost 1 AP and Neutral Landscape Tiles cost 1-6 AP (= size).


b)
Follow BUILDING RULES...





I)
Build on land only, never over water.




II)
Tiles must be placed orthogonally adjacent to your Trading Post OR a string of your own Village Tiles or 






Neutral Landscape Tiles that connect back to your Trading Post.





NOTE: It doesn’t matter who built these Neutral Landscape Tiles.



III)
Build over a Commodity Space?  Take the Commodity to keep on your Player Sheet (stack like types).




IV)
Cannot build over a Trading Post, but may build over an empty Trading Post space (now unbuildable).




V)
May build multiple Tiles on 1 or more Islands.



c)
Score the VP shown on the Tile (larger # for Big Islands) and flip the Tile over.


d)
Last space of an Island covered now (by Tile or Trading Post)?  Score it...




I)
You score 3 VP for completing the Island.




II)
Big Island?  Take the Treasure Chest to keep near your Player Sheet.  May discard for 3 Gold anytime.



III)
All owners of Trading Posts on the Island score points.  Your 1/2/3/4/5/6 Trading Posts awards you






1/3/6/10/15/21 TIMES the value on the top Time Marker in VPs.


6)
Buy Production Tokens (yellow): Spend printed APs to buy 1 or more Production Tokens from the Production Spaces to stack with your Commodity Tokens on your Player Sheet.

7)
Special Action (white): Make 1 of these 2 choices...



a)
Advance your Disc on Special Action Track 1 space per 1 AP.  Place on top of any stack landed on.  



b)
Take the action matching the (non-white) color under your Disc on the Special Action Track.



NOTES: A Disc on the last space of the Special Action Track can use any colored action.  Mind OVERAGE.
D)
Move all Cubes from the Action Space to their corresponding-colored Storage Spaces.

E)
Perform END OF ROUND.

OVERAGE: If your Disc would exceed the end of the Cannon, Progress, or Special Action Track, get 2 Gold, regardless of how much you would go over.
Corrections or constructive criticisms?     geekmail: ajax @ bgg

William Bussick, 2013

