[T'S THE MID-I9TH CENTURY.TGR ALMOST 150 YEARS, THE CITY OF @ARCELONA HAS BEEN CONSIDERED A STRATEGIC
STRONGHOLD UNDER MILITARY CONTROL. FOR THAT REASON, IT WAS NOT ALLOWED TO GROW OUTSIDE ITS WALLS,
RESULTING IN BUILDINGS AND FACTORIES BEING CRAMPED WITHIN AND MAKING IT THE MOST DENSELY POPULATED CITY IN
ALL OF_ELJROPE. JLYING CONDITIONS IN OLD @ARCELONA WERE VERY POOR, AND DISEASE OUTBREAKS WERE FREQUENT;
THE LIFE EXPECTANCY OF A WORKER WAS ONLY 23-24 YFARS.

éHORTLY AFTER THE WALLS WERE FINALLY DESTROYED, [LDEFONS @RDA, WHO IS NOW CONSIDERED THE INVENTOR
OF URBANISM, PRESENTED THE PLAN FOR THE CREATION OF THE ﬂXAMPLE," THE EXPANSION THAT BARCELONA SO
DESPERATELY NEEDED. [TS CONSTRUCTION BEGAN IN 1860.

CTHE NEW CITY DESIGN WAS AHEAD OF ITS TIME. H{E PLANNED EXTREMELY WIDE STREETS THAT WOULD PROVIDE ENOUGH
SPACE FOR PEDESTRIANS, CARRIAGES, AND TRAMS AND WOULD ALSO ENSURE SUNLIGHT ON ALL THE BUILDINGS UP TO
THE STREET LEVEL. FURTHERMORE, HE PLANNED GREEN SPACES TO PROVIDE FRESH AIR AND AREAS FOR SOCIALIZATION,
ALONG WITH THE FAMOUS OCTAGONAL-SHAPED BLOCKS TO INCREASE VISIBILITY AT STREET CROSSINGS, CREATING EVEN
MORE SPACE FOR PEDESTRIANS.

In Barcelona, you will take on the role of builders in 19th-century Barcelona working on the new expansion to
the city. Your main goal is to construct buildings to accommodate the citizens who want to leave the old city, and in
the process, you will also build streets, create tram lines, and build public services. You may even decide to explore
Modernisme, a new architectural and arts style that has been gaining popularity among the rich.



{ Your copy of Barcelona includes the following components:
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Only these two components are
intended to be unlimited.
Should you run out of either of these,
use any suitable substitute.
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(from left to right:
25 Working Class, 24 Middle Class, 23 Upper Class)



+ PLAYER (OMPONENTS

EVILDING TILES

8x @RNER BUILDING TILES 20x INTERSECTION TILES 40x NARROW STREET TILES
(5 per player) (10 per player)

20x \WIDE STREET TILES 44x \{/OODEN £)ISKS
(5 per player) (9 big disks per player: 8 Building markers,
1 Scoring marker)

g

4x Cﬁ{' AMS (2 small disks per player: 1 Cerda track marker,
1 1 Sagrada Familia track marker)

(1 per player)
; 40x (UBES

(10 per player: 5x Passengers
and 5x Modernisme marfkers)
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LIVING RULES PLEDGE Missing or damaged components:

We pledge to support every game well after its initial release. Despite rigorous  Although we take a lot of care to make sure that your game

play testing and multiple rounds of both internal and external proofreading is complete, manufacturing mistakes can still leave you with a
and editing, occasionally the need for rules corrections or minor game play missing or damaged component. If that happens, please contact
adjustments are discovered only several months or years after the game was us to receive replacements swiftly, and with our sineet&ap()logies.

manufactured. We promise to produce timely rules updates as necessary, along
with expanded FAQ clarifications if needed, available for download from our  Customer support: -
website in digital PDF format. https://boardanddice.com/customer-support/




N Before your first game, carefully punch out all components from
the punchboards. We also recommend that you apply the Tram

1
! stickers to their wooden components, though this is not mandatory.
M —
" To set up the game, perform the following steps in order:
I PREPARE THE MAIN BOARD. Place the main board in
'. Y the middle of the table.

* Place a Building Bonus tile in each of the four dedicated
spaces on the main board @

* Shuffle all the Action tiles, and place one on each Action
tile space on the main board @; for your first game,
you may skip this step and use the printed setup instead.

* Prepare the Citizen track {@): In a game with fewer than
4 players, place a Citizen token of the corresponding
type on each matrked space on the Citizen tracks on
the main board. Cover spaces marked with 3 ‘ in 3 player
game and both 3 ‘ and 2 ‘ spaces in 2 player game.

* Place all remaining Citizen tokens in the cloth bag @

* Finally, randomly select three Cerda Scoring tiles, and
place them on their designated spaces G

2. PREPARE THE SIDE BOARD.

* Remove the Modernisme tiles that correspond to
the three Cerda Scoring tiles placed on the Citizen track,
returning them to the game box 0 A

Shuffle the remaining Modernisme tiles to create

reserved spaces (@)

Separate the Public Service tiles by type (of which
| there are seven), and stack them in descending order
' of cost in Coins, with a tile costing 3 Coins on
the top. Randomly select five of these stacks, and
put them on their spaces on the side board, returning
the other two to the box 0 (Do not use the cheapest
building in a 2 player game.)

3. [PREPARE THE STACKS AND GENERAL SUPPLY.

* Separate all Building tiles by type, and create four
separate stacks with the non-building side (showing
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a cost on the left and benefits on the right) facing up m

* Separate the Sagrada Familia tiles by level (indicated
by the number printed in the middle of each tile), and
place them next to the board o

* Create two separate piles of Coins and Cloth tokens
next to the main board to form the general supply @

4. PREPARE THE PLAYER BOARD. Take a player board
and all the components in your chosen color. Place
your player board in front of you on the table.

* Place a small disk on the leftmost space of the Sagrada
Familia track @

* Place five cubes next to the Modernisme Project
Spaces—one on each bottom space to the right @
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a face-down stack, placing the stack on its dedicated #7
space. Reveal the top four tiles, and place them on their ™
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e Place the Tram and your remaining five cubes—
henceforth referred to as your "Passengers'—on
the corresponding spaces of the Tram area 0

* Create a stack of 4 Narrow Street tiles, and place
them on the leftmost dedicated space below the Tram.
Place the remaining 6 Narrow Street tiles in a stack on
the dedicated space to the right m

* Create a stack of all 5 Wide Street tiles, and place it on
the dedicated space to the right of the Narrow Street
tile stacks '3

* Place all your Intersection tiles on their dedicated spaces 0

* Take 1 Coin and 1 Cloth token, and place each of them
on a separate leftmost space of the Warehouse @

* Place a Cobblestone tile on each of the six rightmost
spaces of your Warehouse '1.

D33 & ma@w@m&amm@ L3

* Place eight large disks—henceforth referred to
as your "Building markers"—on the spaces at
the bottom of your player board, first creating three
stacks of two disks and then placing two single disks on

the last spots ({J).

5. |PREPARE FOR THE FIRST TURN.

e Hach player should place their last large disk on
the “0” space of the scoring track @) around the main
board and their last small disk on the starting space of
the Cerda track @ on the main board.

* Determine the first player however you prefer, and give
them the First Player token.

* Finally, each player should now draw 2 Citizen tokens
from the bag and place them face down near their player
board; you may look at them at any time, but keep
them hidden from other players.
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- Starting with the first player and continuing clockwise
around the table, players take turns consisting of four
mandatory steps that must be done in the following
order:

. 1

Place 2 Citizens on a street crossing on the main
board, then optionally perform the street crossing’s
: corresponding actions.

2. Remove Citizens from street crossings to construct
a Building, placing the selected Citizens on
the corresponding Citizen tracks on the main board.

3. At the end of each player’s turn, check if
a scoring phase has been triggered. If so, perform
a Cerda Scoring.

4. Take 2 Citizens at random from the bag.

If you cannot or are not willing to pay the costs of
performing an action, then you cannot take that action.
You must fully complete an action before performing
another one; lLe., you cannot interrupt an action to
perform a different action to gain resources and then
finish resolving the original action using the resources

you just gained.

HISTORICAL NOTE:  This step represents the
movement of citizens from old Barcelona who are
trying to find a new place to live in a specific part of
the Eixample.

BARCELONA IS PLAYED OVER A VARIABLE NUMBER OF ROUNDS INTERRUPTED BY THREE SCORING PHASES
BEFORE A FINAL SCORING PHASE. EYERY ROUND, EACH PLAYER TAKES A SINGLE TURN CONSISTING OF TWO
OR MORE ACTIONS, A BUILDING PHASE, AND THEN PREPARATION FOR THEIR NEXT TURN. ¢JT THE END OF THE
GAME, THE PLAYER WITH THE MOST \/ICTORY POINTS IS THE WINNER.

Take your two Citizens, and place them in an order of

your choosing on a single street crossing that has no
Citizens on it. If the chosen street crossing has !
a visible printed cost in Coins, you must first pay that

cost. If you place citizens on a built Intersection check

page 8 for details.

(lj‘r,, "--...‘7 »g h <
/‘,.’— e -

-
-
.

Tre LS.

After placing the Citizens, you may perform any or all
of the actions corresponding to the streets meeting at
that crossing in any order. You may perform each of
the following once:

* the action corresponding to the vertical street 9,

* the action corresponding to the horizontal street ),
and/or,

* the action corresponding to the diagonal street,

should the selected street crossing also intersect with

the diagonal street 0



Either gain 1 Cloth and 3 Victory Points or gain
2 Coins. You must always place Coins and Cloth into
your Warehouse on your player board. Each space of
your Warehouse can store exactly 1 Coin or 1 Cloth.
Any Coins or Cloths that you cannot store in your
Warehouse must be immediately returned to the general
supply. You are allowed to return any Coins and/or
Cloths in your Warehouse to make space at any time.

% PLACE
(OBBLESTONE

Take the leftmost Cobblestone tile from your
Warehouse, and place it on the Sidewalk section of
the side board onto an empty space that is orthogonally
adjacent to at least one other Cobblestone. Immediately
gain the benefits printed on the space you covered. For
a full list of benefits, see the Appendix on page 17.

HISTORICAL NOTE: This cobblestone design is still
g

present on many sidewalks in Barcelona.

Placing Cobblestones allows you to increase
the number of available spaces in your Warehouse
for Coins and Cloths and provides you Victory Points
equal to the highest uncovered value at the end of
the game (see the “Game End and Final Scoring”
section on page 16 for more details).

ACTIONS N

wr: BUILD
W/IDE/NARROW §TREETS

Build 1 Wide Street tile / 2 Narrow Street tiles, taking
them from your player board (from the leftmost stack
if more than one) and adding them to the City section
of the main board.

HISTORICAL NOTE:  While the two street
types in the game are wide and narrow, even
the “narrow” streets were considered extremely
wide at the time—compared to the usual street size
in Barcelona—and were heavily criticized, being
seen as a waste of space. A famous architect even
said that the heavy air currents they created would
make living on them impossible. “Narrow’ streets
were 20 meters wide and, like the 40- and 60-metet-
wide streets, were evenly distributed along the grid.
Compared to the very crowded and dark streets in
old Barcelona, these streets were brightly lit and
allowed the division of space so that pedestrians,
carriages, and trams would not collide. They later
gained importance especially once cars became
widespread.

Wide Street tile must be placed on empty dedicated
spaces for Wide Streets on the main board, and
the same rule applies to Narrow Street tiles.

After placing a Street tile, immediately gain
the printed benefits that you have just covered. (For
a full list of benefits, see the Appendix on page 17).
Then, count the number of connected Street tiles in
the same street as the Street tile you have just placed
(count every tile in a straight line, ownership does not
matter), and gain Victory Points as follows:

* 2 Victory Points per tile for Wide Street and
* 1 Victory Point per tile for Narrow Streets.

Anytime a stack of Street tiles on your player board
becomes empty, immediately advance on the Cerda
track according to the number of printed steps
(i.e., one step for emptying a Narrow Street stack or
two steps for emptying the Wide Street stack). Note:
If you are building multiple Streets in one action, they
do not have to connect (i.e., you can place them on any
eligible empty spot on the main board).




,EZ(AMPLE: Blue takes a Build Narrow
Streets action, allowing them to place
2 Narrow Street tiles. They place
the first one, covering a 1-Coin benefit,
and immediately take 1 Coin into their
Warehouse.

Since this Street tile is not adjacent to
any other Street tile, Blue gains
1 Victory Point (just for the Street tile
placed). Blue then places a second
Narrow Street tile in a space without
any printed benefits but forming a line
of two contiguous Street tiles, gaining
2 more Victory Points.

Doing this, Blue has placed the last
Street tile from their first stack, thus
being allowed to advance one step on
the Cerda track.

Take the leftmost Intersection from your player board,
first paying the depicted cost if applicable, and place it
on the main board on a street crossing space that does
not already contain an Intersection. If that space has
an extra printed cost, you must also pay that cost. If
that space has any Citizens, place the Intersection
under them. You must pay the printed cost even if it is
covered by any Citizens.

After placing an Intersection (and paying all printed
costs, if any), gain all of the printed adjacent benefits
on the main board that are still visible (i.e., not covered
with Street tiles).

HISTORICAL  NOTE:  The reason behind the
octagonal shape of the blocks was not only to
increase visibility at intersections but also to
convert the extra space on those street crossings
into meeting points for neighbors. Cerda planned
for small kiosks and stands to be placed there.
While these areas have long been used as parking
space for many years, the city is currently trying
to go back to Cerda’s original plan, reducing car
speed limits and reserving most of the space for
pedestrians.

Placing Intersections gains you benefits every time
Citizens are placed on them. Specifically, whenever
Citizens are placed on your Intersections (either on
your turn or on another player’s turn), you may
immediately receive the benefits printed under
the Intersections you have already built: you can only
choose one benefit at first, two different benefits once
you have built your third Intersection, and up to three
different benefits once you have built your fifth, always
selecting from benefits of your built Intersections. In
other words, whenever Citizens are placed on your
Intersections, if you have built at least 1/3/5
Intersections, you may receive up to 1/2/3 benefits.
(For a full list of benefits, see the Appendix on page 17.)




BAMPLEZ Blue takes a Build an Intersection

action, building their third Intersection.
They first pay 2 Coins (printed on their
player board) and then select a space for
the Intersection. The chosen space has
an additional cost of 1 Coin, which Blue
also pays immediately.

—
=
a After placing the Intersection, Blue
L. 4 4
'd then gains 2 Coins and may advance
. ~ two steps on the Cerda track, as these
.".' are all the benefits printed in street
;f.g spaces adjacent to the Intersection.
NS
B o\
_}_ - On a subsequent turn, Orange places

Citizens on Blue’s Intersection. At this
- point, Blue has built three Intersections,
thus allowing them to immediately
select a total of two benefits among
the three available to them. Blue chooses

— to gain 1 Coin and 2 Victory Points.

ACTIONS o

e [MPROVE
A MODERNISME PROJECT
OPACE

Move exactly one Modernisme marker that is still in its
bottom position to its top position. Some of these
spaces depict an additional cost, which you must pay
immediately.

_EZ(AMPLE: Blue takes the Improve
a Modernisme Project Space action, paying
2 Cloths from their Warehouse to move
the Modernisme marker for their

middle Modernisme Project space to its
top position.




HISTORICAL NOTE: Architects weren’t the only
ones participating in the new Modernisme style.
Glass workers, woodworkers, mosaicists, and all
other kinds of artisans also took part in it, creating
the furniture and the interiors of the Modernista
buildings. The Cloth cost of this action represents
the work of all those artisans.

Modernisme markers signal the number of times you
get to score each of your Modernisme tiles at the end
of the game. A marker in its top position always allows
a Modernisme tile to be scored more times than in its
bottom position.

A Modernisme marker can always be moved to its top
position, regardless of the presence of a Modernisme
tile in its corresponding space.

CTAKE

A MODERNISME PROJECT

Take one of the four available face-up Modernisme
tiles from the side board, and place it on one of
the empty Modernisme Project spaces on your player
board. Some of these spaces depict an additional cost,
which you must pay immediately. You cannot perform
this action if you do not have an empty space for
a Modernisme tile. Immediately after taking the
Modernisme tile, refill the offer. If at any point
the Modernisme tiles stack would become empty,
reshuffle the discarded tiles to create a new stack.

§ BAMPLE: Blue takes the Tuke
a Modernisme Project action, paying
1 Cloth from their Warehouse to take
the Modernisme tile.

ACTIONS

HisTorIiCAL  NOTE:
modernism, was an architectural style that
flourished during the late 19th century and the early
20th century, with the most famous example being
La Sagrada Familia. Cerda’s plan for the city was to
make all buildings look similar so that all citizens
would live in the similar buildings regardless of
their wealth. Many Modernista architects disliked the
idea, however, because that vision clashed with the
exuberant and ornamented facades that architects
of the time were designing. Barcelona has since
become famous for many of these Modernista
buildings, so this part of Cerda’s plan evidently
failed.

Modernisme, or Catalan

Modernisme tiles represent one of the significant ways
you can gain Victory Points at the end of the game.
Each Modernisme tile lists a scoring condition and
a Victory Points multiplier. (For a full list of Modernisme
tiles, see the Appendix on page 17.)

Spend 3/2/1 Coins to build one of the available Public
Service tiles. You can only choose a Public Service
you have not yet built. Take the top tile of the Public
Service you want to build, pay its cost, and then place it
next to your player board. Finally, gain all the applicable
benefits:

* the amount of Victory Points printed on the tile
(10/6/3 Victory Points) with the value decreasing as
more Public Services of the same type have been built),

* a two-step advancement on the Cerda track, and

* the main benefit of the tile, which is a powerful
action described in detail in the Appendix on page
17. Flip the tile after gaining all benefits.

HISTORICAL NOTE: In old Barcelona, not only
houses were cramped inside the city walls but
also hospitals, markets, and factories. When
the Eixample was built, many of these facilities were
moved to bigger and better spaces. Importantly,
Cerda wanted all citizens to have the same access
to public services near their homes, regardless
of where they were living or their social class. To
accomplish this, he divided the Eixample into
zones and planned each of them to have the same
public services within them.




re MOVE 4%
YOUR CJRAM

This action lets you do the following:

l. place/move your Tram around the City section of
the main board and

2. optionally place a Passenger, which provide you
with extra actions.

HISTORICAL NOTE: Even though the first tram in
Barcelona was not built until 1872, the Eixample—
with its wide streets—was already planned with this
service in mind. After the first tram was created,
the number of lines and companies operating
them grew rapidly. The first trams were two-story
vehicles towed by horses, and they were replaced
by electrically powered vehicles at the start of the
20th century.

The first time you move your Tram, take it from
your player board and place it on any Street space in
the City with no Tram and no Passenger on it. It does
not matter whether or not a Street tile has been built in
that space.

Every other time you take this action, you must move
your Tram from its current position. When doing so,
move the Tram one or two street spaces away;
movements through your own Street tiles are “free,”
meaning they do not count against your movement
limit of two spaces. You may move in any direction,
turn onto any street, and move through another Tram,
but you are not allowed to end your movement on
a street space with another Tram, backtrack, or stay in
the same spot.

After moving (or placing) your Tram, if there is no
Passenger on that street space or tile, you may (but
are not required to) place a Passenger on the same
street space as your Tram. To place a Passenger, take
the leftmost Passenger from your player board, pay
the cost in Coins and/or Cloths, and then place them
on the street space containing your Tram. Finally, you
may take the action associated with the street on
which you placed your Passenger.

ACTIONS M

If you placed a Passenger on a Street tile, the player that
Street tile belongs to (yourself included) immediately
scores Victory Points as if that Street tile had just been
placed. At the end of the game, you score Victory
Points equal to your rightmost uncovered Passenger
space (see the “Game End and Final Scoring” section
for more details).

D(AMPLEI Blue takes a Move Your Tram
action, and this is the second time they
have taken this action. Blue is allowed to
move their Tram in all the marked spaces.

Blue chooses to move their Tram so
that they can place a Passenger and
perform a Gain 2 Coins action.

A
-
:

After moving their Tram, Blue pays
1 Cloth and places their leftmost
Passenger in the same space as their
Tram. Purple player gains two victory
points, because the Passenger landed on
their Street. Then, Blue is allowed to
take a Gain 2 Coins action, which is
the action associated with their chosen
street space for their Passenger.




After you have finished performing all your actions, if

3 you are able to, you must construct one Building, either
- on an empty block or on top of an already-built
-~ v Building. (A block is the smallest square formed by two
. "5.-; pairs of parallel, intersecting streets. Blocks on the

diagonal street can each have 2 Corner Buildings
constructed on them, while all other blocks can each
have 1 (non-Corner) Building constructed on them.) If
you have no Building markers left, you must still
construct a Building. When you construct a Building
without any matkers on your board, simply do not mark
it (but receive Victory Points and all other effects as

usual).
'. F{EMINDER. Constructing Buil&ings is
.mandatory' Whenever  you can  construct

’I‘:Bulldmg (either a fnew one or ‘one that you can
build over an exlsung one) you must -do so.

Hach Building has a printed requirement that must
be met using Citizens adjacent to the chosen Building
space. Required Citizens must thus be present on
the street crossings surrounding the space where you
want to build. Only visible Citizens matter; Citizens
that are not at the top of their stack may never be used
for this construction.

To construct a Building, follow these steps:

l. Place a Building tile (with the non-building side face
up) on an empty dedicated space on the main board

that meets the Citizen requirements, shown on
the left side of the tile.

2. If this is the first Building constructed in a row,
flip the Building Bonus tile from that row and gain
5 Victory Points.

3. Remove the Citizens from street crossings
surrounding the Building (no more than 1 Citizen
from a crossing and always the top Citizen) that
were used to fulfill the Building’s requirements.
Place all removed Citizens on the corresponding
citizen tracks.

4. Score as many Victory Points as the lowest
Victory Points number visible among all citizen
tracks.

ACTIONS

0. Apply all the benefits shown on the newly
constructed Building (if applicable).

0. Flip the tile to its building side. Take the leftmost
Building marker from your player board, and place
it on the newly placed Building, (If you don’t have
any Building markers left on your player board, skip
this step.) If a stack of Building markers becomes
empty as a result of this action, advance one step
on the Cerda track, as printed on your player board.

7. Checkif a scoring has been triggered. If so, perform
a Cerda Scoring (see page 14).

EUILDING CATEGORIES 4

1EVEL- BUILDINGS require any 2 Citizens to be built.
They have buildings on two sides of each block and
a patk on the other two sides. After building them, you
must advance one step on the Cerda track.

%
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@RNER BUILDINGS require any 2 Citizens and can
only be built on the triangular spaces next to
the diagonal street. When building them, only
the Citizens on the three street crossings surrounding
the triangle can be used. These Buildings cannot be
overbuilt.

{EVEL-2 BUILDINGS require 1 Middle-Class Citizen and
1 other (any) Citizen to be built. They have buildings
on three sides of the block and a park on the fourth
side. After building them, you may advance one step on
your Sagrada Familia track (gaining the corresponding
benefits if applicable), and you must move one step
back on the Cerda track.




{EVEL-3 éUILDINGS require 1 Upper-Class Citizen and
any 2 other Citizens to be built. They have buildings on
all four sides of the block. After building them, you
may advance twice on your Sagrada Familia track
(gaining the corresponding benefits whenever
applicable) and gain 7 Victory Points. You must also
move two steps back on the Cerda track.

|[MPORTANT: You may build any level Building on

an empty space.

" BAMPLEZ Blue has just placed a Level-2
Building on the main board. Next, Blue
moves two of the adjacent Citizens to their
respective tracks @§. (Note that one of
them must be a Middle-Class Citizen. 0)
Blue gains 7 VP visible on the Citizen track
0 (players do not gain those points for
covering them with citizens!)

Then, Blue may move one step on Sagrada
Familia track and has to move back once on
the Cerda track. Finally, Blue flips
the Building tile and places a Building
marker from their player board on it. No
Cerda scoring occurs.
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ACTIONS

HISTORICAL NOTE: One of the most important
aspects of Cerda’s plan was that each block would
only have two of its sides built, while the other two
sides and the center of the block would become
parks and socialization spaces for all the neighbors.
Unfortunately, the high number of citizens that
needed a new place to live and the higher profits
that landowners were getting from the buildings
built turned the idea into a fantasy. Today, almost
all block sides on the Fixample are built, including
the center on most of the blocks.

Another of Cerda’s ideas was that all citizens
would have the same basic living conditions, living
in flats of the same quality regardless of their
wealth. This again was not respected, and it clashed
with the Modernista style that started almost at the
same time as the expansion of Barcelona. One of
the characteristics of the Modernisme style are
the very ornamented facades that clearly indicated
the wealth of the family living in that building,
which broke the more homogeneous style that
Cerda wanted.

This is why when building a Level-2 Building in the
game, you must move one step back on the Cerda
track, as you are building on more sides than he
wanted. Level-3 Buildings have a two-step penalty,
because not only are you building on all four
sides but you are also showing off the wealth of
the citizens on your block with a Modernista fagade.

()VERBUILDING

You may build Level-2 Buildings on top of an already-
built Level-1 Building and Level-3 Buildings on top
of already-built Level-1 or Level-2 Buildings. If you
overbuild, follow the same process for constructing
a Building as described earlier but place the new
Building tile on top of the previously built one(s).
When placing your Building marker, place it on
top of the marker(s) already present, preserving
the order.

IMPORTANT:  Corne \3; il
'ﬁuﬂdj-ngs_ cann@.‘t:bekr ui




(TT1ZEN CTRACKS

These tracks represent the number of Citizens of each
type (Working, Middle, or Upper-Class) who have
moved to and are living in the Eixample of Barcelona.
When adding Citizens, each Citizen type must be placed
on its corresponding row on the leftmost empty space.
In 2- or 3-player games, the game starts with some
Citizens already placed on the tracks. New Citizens
must still be placed on the corresponding leftmost
empty spaces.

BESIGNER'S NOTE: The years shown on this
track coincide with three important boosts in
the construction of the Eixample. In the 1870s,
the construction was driven with the money of
those who made a fortune in the American colonies
and were returning home. The 1888 Universal
Exposition celebrated in Barcelona
a second surge in the construction of the Eixample.
Finally, during the early years of the 20th century,
the explosion of Modernisme resulted in another
construction surge.

meant

Whenever a section of a Citizen track becomes full,
place any extra Citizen(s) of that type on the next
section of the Citizen track. If the final section of
a Citizen track becomes full, place any extra Citizen(s)
outside the board instead.

(ERDA SCORING

As players construct Buildings, Citizen tracks fill with
Citizens that have found their new home.

E)ESIGNERS  NOTE: This scoring phase, which
simulates a competition among all players with
Cerda acting as judge, is completely made up. In
fact, Cerda died in 1876. I wanted to show some of
the differences between what Cerda planned and
what was actually done, and thus certain actions
make you advance or move back on the Cerda
track, depending on how you fulfill (or don’t fulfill)
his plan.

At the end of a player turn, if at least one section of
one of the Citizen tracks has been filled to or beyond
a marked Cerda Scoring space (see next image), all
players score that section’s face-up Cerda Scoring tile.

ACTIONS

The first section of the Upper-Class Citizen track filled up to
the marked Cerda Scoring space.

Each Cerda Scoring tile shows a goal and the number
of Victory Points players score for fulfilling it (for a full
explanation of each Scoring tile, see the Appendix on
page 17). Depending on your position on the Cerda track,
each player scores the corresponding Cerda Scoring tile
a number of times between 0 and 4.

After all players have scored the current Cerda Scoring
tile, flip this tile face down—this section can no longer
be scored again, even if another Citizen track within it
is filled. If this is the first or second Cerda Scoring,
reset the disks of all players that have advanced beyond
the starting position to the starting position on the
Cerda track. (Disks that are behind the starting position
remain where they are.)

NOTE:  After the third Cerda Scoring, do not reset
any player markers; i.e., they remain in their current
positions.

~E?/(AIVIPLEZ At the end of Blues turn,
the Upper-Class Citizen track is filled to
the first Cerda Scoring space. The first
Cerda Scoring tile awards 3 Victory

Points per Corner Building on different
blocks.

Note the position of players on
the Cerda track: Blue has passed the x3
space but has not reached the x4 space,




Purple’s marker is exactly on the x2
space, and Orange's marker is between
the x1 and x2 spaces. Therefore, Blue
scores this tile three times, Purple twice,
and Orange once.

F Blue has built 3 Corner Buildings (but
4 only 2 are scored), thus scoring 18
: Victory Points (3 Victory Points x2
& Corner Buildings x3). Purple has built
no Corner buildings, thus scoring 0
gt Victory Points. Orange has built
a single Corner Building, thus scoring 3
Victory Points (3 Victory Points x1

L Corner Building x1).

T
Finally, Blue and Purple move their
i markers back to the starting space on
A the Cerda track (where Orange’s already
is). Play resumes with the next player’s
3 turn.

ACTIONS N

After finishing a Cerda Scoring, discard all
the Modernisme tiles on display, then reveal four new
tiles. If at any point the Modernisme tiles stack would
become empty, reshuffle the discarded tiles to create
a new stack.

Every time you are instructed to move on Cerda track,
you must move accordingly. If your marker is already
on the lowest (bottom) space and you need to move
your marker further back, ignore that movement. If
your marker is on the highest (top) space and you need
to advance your marker further, gain 2 Victory Points
per forfeited movement instead, keeping your position.

DAGRADA
TFAMILIA TRACK

Every time you are given the opportunity to move your
marker on your Sagrada Familia track, you may move
it to the next space. If you cross over a dedicated slot
for a Sagrada Familia tile, select a Sagrada Familia tile
of the corresponding level from the offer (created
during setup), place it in the slot just passed, and
immediately gain the benefits of that tile. If you gain
multiple resources from the tile, you can get them in
any combination. You may flip the tile after resolving it.

HISTORICAL NOTE: 1.a Sagrada Familia, for which
construction began inside the Eixample in 1882, is
the most famous Modernista building. While it was
famously designed by Antoni Gaudi, he was not
the first architect assigned to the project. The first
architect was in fact fired due to discrepancies with
the material costs, and Gaudi, whose reputation
was starting to grow at the time, was then chosen.

This track proposes an alternate history in which
you all compete to show off your Modernista abilities,
advancing on that track in order to be chosen as
the Sagrada Familia’s architect.
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At the end of a player turn, if the last (third) section of

one of the Citizen tracks has been filled to or beyond

its marked Cerda Scoring space, game end triggers and

all players score the third (final) Cerda Scoring tile.

Then, if this was not the last player in turn order’s turn,
- play continues until all players have played the same
number of turns. Afterwards, proceed to Final Scoring
as follows:

~E?/(AMPLEZ At the end of the game, Blue
has 154 victory points (earned throughout
the game).

i 1 * Score Victory Points according to the number of

Cobblestone tiles you removed from your Warehouse,
gaining the rightmost number of Victory Points They add 7 pomts for Cobblestones
l visible on your player board.

: * Score Victory Points according to the number of B@I
Passengers you have placed, gaining the number of
Victory Points printed on the rightmost uncovered
Passenger space.

iy N e e

]

Then, they add 16 points for Passengers.
Finally, in the rightmost space of their
player board is a tile awarding 2 Victory
Points per Wide Street tile. Their
corresponding Modernisme marker is
in the x4 space.

* Evaluate one by one each of your Modernisme tiles:

o Each Modernisme tile (just like Cerda Scoring
tiles) lists a condition and a number of Victory
Points.

o Score Victory Points depending on how many
times you have fulfilled the condition and multiply
it by the number next to the corresponding
Modernisme marker next to that tile.

The player with the most Victory Points at the end of

the game is the winner. If there is a tie, use the following Opver the course of the game, Blue has
tie breakets, in order: built 3 Wide Street tiles.

* furthest on the Cerda track,

e furthest on the Sagrada Familia track,

* most Building matkers on the main board. If still
tied, players share the victory.

For the Modernisme tile, Blue scores
24 Victory Points: 2 Victory Points x3
Wide Street tiles x4 (multiplier from
the player board). Overall, Blue scores
154 + 7 + 16 + 24 = 201 Victory Points.

GAME END AND FINAL SCORING
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Gain 2 Victory Points per block in
your longest uninterrupted vertical
or horizontal line of blocks. You
are present in a block if you have at
least 1 Building marker in that block,
regardless of its position.

Gain 2 Victory Points per Coin for up
to 5 Coins in your Warchouse.

Gain 3 Victory Points per Intersection
that you have placed on the main board
and is adjacent to 3 or more Buildings.

Gain 2 Victory Points per Cloth for
up to 5 Cloths in your Warehouse.

Gain 2 Victory Points per Narrow
Street tile in your longest uninterrupted
line (vertical or horizontal) of Narrow
Street tiles on the same street.
(The maximum number of tiles in
a line is four, which is the length of
every street.)

Gain 2 Victory Points per Wide Street
tile in your longest uninterrupted line

e & & ’* (vertical, horizontal, or diagonal) of ,_:ﬁ
:,; ' Gain 2 Victory Points times your ; Wide Street tiles on the same street. , '5
e multiplier on the Cerda track (0x, 1x, (The maximum number of tiles in )
"h" v 2x, 3%, or 4x). a line is four, which is the length of 3
; every street.)
0, Gain 2 Victory Points per Public
[E Service you have built. Gain 1 Victory Point per Narrow
‘_t Y Street tile you have placed on the main
> Gain 3 Victory Points per Passenger gl |
that you have placed on the main board s
o and is adjacent to at least 2 Buildings. Gain 2 Victory Points per Wide Street
S tile you have placed on the main board. o
Gain 2 Victory Points for each of your >
Modernisme markers you have moved Gain 2 Victory Points per Passenger f?
2 to its top position. you have placed on the main board. =
- a
2 Gain 2 Victory Points per Cobblestone Gain 2 Victory Points per Intersection g
e : _ tile you have placed on the Sidewalk - ] you have placed on the main board. e
el @ ) section of the side board (ie., count _v‘
3 = the number of spaces with a visible G &\ Y Gain 3 Victory Points for each empty 220
= Victory Points icon in your Warehouse). Q stack of Building markers on your K;
(i @ player board. T,
5
5 ot e
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Gain 3 Victory Points for each of your Gain 2 Victory Points for each of your
Corner Buildings on the main board il Building markers on the main board
that are not a part of the same block. o) : that are placed at the bottom of their
stack of Building markers on non-
Corner Buildings. (A single marker on
a Building tile is both at the bottom and
at the top of its “stack.”)

Gain 2 Victory Points for each
Modernisme tile on your player board.

PUBLIC HERVICES

Sant Antoni Market

Pay 3/2/1 Coins to gain 1 Cloth for every block with at ]
least one of your Building markers on it, advance twice
on the Cerda track, and gain 10/6/3 Victory Points.

Estacié de Franga

Pay 3/2/1 Coins to petform a Move Your Tram action
(ignoring the Coin cost for placing a Passenger),
advance twice on the Cerda track, and gain 10/6/3
Victory Points.

Hospital de La Santa Creu i de Sant Pau

Pay 3/2/1 Coins to petform a Build an Intersection action
(ignoring any Coin cost, including the one printed on
the main board), advance twice on the Cerda track, and
gain 10/6/3 Victory Points.

o]
T

£ G"a g )

Passeig de Lluis Companys

Pay 3/2/1 Coins to petform a Build Wide Street/ Narrow

Streets action, advance twice on the Cerda track, and
gain 10/6/3 Victory Points.
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Universitat de Barcelona

Pay 3/2/1 Coins to petform a Place Cobblestone action
(gaining benefits as usual but ignoring the adjacency
rule, effectively allowing you to place a Cobblestone
anywhere on the Sidewalk), advance twice on the Cerda
track, and gain 10/6/3 Victory Points.

Museu del Modernisme Catala

Pay 3/2/1 Coins to advance twice on your Sagrada
Familia track (gaining all corresponding benefits),
advance twice on the Cerda track, and gain 10/6/3
Victory Points.

Hospital de La Santa Creu i de Sant Pau
- Pavell6 d'Operacions

Pay 3/2/1 Coins to petform a Take a Modernisme
Project action (ignoring the Cloth cost of placing
a Modernisme tile), advance twice on the Cerda track,
and gain 10/6/3 Victory Points.
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l. Place 2 Citizens on an empty street crossing, then
perform all applicable actions.

2. (If possible) Construct a Building: select a building
space, move adjacent Citizens to the Citizen
tracks, place Building (you may overbuild), resolve
the applicable effects, and gain VP.

3. Check if a Cerda Scoring was triggered.
4

. Draw 2 Citizens for the next round.

Gain the depicted number of VP immediately.

Gain the depicted number of VP at the end
of the game.

Pay the depicted number of resoutces (Coin/
Cloth).

Advance the depicted number of steps on
the Cerda track.

Advance the depicted number of steps on your
Sagrada Familia track, gaining applicable benefits.

Whenever Citizens are placed on one of your

2 =/: Intersections, select the depicted number of

CE72=  different benefits from the unlocked benefits
on your player board.

Gain the depicted resources and Victory
Points. Place all resources in your Warehouse.

Pay the applicable cost and place
an Intersection, gaining all the adjacent
visible bonuses. When Citizens are placed on
your Intersection, gain the applicable bonuses
depicted on your player board.

Place 1 Wide Street / 2 Narrow Streets on the |
main board. Gain the covered bonuses. Gain

2/1 VP for every connected street section in

the straight line, including the one you just

placed.

Place a Cobblestone from your Warehouse to
the Sidewalk and gain the covered benefit.

Build a Public Service, paying its cost and
gaining all the applicable benefit. You can
only choose a Public Service tile you have not
built yet.

Place a Modernisme tile on your player board,
paying the depicted cost if applicable.

Move a Modernisme matker to its topmost
position, paying the depicted cost if
applicable.

When performing this action for the first
time, place the Tram on any street space on
the map. If your Tram is already on
the map, move it one or two street spaces away.
Movements through your own Street tiles are
"free." Optionally place a Passengers, paying
the applicable cost, which provides you with
an extra action. If you place a Passenger, on
an already built Street tile, this Street tile
scores again for its owner. You cannot place
the Tram on the same street where another
Tram is. You cannot place a Passenger where

another Passenger already exists.




