““ $24 roof t:les

3 “The Esporles Market” board
+4 revenue boards (in the: playercolors) )
« 1 start player “pig” meeple -
~ = 1stickersheet for the dice
- _«this rulebook

: 'Ihe dice

) Allﬂ dlce féamrethesamg

~ ~setof syrﬁbols: @Eve‘&fgtaim K
grapes, pig;’ douke’y,hat, and - - '
silver. Erom now onkthe dice rolls are called revenue.

Player tally sh’eefs aﬁd pencils
Players tx‘ack then' ciirrent game progress on the tally sheets using
a pencxl

- iNo Siestal’ gamethatencourag&splayerstosemepomhal s ]
opportunities while taking risks. Tomn,aplayerwﬂlneedtomkew:se :
decwionshowbattouhhmtheunpmdlctablersulfsofwchdleroﬂ,

; whxlekeepmgmmmdwhat the other playersareworlqng towards.

. 2. 0 COMPONENTS

a! contains the followmg components =

. 32 woodex@ d1sks (811 m each player color)

-« 36 helper tiles (6 in each piayer color and 12 grey. tlles)
.+ 1 “Siesta Track” board Gk




V'Ihe helper tlles =
Playershne helpexs that will bnng the player beneﬁts for the
remamder of the game. :

'Playersadvancetheirmarkcrd:scsontheSxestaTrack. The front is
‘ usedma@mewxﬁxZ—‘tplayemthﬁ)eboardtothereversesxdefor
asohtsaxregame o :




to sum the scores for each

layer

eet at the end of the game

3.0 GOAL OF THE GAME

’Ihtgughqut the ggmc, players w1H expand their farms and deliver
goods to both the local market and’ foreign markets over- several
rounds;- eammg the players chtory pomts .

To succeed players will need to account for the actions avaﬂable .
to theu' opponents, adapt to the vagaries of the dice, and respond

‘qulck}y to game sxtuatlons The player with the most victory pomts

at the end of the game is declared the winner.

._Ru,les for the Adva_nced game and the Solitaire variant may be .
found at the end of this rulebook.

4,0 SET UP

OPlace the Esporles Market board and the Siesta Track board
swith the 2-4 player side face up-in the m‘idd!e ‘of the table.
OGwe eachplayerthefGHOWm& - : e
et bidrd and

Q E‘a‘&x player keeg Mthelt dlstsm their stock One Sscfrom

h plaier placed on the first space on the Siesta. Track. The
~ren mng three discs for each player are placed in a common
poo[ next to the Esporles Market board. -

- @ Shuffle the roof tiles and place them face-down in a stack next

to the EsporlesMarket board.
@ Randomly determine the start player and give  that player the
- start player “pig” meeple. =



5 0 SEQUENCE‘OF PLAY

,I\fo Siestal is played over multlple muhds. Each round, all players
sunultaneously conduct thxee phases in the follomngmder

L chePhase : f,l’ 7;
End ot' the Round
I che Phasc :
'In the dice phase, players receive revenue Wthh they record on

- their revenue board, Do not mark this revenue on the tally sheet at

w

- this time. This happens only in the subsequent scoring phase.

The startplayer rolls all the dicennd places them in the center
“of the playing area,

Begmmng with the start player and proceeding clockwise, each
player selectsone die, placm‘g it next tothe appropriate revenue
above his revenue board. Immediately mark the revenue.on the
player revenue boardthh aplayerdisc. . sz

- The start player | then Terolls the: remamﬁg dl.ce, and players again

take turns selectmg one dl» ‘and' arkmg4t on their player revenue

S e4d1 varlabfe gt the start ofthe gaxﬁe to mark
reve This mmﬂaﬂ: may change during the course of the game

Revemxes are dlstmgtushed as follows

, '« Harvestgoods Y@ 4 &
-e Animals “ ke

-« Hat @

« Silver @ R

.



2 Player ‘mgnvt.“'u:eqmimlucmja”
“The'st: playerml}gﬂleéig}mﬂyonce atthebegmningofﬁ;e
dxcephasé'lfhe two, pla ers select theu' dice as dﬁcnbedabove

Bis Seormg Phase

In the ﬁrfg pbase, ?layeg{s record thenr revenue on thelr tally i
ets to- geas to obtam wclsor,ypomts and )

“intarnc 8t lf a&ptﬂyetswﬁmlha:\with the game; the scoring et
_phase ‘ j“’i_cdsimultaneomkymmnmue down time.) -

The tally sheet and the Siesta 'h‘ack board contain six dxﬁ’erent '
areas, each’ followmgits own requirements for advancing. A player
may choose which area to apply each revenue received during the

: H1ce phgse. He maymarkal} révexme ina smgle area or dlStl'ib\Ite

players Conduct the scormg phase :

B C Long-Dtsta,noe Trade

it among dment areas; l&bng as he adhere:s to xhe spec;al, rules

After a player marks a revenue ‘on h:s m}}y sheet, he mnbvcs the
corresponding disc from his revenue board and returns it to his

P stock. ’Ihxsdisc% avmlablefor mnnedmteuse

= . Coumgdihes.'wfhén a player mmpletes certam areas on his

. tally sheet, the player receives commiodities as a bonus. Whenever

- he obtains a ‘commodity in this way, a player places a “disc from his

" pool on the commodxty area of his revenue board. A player may

~ spend one or more commoditles at any time during the scoring
phasein orﬂer to mark any 1 revenue &ype on his tally’sheet with the

excepnoxf ofhats §

A ptay,cr mayhave mu_lgpleoommddities drmng the scoring phase
as long as he has enough dkcs m his pooL Ifa player receives

-@ Carts

S OWmhouse&Stable K .
. @SiestaTrackBoard ~ /3




mapm 08
: us;ﬂx.p it to the teverse s;de If the roof tile awards

: page 20 fora dmiphon of each helper benefit. A player will receive

R durmg end game scormg if thgyhave hired that helper.

the victory pomt(s)mdxmted below the four helperspacm to the nght

: tke nextroundvn 5/

Example: Marion has crossed -
off the three circles in the third
space.and hires a helper. She. R
places the helper on the space |
and may use his abthtyfrom

Gh@&&@&ﬁﬁei-”
The space for long-dxstance trade, where a player may prepare Iarger

- revenue deliveries, is located to the right of the barn and helper -
 area. Players may complete sections in this area on the tally sheet in

ply all three goods at once for the
enué circle. A player may only fulfill



’Ihe ﬁrstpkyerto complete acart (mcludmg any. donkeys) circlesthe .
largerwctorypdntvahﬁmﬂlgnghtofthewt The other players cross

off this number.and receive the lower victory point value if they score
the art malaﬁersaningphase. These vxctory pomts will be awarded

: playersscore thesamewtdunng the same
scoring phase, the player who has advanced furthest on the Siesta Track
~receives the higher victory point value. prlayers are also tied on the _

* Siesta Track, those players will both receive the higher victory point
value, (ol s sl R AT T
‘Example: Marion is the first to complete the upper market cart. She
scores the cart and marks the 5 victory points. She then places one of her
discs on a scoring space on the Esporles Market board. All other players
mustavssqﬁ'ﬂteS victory points - y'theycomplete rtlater, theywxll v

The warehouseand stable is located in the bottom left. The player
" marks all revenue that he could not or did not want to use for the
other areas. These reventie circles must be filled in from left to



“ Hu-ehelpet@ I£a player has completed a helper space

- during the scoring phase; he' now chooses-one of his

- helpet tiles and places it on the recently completed space.

Beginning with the next round, he may use the benefit
- of the new helper for the rcmamder of the game - see the
glossary startmg on page 20.

_enué With the,exceptlon ef ‘one commodity,

- ~players @tmanyrévénue for later rounds on their
revenue board. Pliyersmust use all marked revenue either

; during the scoring phase or remove any- remaining discs
mthout compensauon from the revenue board. E

Q New start playcr 'Ihe current starfplayer passes the start
player big”-meeple and the dice to the next player in clockwise
drrectlon Players then begm the riext round.”

6.0 END QFGME SCORING

‘ i 1N08iesta! ends the round in ‘which a player reaches -
the last box on th Sxesfa«'}hdc Players now perform
- end game scormgr :

i ) completed]ong—dlstance trade
;:{mypomt formeh set Qf three unique harvest goods in the
warehouse
~ o1 victory point for each set of two unique ammalsm the stable

«Victory points for completed carts
“»1 victory point for each space reached on the Sresta Track
«Victory points from the’ spacés on the Esporles Market board

If a]] players have completed the scoring
phase, players performthe followmg three
steps. % :




7. 0 GLOSSARY
Roof«tlles SATAEE o

The 24 ro;if tiles have differ’ent;bonuses: A player may use any. .
bonus once in a game and must then flip the roof tile.

players are also tiedo
to determine the winner, =

' Example Marion records the victory pomts from the tally sheet, l‘he
- Siesta Track, and thé Esporles Market board. She ﬁmshes theyame :
‘with 38 vi ary pomts ' Z :

~ Bonus revenue: A player takes the depicted revenue, which he
‘may then use on the tally sheetduring a scoring phase in any -
" area(s). The player does not mark this bonus revenue on his
revenue board: He:may combine them with revenue and use them
" as needed (during | the same turn. - -

k Example‘ ‘Marion has a rooftxle with two grapes She uses the
4. bonus tofulfill the long-distance trade for grapes along w:th a grape
E from her revenue board She then flips the voof tile. ;

- Later Manon obtams a: roofh\ u{zth two pigs. She uses it for the
..~ lower market cart and marks Pig then a szlver ( taken from her

1€ Victoi-y point:
playér may either * A player earns

e s B — ‘ ;,"movetwod&scsone v

1 victory point '
-space or one disc during end game
up to two spaces on : scoring.

his revenue-board as
long as the spaces are
connected by-arrows.




Snesta. Ihe player may use a commodaty as a hatonce
per seonng phase ¥ ,

'Ihe E’sporl‘es Market

c are Six scoring spaces on the Esporles Market board. If
-Fa player hasa dlsc oma sconng space at the end of the game, he

The player receives 1 v1ctory
point for each disc in his play
area (but not for discs on the
isporles Market board or
“another player’s board).

4 Thevplayer receives 1 victory
" point for each set of three unique
.~ harvest goods in the warehouse.

- The player receives 1 victory
- point for each roof tile on his
~barn.

g plma the tally sheet. He R ez & The player receives 1 victory
= thtzlzvenhe boar layér can -~ } ‘point foreach set of two unique
al game v - animals in the stable.

‘The play"er receives 1 victory
.. point for each hired helper.

" The player receives 1 victory
point for each completed long-
- distance trade.



9= "Ihe 12 gray helpers

Rooﬁng costs. 'Ihe piayer pays 1less SllVCI’ for
a roof tile.

I.ong—dutance trade: The player receives a hat when
long-distance trade. This hat mustbe
luring the same scoring phase the trade was

cqmpieted. It may not be marked with a dlSC on the
- revenue board ‘

Helpers 'l'he player may copy a -another player’s helper.
- The player places one of his discs on the copied -
“helper and may useifs ability ‘beginning with the
following round. A player may not change the helper
St he has copied at a later time. The disc remains on the
A0S othcrplaye’s helper until the end of the game.

Carts: The p]ayer may :gnore the revenue order for
“hiscarts. .

' 1Sxesta or wotk. ’Ihe player may use a donkey as a hat
ora hat asa d(mkcy once per scoring phase.

"Wa!ebouseandstahle:'lheplayermaycxdlangeadonkey
from the revenue board for the right to move two harvest
goodsfmmthewamhouseoranuna]sﬁomthestableonce
per scoring phase. The player circles the market circles on



7 Z th the Esporles Matket board tothe sxde for the solitaire game
) Shutﬂﬂhr 24 roof tﬂesand place s:x of them face down to the left

- of the Siesta Track. Place the remaining 18 mof tiles face down
_above theSmsta ’I?ack’m a draw pnIe '

,9 {1} THE SOLITAIRE GAME e ahd
iNo smm! may be played asa sohtaire - game. 'Ihe standal:d rules o

. place it vathe playei"s taﬂy sheet. Next to the Siesta Track, the : =% , “ @ Theo vu:tory pomts ofthe bottom cart.
= - board shows two areas for dice and several additional symbols. :
' The playef places one of’ his-discs and one disc from the neutra} :

'."‘ 7 ] player on the stamng sgace oT the Siesta Track.

- Additionally, place a dlSC of the neutral player on the scoring space of
the Esporles Market matching the rolled symbol of the die.




player disc moves one u
acnons that aﬁect the md%ment of

a maxxmum, 'of 18 rounds. :

#

Game play

The player performs the fok 03

1. Roof tiles: At the begmning of a round,draw the top rpof hle
from the draw pile and placeit face - down next io the Siesta Track
next to any previously drawn roof tiles. "This acts as the game 1 timer
and prevents the game from exceed‘fng 18 rounds. -

1L Dipephasg lntheﬁrstmund setasrdetwoofthedlceandroll
thererﬂammgﬁv:dwe. el

- "Seledaﬁcfnr the playens revenue board. Select a second dre and

e

it t ,,,ﬁghtt,ifﬁwlo erdlespaoeontheSmtaTmckbom

: Reroll thei'emmmng ihree dice and choose adie for the ,
player’s revenue board. Choose a second die and place it with the
other die on the Sresta Track board.

Reroll the final die and place iton the players revenue board

Iv. End of the ronnd '

« Check to see if either of the two drce in the dice box has a hat. If

~..not, the player moves the disc of the neutral player one space on
the Slesta Track. If the netitral player reaches a special space on
the he mmedxately performs the mdlcated event:

Carts: Dunng set up, the neutral pIayer already
ﬁmshed his first cart. When reaching the first cart
space, the neutral player finishes his second cart.
o When reachmg the second cart space, he finishes -

'51
F
B
s
hE G
’é
B
o
é
-
8
8
B g
%
w
g%

must cross off the greater number of v1ctory points and may only

. . _-earnthe lower number of victory points. Then roll one of the

e, o unused&xce fronﬂlze box. The result shows which scormg space
placed on. Ifthc scurmg space s already occupxed, reroll the die
until a free space istolled. These spﬁes are no longer available as

" they are blocked by the neutral player If a player has placed all

8 three of hxsdlscs on seoringspaces, he does not need toroll a die -

Chetk ifthy gént#al;ﬂ&yci"sdischﬂs wachcd the last space of
' Iﬁmﬁé gaine endsmlmedlately

. MOthe two thce that are slttr.hg next to the dice space of the
current round to the right of the upper dice space. The two dice
sitting here will have an impact in future rounds.



Addltwnal Rules A ' 2
from the Second Round O‘nwards

At the begmmng of the second round, roll the rcmammg'ﬁve chce B

- 'The two dice sitting on the upper dices space on the Slesta Track ™
" board are not re-rolled. :

e i _f\

I theplayer chooses*a
dice on the'top dice space, advance the reutral player’s disc one
space on the Siesta Tmek If it reaches a space that triggers an.
event, execute the correqu eﬁng event unmedxateiy

At the end of the round retrieve the dice fmm the nght of the top
 dice space-and then move the two dice next to the lower dice space
-~ up o the right of the top dxce space :

¥ the player takcs a roof nle, he may ‘draw one of the face down

roof tiles to the right of the Siesta Track. 1f there are not enough
-roof txles, l'se must wmt unul the next round when a new oneis .

drawn. - > o e

If the player lires the helper that allows h1m to draw two Toof
“tiles-and to keep-one, he pulls the second roof tile from the small
: pool 10 the left of the Siesta Track. The roof tile that is dnscarded is’

ﬁfom the_game and retumed to the box.

_ End game s‘l’tbring is thelsa'm'e as the multiplayer game with the
following exception:

S
S
|
£

2 5
F

mﬁ,a symbol that matches one of the

The player recenves wctory pomts from the Siesta Track only if
his disc has reached the last space of the Siesta Track ahead of
the neutral player’sdisc. The player earns victory points equal
to the number of spaces he is-ahead of the neutral player on
the Siesta Track. If the disc -of the neutral player is ahead of the
player’s disc, he must subtract victory points from his score

- equal to the number of spaces he is behmd the neutral player
Von t»he Slegta Traek!

< The solo player can )udge his success accordmg to the table
~below: ~

M 20 points or less Practice, practice, practice,

Ve

w ny,:..-:ﬂ,_" "1“”\”»"; ‘

4 Cc
60 points or more |
| vo




the desire to reunplement the dice mechamc of La Granj
(Spnelworxx 2014) in a simpler game while maintaining the feel
ofLa Gran]a 1 give special thanks to my wife Claudia-and to my
.. many playtesters for. their support - especially the tireless Julius -

‘ Kundlger for hns great help through mauy rounds of testing. Talso-
gy el Kellen

Marc Schmitz, Swenja und Kiaas Berning, Dagmar Langfeldt Hans .-
miAngela.Mumme, Marco Stuzke und seine Spielrunden, Elmar.
Grabert, Ditk Schroder Michael Fuchs; Thorhas Schihitz, Volker:

' Natherma.nn : Andre Starkloff chhael Keller, Manuel Uzelmeler, e

h; Hans-Georg Schelhn ger,
“Markus “Kusi” Haldenmann, Yanna Seifert, Tobias ) j
folz; Michael Epping, Steffi Schmitz, Chris e Suel,,
Raphael Grofe, Hamlet Abidjan, Jan Schwenzfeier, Lukas Nolte, "
Thorsten Hanson, Sascha Klein, Christine Déppke, André Schroder
Anett Schwa:z, Wilko Hartz, Andreas Peter, Tlona Gehring, Christian -
Immink. Many thanks alse to the playtest sessions at the Ratinger
Sp:letag ‘Another special thanks goes to Ludosentinel’s Danny
: sters in Spam for the valuable feedback!

- Proo'freading' Paul Incao and T. R. Knight
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