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IINNTTRROODDUUCCTTIIOONN

                                                

  
by Jonathan Warren 

 
 

The Ark of the Covenant is a game that was developed by Klaus-Jürgen Wrede, the author of Carcassonne. The game was 
published, in 2003, by Überplay Entertainment under their Inspiration Games imprint that marketed games especially for the 
religious market. A German edition, entitled Die Baumeister des Königs, followed in 2004, published by Diehl Medien. 
 
This document is a collection of the rules for The Ark of the Covenant, including footnotes and tile distribution lists. It is intended 
to be The Ark of the Covenant equivalent to Matthew Harper’s excellent Complete Annotated Rules for the original Carcassonne 
and its myriad of expansions and Scott’s Complete Annotated Rules for Carcassonne: Hunters & Gatherers. 
 
The Ark of the Covenant is a stand-alone game based on the Carcassonne series, and as such is not compatible with Carcassonne or 
Carcassonne: Hunters & Gatherers. 
 
Unfortunately, as of April 2008, Überplay Entertainment has gone out of business. This makes getting hold of The Ark of the 
Covenant difficult. Some of the other games Überplay-published include: New England, Ra, Alhambra, Metro, Hoity Toity and 
Hansa. In 2004, New England won the Traditional Game of the Year by Games Magazine.1 As well as The Ark of the Covenant, 
Inspiration Games also published Settlers of Zarahemla (similar to Settlers of Catan). 
 
The Ark of the Covenant is the more mature version of Carcassonne. It was released over two years after the original Carcassonne, 
and one year after Carcassonne: Hunters and Gatherers was released, and as such it was able to benefit from both Carcassonne and 
Carcassonne: Hunters and Gatherers play testing, the result being a more elegant gameplay. Some gamers prefer to play a game of 
The Ark of the Covenant rather than ‘vanilla’2 Carcassonne for this reason. It is an excellent game for those wanting to play a basic 
version of Carcassonne without all the expansions. Some fans have affectionately renamed it ‘Arkcassonne’ or ‘Carc of the Ark’. 
 
There have been two rule sets produced for The Ark of the Covenant. The second edition sought to clarify some issues raised as a 
consequence of following the first edition rule set. The clarifications of the second edition are provided in the annotations of 
this document. The differences between The Ark of the Covenant and the German release, Die Baumeister des Königs, is also shown 
in the annotations. The Question and Answer footnotes refer to official responses to the question posed. 
 
As The Ark of the Covenant was released first in English, it is the English version that this document follows.  
 
 

 
1 http://www.gamesmagazine-online.com  
 
2 ‘Vanilla’ Carcassonne is a term used by players referring to a game of Carcassonne without any of its various expansions being included. 
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TTHHEE  AARRKK  OOFF  TTHHEE  CCOOVVEENNAANNTT

                                                

  
originally released in 20033 

 
Based on the 2001 Game of the Year: Carcassonne4 

 
A Clever Tile-Laying Game for 2-5 Players Ages 10 and up5 

 
Joshua has led the children of Israel into the Promised Land and you have been given the unique 
responsibility to help develop the area by building roads, cities, temples and raising sheep. Deploy a 
Prophet into the cities to preach repentance. Take on the sacred duty of moving The Ark of the 
Covenant around to different areas of the Land.6 
 
 
Contents 

Temple Oases 

Starting Tile 

Field Segments 

Crossings 

Road Segments 

City Segments 

Scroll 
Wolf 

• 72 Land Tiles (including one starting tile with a 
different coloured back) which picture city, road and 
field segments and temples. 
 
 
• 40 Followers in 5 
colours. One of each 
player's followers is 
the player's scoring 
marker. 
 
 
• 5 Prophets – Extra- 
large followers7, one 
of each colour. 
 
 
• 1 Ark of the 
Covenant with 
plastic stand.8 
 
 
• 1 Scoring Track, used 
to track the player's 
scores. 
 
 
• Rule Booklet. 

 
3 The first edition English rules were developed by Jeremy Young, Matt Molen and Guido Teuber. This development team were joined for the second edition 
release by Rick Thornquist and Greg Aleknevicus. 
  
4 Carcassonne by Klaus-Jürgen Wrede is published by Hans-im-Glück (European edition) and Rio Grande Games (American English edition). 
 
5 The second edition changes this sentence to read: ‘A Clever Tile-Laying Game for 2-5 Players Ages 8 and up’ 
 
6 Question: Can anyone at least state whether the game is generic Christian, or has certain specific features that are specialised to certain segments of 
Christianity? Answer: The game teaches no doctrine – it is based on an Old Testament theme, and has common Old Testament references like prophets and 
temples, but that’s the extent of the doctrine. It should be non-offensive for anyone, regardless of their religious beliefs. 
 
7 Do not get confused between the Prophet (extra large follower) and a follower. The Prophet can only be deployed in a city, and then only once. After a 
player has scored with it the Prophet is removed from the game. 
 
8 In the second edition, the cardboard Ark was upgraded to a wooden Ark, the picture also being changed for that edition. 
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OOvveerrvviieeww  
 
The players place land tiles turn by turn on to the table.9 As they do so, the roads, cities, fields and temples emerge and 
expand. On these tiles, the players can place their followers to earn points. Players can also score points by moving The Ark 
of the Covenant throughout the land past their followers. The player with the most points, after the final scoring round, is the 
winner.10 
 

PPrreeppaarraattiioonn

P

  
 
Place the starting tile face up in the middle of the table. Shuffle the remaining tiles face down and stack them in several face-
down stacks so that all players have easy access to them. Place the scoring track near one edge of the table to leave room for 
the players to place land tiles in the middle of the table.11 
Each player takes the 8 followers and 1 Prophet in his colour and places one follower as his scoring marker on the starting 
space of the scoring track. Each player places his remaining pieces before him on the table as his supply. The player who last 
read a portion of the Bible will be the starting player.12 
 

Pllaayyiinngg  tthhee  GGaammee

                                                

  
  
Players take turns in a clockwise order, beginning with the starting player. On a player's turn, he performs the following 
actions in the order shown:13 
1. The player must draw a new land tile and place it on the table. 
2. The player may place one of his followers from his supply to the land tile he just placed or the Prophet from his supply 
to a city portion of that land tile (if applicable). 
-OR- 
3. Instead of placing a follower or Prophet, the player may move The Ark of the Covenant across 1 to 5 tiles on the board. 
4. If, by placing the land tile, roads, cities or temples are completed, they are now scored. 
5. The next player’s turn now begins. 
 

 
9 The second edition changes this sentence to read: ‘Players take turns placing land tiles on the table’. 
 
10 The second edition changes this sentence to read: ‘After the final scoring round, the player with the most points is the winner’. 
  
11 The second edition changes this sentence to read: ‘Place the scoring track off to the side, leaving room to place land tiles in the middle of the table’. 
 
12 Due to the market that The Ark of the Covenant is aimed at, this rule is not surprising. Should you find that no player has read the Bible then the players 
should decide amongst themselves as to which player will start the game. However, why not read a portion of the Bible, so you are ready for your next 
game? 
 
13 The second edition changes the sequence to read: 

‘1. The player must draw a new land tile and place it on the table. 
2. The player now chooses one of the following actions: 
 a) Place one of his followers from his supply to the land tile he just placed or the Prophet from his supply to a city portion of that land tile (if 
applicable) -or- 
 b) Instead of placing a follower or Prophet, the player may move The Ark of the Covenant across 1 to 5 tiles on the board. -or- 
 c) The player may elect to take no action. 
3. If, by placing the land tile, roads, cities or temples are completed, they are now scored. 
4. The next player’s turn now begins.’ 
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PPllaacciinngg  LLaanndd  TTiilleess

P

  

On one edge the city segment is continued and 
on the other edge the field segment is continued 

This is an invalid 

 
To place a land tile, a player must draw a land tile from one of the 
face-down stacks. 
• The new tile, with red borders in the examples, must be placed 
with at least one edge touching one previously placed tile. 
Tiles cannot be placed diagonally.14 
• The new tile must be placed so that all field, city and road 
segments on the new tile continue to field, city and road segments 
on the tile or tiles that it is touching. 
In the rare circumstance where a drawn tile has no legal placement 
(and all players agree), the player discards the tile from the game 
into the box and draws another tile to play. 

placement 

 
 
 
 
 

Road and field segments are continued City segment is continued 
 

Pllaacciinngg  FFoolllloowweerrss

ayer) on it. 

e scored. 

                                                

  
 
After a player places a land tile, he may place one of his followers on that tile,15 using these simple rules: 
• The player may only place 1 follower on a turn.  
• The player must take it from his supply. 
• The player may only place the follower on the tile that he just played. In a city segment 

• The player must choose where to deploy the follower on the tile.16,17 
 
-OR- 
 
• The player may choose to deploy his Prophet instead of a follower (see next section for details). 

On a road segment • The player may not deploy a follower on a field,18 city or road segment if that segment connects to a 
segment on different tile (no matter how far away) that already has a follower (from any pl
 
When a player has deployed all his followers, he continues to play land tiles each turn.19 Although followers 
may not be taken off of the tiles once they are placed, followers are returned to players when temples, roads 
and cities ar In a field segment 
 

A follower cannot be placed in the large field area, since it connects to an occupied field. A 
follower may be played in the city, road or smaller field. 

A follower may only be placed in the 
field, since the connected city is occupied. 

 
14 The second edition changes this sentence to read: ‘Tiles cannot be placed so that they only touch diagonally’ 
 
15 You can only deploy followers to city, road and field segments. You cannot deploy a follower directly to the Temple feature itself. 
  
16 The second edition changes this bullet point to read: ‘The player must choose where to deploy the follower on the tile. A follower may be placed on a city, 
road or field segment. A follower may not be placed directly on a temple.’  
 
17 The German edition, Die Baumeister des Königs, allows a follower to be placed directly on a Temple. 
 
18 The pictured examples show a follower deployed in a field as lying down. See ‘Tips’ section for details. 
 
19 The second edition changes this sentence to read: ‘When a player has deployed all his followers, he continues to play land tiles on each turn.’ 
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PPllaacciinngg  PPrroopphheettss

 

  
 
Sometimes, the people in the cities become wicked and need to repent. God has always called Prophets to preach repentance 
to His people. 
 
During the game, you may use your Prophet one time in a city. Instead of placing a follower in a city segment, you would 
instead place your Prophet.20 When the city is completed, you score double the amount of points for that city. Your Prophet 
is then removed from the game and placed into the box.21

 

MMoovviinngg  tthhee  AArrkk  ooff  tthhee  CCoovveennaanntt

                                                

  
 

The Ark of the Covenant is placed on the 
board immediately when the first city is 
completed.22 The player who completed 
that city, decides on which tile of the city 
he wishes to place The Ark. He places 
The Ark on one of the completed city 
segments and his turn is now over.23 Red chooses not to place a follower and instead moves The Ark. Since The Ark 

passes both a red follower and a blue follower, players red and blue each gain 1 point.  
Now that The Ark is on the playing 

surface you have the option, after you have played a tile, of placing a follower, moving The Ark, or taking no action. If you 
decide to move The Ark, you can move it from 1 to 5 tile spaces.24 You may not move it onto a tile that you have already 
moved across on your turn (you can not backtrack25).26,27 For each follower28 that you pass with The Ark, that player receives 
1 point.29 
 
Note: If The Ark starts on a tile which includes a follower, that follower does not score 1 point when The Ark begins its 
journey. If The Ark ends on a tile with a follower, that follower scores 1 point. 
 

 
20 The second edition changes this sentence to read: ‘Instead of placing a follower in a city segment, you would place your Prophet.’ 
 
21 The second edition adds the following sentence: ‘All normal placement rules for followers apply to the Prophets.’ 
 
22 Question: What exactly happens when you place the Ark? The rules states that as soon as the first city is completed, the Ark is placed on one of the tiles 
of the completed city and that person’s turn is now over. The game rules state that the sequence of a turn is: 1) Draw a tile and place it: 2) Do one of the 
following: a) place a follower/prophet; b) move the ark (if present); c) do nothing: 3) if the tile completed the city, road, or temple, score it: 4) end of turn.  
So where does the ark fit in?  When the first city is completed, may you place a follower in addition to placing the Ark? When the Ark is placed, does the 
first closed city score points Answer: The Ark is not placed until a city is completed, which happens at step 3. Therefore, someone could place a tile closing 
the city, play a meeple [follower], then see that the city is complete, score it, and then place the Ark. 
 
23 The German edition, Die Baumeister des Königs, gives the player who places the Ark into the first city a bonus of 2 points. 
 
24 Question: Can The Ark of the Covenant be moved only orthogonally [horizontally or vertically], or may it be moved diagonally? Answer: Only 
orthogonally. 
 
25 From the pictured example, one might think that the Ark must only move in a straight line. However, the Ark can move orthogonally (horizontally and 
vertically). The Ark must not return to a tile that has already been occupied during its 5 tile movement, which is what is meant by the word ‘backtrack’. 
 
26 The second edition adds the following sentence: ‘The Ark may not end its trek on the same tile from which it started.’ 
 
27 The German edition, Die Baumeister des Königs, the Ark can only move after the first Temple is drawn and laid, and then it only moves in a direct route 
to the Temple. 
 
28 Question: Do you score points when The Ark is moved on or through a tile with your Prophet? The rules explicitly state "follower" and I could be 
persuaded either way. Answer: Yes, you would receive one point if you move it past a prophet.  
 
29 The German edition, Die Baumeister des Königs, if the Ark reaches the temple, the player who moved the Ark receives a bonus of 3 points. 
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SSccoorriinngg  CCoommpplleetteedd  RRooaaddss,,  CCiittiieess  aanndd  TTeemmpplleess  
 
If a road, city or temple is "completed" by the placement of the land tile, it is now scored. 
 
CCoommpplleetteedd  RRooaadd  
 
A road is complete when the road 
segments on both ends connect to a 
crossing, a city segment or a temple, 
or when the road forms a complete 
loop. 
There may be many road segments 
between the ends. The player who 
has a follower on a completed road 
scores 1 point for each tile in the road 
(count the number of tiles only; 
separate segments on the same tile 
count just once) and 1 point for each 
oasis. 
 
The player moves his scoring marker forward on the scoring track the number of spaces equal to the points earned. If you 
pass 50 on the scoring track, lay your scoring marker face down to indicate a score greater than 50 and continue along the 
track. 

  
CCoommpplleetteedd  CCiittyy  
 
A city is completed when the city is completely surrounded by a city wall 
and there are no open gaps in the wall.30 There may be many city 
segments in a completed city. 
 
The player who has a follower in a completed city scores two points for 
each tile in the city (count the number of tiles only; separate segments on 
the same tile count just once). 
 
Each scroll in a completed city earns 2 additional points.  
 
WWhhaatt  HHaappppeennss  WWhheenn  aa  CCoommpplleetteedd  CCiittyy  oorr  RRooaadd  HHaass  MMoorree  TThhaann  OOnnee  FFoolllloowweerr??

                                                

  
 
It is possible, through clever placement of land tiles, for there to be more 
than one follower on a road or city. When this occurs in a completed road 
or city, the player with the most followers on a road or in a city receives 
all the points. 
 
When two or more players tie with the most followers, they each receive 
the total points for the road or city. 
 
Note: Prophets only act as 1 follower when determining who controls a 
city for scoring purposes. If red has 1 follower and blue has 1 Prophet in a 
city, then both players would score but blue would receive double the 
points for having the Prophet in the city. 

  

 

p  

Green scores 4 points for the 
completed road. 

This completed road is worth three points, plus three additional 
oints for the three oases connected to it, so Blue scores a total of six

points. 

This completed city is worth six points, plus two additional points 
for the scroll, so Black scores a total of 8 points. 

Blue and Yellow tie with one follower each, therefore both score the 
full 14 points for this completed city. 

30 The second edition changes this sentence to read: ‘A city is completed when the city is completely surrounded by a city wall and all the spaces within the 
city are filled with tiles.’ 
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CCoommpplleetteedd  TTeemmppllee

  

  
 
A temple is completed when it has tiles on the left, right, top and bottom of 
the temple tile in the form of a cross.31 

Green has the most followers and scores the 
full 7 points for the completed temple. 

 
First, check to see if any roads are scored by the placement of the last tile 
around the temple and score those first - removing any followers that are on 
those roads.32 Then, the player with the most followers on those adjacent 
cross-tiles or on the Temple tile itself, scores 7 points.33,34 
 
If two or more players tie for the most followers, than those players all 
receive the 7 points.35 
 
Note: Sometimes it is smart to try to finish opponent's roads around temples 
in order to remove their followers from around the temple tile! 
 
  
  

  
RReettuurrnniinngg  FFoolllloowweerrss  ttoo  PPllaayyeerr’’ss  SSuupppplliieess

                                                

  
 
After a road or a city 
is scored (and only 
then), the followers 
involved are returned 
to the appropriate 
player's supplies. The 
returned followers 
may be used again by 
the players in later 
turns.36 Blue completes a road and places a follower on the same turn. Blue scores 4 points for the completed 

road and oasis, and immediately returns the follower to his stock for future use.  
 
Note: It is possible for a player to deploy a follower, score a road or a city, and have the follower returned on the same turn 
(always in the order shown): 
1) Complete a road or city area by placing the new tile. 
2) Deploy a follower. 
3) Score the completed road or city. 
4) Return the follower to your stock. 
 
 

  

 
31 The pictured example contains an impossible situation. It would be impossible for both Green and Red to have a follower in the field. However, this was 
the example given in the official first edition rules. The second edition of the rules changes the example to show a legal placement of followers/Prophets. 
 
32 The second edition changes this sentence to read: ‘First, check to see if any roads or cities are scored by the placement of the last tile around the temple 
and score those first - removing any followers that are on those roads or cities.’ 
 
33 Some players use four markers for showing which Temple has been scored and which has yet to score. This is because it can get confusing as to which 
Temples have been scored, due to the fact that followers remain in play on the board after Temple scoring has occurred. 
 
34 In the German edition, Die Baumeister des Königs, if the Ark is on a temple tile when that temple is completed the score of 7 points is doubled, therefore, 
the player who has the majority scores 14 points. 
 
35 The second edition adds the following sentence: ‘All followers and Prophets surrounding the temple stay in place until the roads, cities and fields that they 
are on, are scored.’ 
 
36 The second edition adds the following sentence: ‘Prophets are used only once and then are returned back to the box and not to the player’s supply.’ 
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TThhee  FFiieellddss  
 
Connected field segments are where your followers 
herd sheep.  
 
When you place a follower in a field, that follower 
remains in the field, watching over the flocks, until 
the end of the game and are never returned to the 
player's stock.  
 
Fields are bordered by roads, cities and the edges of 
the area where the land tiles have been played. 37 
 

  
  
  
  

Here two followers have their own fields. Blue places a tile joining the fields, which the red and green 
followers now share. Blue may not place a follower on the shared field, but he may place a follower on 

the unoccupied field. 

  

GGaammee  EEnndd  
 
At the end of the player's turn in which the last land tile is placed, the game ends. Final scoring then takes place. 
 

FFiinnaall  SSccoorriinngg  
 
First, for each incomplete temple, the player or players with the majority of followers on the temple tile and on the four 
surrounding tiles (right, left, up and down) score 3 points. After you score the temples, leave the followers in place as they may 
still be scored for incomplete roads and cities as well as fields. 
 
Second, all incomplete roads and cities are scored. For each incomplete road and city, the player who has a follower on a 
road or in a city, earns one point for each road or city segment.38 Scrolls in the cities, as well as oases on the roads, are also 
worth 1 point each. 
 
For incomplete roads and cities which include more than one follower, use the rules for completed roads and cities to 
determine who scores. 
 
Note: To make scoring easier, after scoring an incomplete road or city, remove the corresponding follower off the board. 
 

SSccoorriinngg  FFiieellddss

                                                

  
 
The followers in the fields are now scored. 
• Count how many sheep and wolves are in the field. Each wolf eats one sheep!39 
• The remaining sheep in your field are worth 2 points each.40 
• If multiple players have followers in a single field area, only the player with the most followers scores. 
• If there is a tie for control of a field, then both players receive the points. 
 
The player with the most points at the end of the final scoring is the winner! 

 
37 In the second edition this paragraph comes before the last one. 
 
38 The second edition changes this sentence to read: ‘For each incomplete road and city, the player who has a follower on a road or followers/Prophets in a 
city, earns one point for each road or city tile.’ 
 
39 The second edition changes this bullet point to read: ‘Count how many sheep and wolves are in the field. For each wolf in a field, a sheep is eaten by the 
wolf and that sheep is not scored.’ 
 
40 Question: Can you score negative points if there are move wolves than sheep in a field?  Answer: You cannot go negative. 
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TTiippss::

                                                

  
 
• When you place followers in the fields, place them lying down so that all players can easily see which fields they are in.41 
• Don't underestimate the usefulness of moving The Ark. If you can't score any points by placing a follower or if you have 
limited followers, go for the easy points by moving The Ark past your followers. 
• After your turn has passed, immediately grab a new tile so that you can be looking at where you will play when your turn 
comes up again. This dramatically speeds up play time. 

 
41 Followers deployed in fields are shown in the graphics throughout this guide as lying down. They are not shown as such in the official rules. 
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CCOONNSSOOLLIIDDAATTEEDD  TTIILLEE  RREEFFEERREENNCCEE  CC
    
IInnttrroodduuccttiioonn  I
  
The distribution lists here are organized by the topological 
relation of their sides. The legend ‘ffff ’ on a tile in the game 
distribution lists below denotes a tile on which all four sides are 
fields; ‘rrrr’ one on which all sides are roads; and ‘cccc’ one on 
which all sides are cities. The section title ‘City, field, road, 
road,’ would correspond to ‘cfrr ’, and describes a tile with the 
following arrangement: 

The distribution lists here are organized by the topological 
relation of their sides. The legend ‘ffff ’ on a tile in the game 
distribution lists below denotes a tile on which all four sides are 
fields; ‘rrrr’ one on which all sides are roads; and ‘cccc’ one on 
which all sides are cities. The section title ‘City, field, road, 
road,’ would correspond to ‘cfrr ’, and describes a tile with the 
following arrangement: 

  
  
  
  
  
  

of which this tile would be an example: of which this tile would be an example: 
  

  
  
  
  
  

  
The arrangement always proceeds clockwise from the topmost 
position. Furthermore, the tile notation and section headings are 
ordered alphabetically, according to the following hierarchy: 

The arrangement always proceeds clockwise from the topmost 
position. Furthermore, the tile notation and section headings are 
ordered alphabetically, according to the following hierarchy: 
  

1. cities (c) 1. cities (c) 
2. fields (f) 2. fields (f) 
3. roads (r) 3. roads (r) 

  
Practically speaking, that means that a city is always placed at 
the top, and the rest of the tile described clockwise from that 
starting point. If there is more than one city, the first city—again 
seen clockwise—is placed at the top. If there is no city at all, 
then a field is placed at the top, and so on. 

Practically speaking, that means that a city is always placed at 
the top, and the rest of the tile described clockwise from that 
starting point. If there is more than one city, the first city—again 
seen clockwise—is placed at the top. If there is no city at all, 
then a field is placed at the top, and so on. 
  
  
Further examples: Further examples: 
  
  

OONNSSOOLLIIDDAATTEEDD  TTIILLEE  RREEFFEERREENNCCEE  
 
 

Innttrroodduuccttiioonn   
 C  
 
F  C 

 C  

 

 

 C  

R  F 

 R   
 
 

 C  

R  C 

 C  

 

 
 

learly, the internal content of the tile is not being considered. 

oth the tiles below are found under ‘Road, road, road, road’. 

 
C
The three tiles above are all grouped under different sections, 
even though they may all be used to connect two city segments 
on the left and right. 
 
B
 

 R  

R  R 

  R  
 C  

F  F 

  C  

 
 

     

 

 

 

he reason for this organisation should be clear if you consider a 
 
T
situation where, deep into a game, there is a ‘hole’ in the playing 
area: only a tile with a certain arrangement of sides will fit.  
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CCiittyy,,  cciittyy,,  cciittyy,,  cciittyy  CC
    

iittyy,,  cciittyy,,  cciittyy,,  cciittyy  

 C  

C  C 

  C  

 

 
 

Total  Source  
1  Basic Game  

  
  
  
  
  

CCiittyy,,  cciittyy,,  cciittyy,,  ffiieelldd  
  

 C  

F  C 

  C  

 

    
 

Total  Source  
3  Basic Game  
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CCiittyy,,  cciittyy,,  cciittyy,,  rrooaadd  
  

 C  

R  C 

  C  

  

  
  

Total  Source  
2  Basic Game  

  
  
  
  
  

CCiittyy,,  cciittyy,,  ffiieelldd,,  ffiieelldd  
  

 C  

F  C 

  F  

  

       
  

Total  Source  
6  Basic Game  
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CCiittyy,,  cciittyy,,  rrooaadd,,  rrooaadd  CC
    

iittyy,,  cciittyy,,  rrooaadd,,  rrooaadd  

 C  

R  C 

  R  

  

    
 

   
  

Total  Source  
7  Basic Game  

  
  
  
  
  

CCiittyy,,  ffiieelldd,,  cciittyy,,  ffiieelldd  
  

 C  

F  F 

  C  

  

      
  

Total  Source  
5  Basic Game  
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CCiittyy,,  ffiieelldd,,  ffiieelldd,,  ffiieelldd  CC
    

iittyy,,  ffiieelldd,,  ffiieelldd,,  ffiieelldd  

 C  

F  F 

  F  

  

      
  

Total  Source  
5  Basic Game  

  
  
  
  
  

CCiittyy,,  ffiieelldd,,  rrooaadd,,  rrooaadd  
  

 C  

R  F 

  R  

  

    
  

Total  Source  
3  Basic Game  
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CCiittyy,,  rrooaadd,,  ffiieelldd,,  rrooaadd  CC
    

iittyy,,  rrooaadd,,  ffiieelldd,,  rrooaadd  

 C  

R  R 

  F  

  

        
  Starting tile 

Total  Source  
4  Basic Game  

  
  
  
  
  

CCiittyy,,  rrooaadd,,  rrooaadd,,  ffiieelldd  
  

 C  

F  R 

  R  

  

      
  

Total  Source  
3  Basic Game  
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CCiittyy,,  rrooaadd,,  rrooaadd,,  rrooaadd  CC
    

iittyy,,  rrooaadd,,  rrooaadd,,  rrooaadd  

 C  

R  R 

  R  

 

     
 

     
  

Total  Source  
8  Basic Game  

  
  
  
  
  

FFiieelldd,,  ffiieelldd,,  rrooaadd,,  rrooaadd  
  

 F  

R  F 

  R  

  

    
 

     
 

Total  Source  
8  Basic Game  
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FFiieelldd,,  rrooaadd,,  ffiieelldd,,  rrooaadd  FF
    

iieelldd,,  rrooaadd,,  ffiieelldd,,  rrooaadd  

 F  

R  R 

  F  

  

    
 

    
  

Total  Source  
8  Basic Game  

  
  
  
  
  

FFiieelldd,,  rrooaadd,,  rrooaadd,,  rrooaadd  
  

 F  

R  R 

  R  

  

     
  

Total  Source  
4  Basic Game  
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RRooaadd,,  rrooaadd,,  rrooaadd,,  rrooaadd  RR
    

ooaadd,,  rrooaadd,,  rrooaadd,,  rrooaadd  

 R  

R  R 

  R  

  

      
  

Total  Source  
5  Basic Game  
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42 http://www.carcassonnecentral.com 
 
43 http://www.tranberry.se 
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VVEERRSSIIOONN  HHIISSTTOORRYY  
 
21 Dec 2008 Ver 1.2 is released – Updated Introduction. Added a ‘Contents’ page. Added the ‘Carcassonne Central’ 

section. Changed the background colour to prevent a problem with legibility when printing in black and 
white. Justified text. 

20 Dec 2008 Ver 1.1 is released – Corrected some spelling errors found from proof-reading. Annotations completed. 
Added the ‘Consolidated Tile Reference’ section. First main release. 

14 Dec 2008 Ver 1 is released – First draft edition released, without annotations, to allow for comments and suggestions. 
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CCAARRCCAASSSSOONNNNEE  CCEENNTTRRAALL  

 

Carcassonne Central is a community dedicated to the board game we love called Carcassonne, to all its expansions, 
variants, and spin-off games.  This is what you can expect: 

• An active forum where you can ask questions about the game and share your ideas with fellow gamers  
• Annotated rules for Carcassonne, its expansions and its spin-offs  
• FAQs (frequently asked questions) about the rules for Carcassonne and its expansions  
• Strategy guides  
• Occasional contests with Carcassonne-related goodies as prizes  
• The Variant Registry, the most comprehensive listing of unofficial variants for Carcassonne  
• News about new Carcassonne expansions and gaming events 
• Fan-made expansions and variants that you can download for free 

The staff of Carcassonne Central (sometimes called Carc Central or even CC for short) are all volunteers, whose 
enjoyment of the Carcassonne series brings us together to share our enjoyment of the game.  

Registering as a member is free, and it gives you access to downloads, occasional contests and access to our message boards.  

Visit us online at: 

www.CarcassonneCentral.com 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

www.carcassonnecentral.com 
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