
Components
• 24 Land tiles (9 tiles with Wine, 6 with Wheat, 5 with Fabric, 4 without any goods)
• 20 Goods tokens (9 x Wine, 6 x Wheat, 5 x Fabric, placed near the scoreboard)
• 12 new pawns in 6 colors (1 pig and 1 builder per color)
• 1 bag

Traders & Builders is the second expansion for CARCASSONNE. A copy of CARCASSONNE (Basic Game) is 
required to play this expansion. You may use parts of this expansion or all of it. This expansion may be 
combined with any other expansion. The basic rules for CARCASSONNE remain unchanged. Here are the 
new elements introduced in this expansion:

Completed city with goods
Whenever a city with 1 Goods symbol or more 
is completed, that city is scored normally. The 
player who placed the last tile, and thus 
completed the city, takes a Goods token of the 
matching Goods symbol for each symbol 
present in the city that he has just completed 
(that player is, in a way, the city’s trader). The 
player takes the tokens and puts them in front of himself. 
Knights have no impact on the trader (whether or not 
they are of his color) and the token(s) he acquires.

The Goods tokens (bonus points)
At the end of the game, the player with the most Wine tokens scores 10 points. The same applies 
for the player with the most Wheat tokens and the one with the most Fabric tokens. When play-
ers are tied for majority for a token type, the tied players each score 10 points.

 

Pigs and builders are new pawns used similarly to regular followers: they must be set on the tile that 
was just placed and no other follower may be set on that tile.

The pig may only be placed onto a tile that continues a field where that player has at least one farm-
er. There can be farmers and pigs belonging to other players in the field. The pig stays where it is until 
the end of the game. During the final scoring, a player scores 4 points per completed city adjacent to 
the field with the pig, instead of 3. The pig grants its bonus only if its owner has the majority in that 
field. Pigs are not taken into consideration when determining majorities.

Example in a two-player game: Blue scores 20 points and Red scores 30 points.

Red completes this 
city. Blue scores 
10 points for his 

knight and  
Red acquires 

2 Wheat tokens and 
1 Wine token.

Blue has the majority in the field. 
Since his pig is in that field, he 
scores 4 points per adjacent com-
pleted city instead of 3. Blue scores 
8 points. Since Red does not have 
the majority in that field, she does 
not score any points (0) and her pig 
provides no advantages.

Points:        10                     0             10                             10                        10               10



The monastery cuts the road 
and the field into 3 sections.

One road ends  
at the city and  
the other at the 
small cottage.

1. Place a thief on one turn.
2. Place a builder during  
    another turn.
3. Continue the road, 

draw and play a 2nd tile  
(your double turn).

Example with the builder...
1. The player places a thief. 
2.  On a later turn, she places her builder. 
3.  Later in the game, she places a tile to 

complete the road and sets a knight onto 
the city section of that tile. (The road is 
scored and the thief and the builder are 
returned into the player’s supply).

4.  She places a 2nd tile and sets her  
builder again.

2nd tile

2nd tile

This tile features 3 sepa-
rated city sections.

The bridge is not a crossroad. One road is going 
from left to right and the other from the top of 

the tile to the bottom. The fields are separated by 
the bridge. The tile on the left shows 4 field 

sections, and the one on the right has 3.

Additional information: 
•  More than one player's builder may be on the same road.
•  A player cannot play more than two turns in a row. As such, if 

the player continues his builder’s road with his 2nd tile 
(during his double turn), he will not get a 3rd turn. 

•  As long as the road is not completed, the builder stays in place 
and will allow the player to obtain double turns when he 
continues that road. When the road is completed and scored, 
the player returns his thief and builder to his supply.

•   During a double turn, the player can place a follower on 
either or both tiles (the first and the second). If the player 
completes the road where the builder is present with his 1st 
tile (the thief and the builder return to their supply), he can 
then place his builder on the 2nd tile played.

•   The 2nd tile does not have to  
be placed next to the 1st one.

•  There can be any number of 
sections between the thief and 
the builder.

•  Rules that apply to roads also 
apply to cities. Simply change 
the words road and thief with 
city and knight.

•  A builder may be placed onto a 
road, then into a city, and so 
forth. However, a builder may 
never be placed into a field.
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The builder may only be placed onto a tile that continues a road or a city where that player already owns a 
follower and allows the player to obtain double turns later in the game.
1. The player places his thief on a road.  2. During a later turn, he places a tile that continues this 
road and sets his builder on that road.  3. Later in the game, the same player places another tile that 
continues or completes the road occupied by his builder. After completing his turn, that player 
immediately draws a second tile and plays it as usual: he places the tile, he may set a follower on it, 
and he may score a completed feature.

 

The bag
Due to production limitations, there can be slight  
color variations on the back of CARCASSONNE Land  
tiles. As such, you may use the bag to draw the tiles.  
The bag is also ideal for storing the tiles and can easily  
be passed around the table, from one player to  
the next.
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