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Maharaja is a strategic area control game. Don the vesiments of the priests

of four great Indian deifies, fravel across the kingdom fo build shrines and
statues dedicated to them. Secretly plan your sirateqy and fry fo overcome your
opponents with the help of characters and their abilities.

Each round, the Maharaja, great king of India, visits a new city and rewards players
according to their Gods’ worship value in that city. Players begin each round by
secretly planning actions using their action disc, all at the same time.

At the end of the seventh round, or when a player builds their seventh statue, the
game ends. The player with the most prestige points wins the game.
Since Maharaja is a complex game, we hereby present all the rules for an

infroductory game. However, you'll find all the possible variations fo the rules at
the end of the rulebsok for an ever new experience.
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@ Place the Map at the center of the table.

@ Shuffle the Character files. Randomly pick a number of
tiles equal to the number of players +3 and place them
face up next to the Map, to create the Characters' display.
Put the remaining Character tiles back in the box.

{For your first 4-player game, we suggest using Characler
tiles1,2,5,9, 12 14and 15.)

|} Place all ihe Prestige Points, Coins and Action tokens
next to the Map to create the general supply.

@ Randomly place the Reward tiles face up in their
designated spaces on the Reward Track, from bottom to
top. Place the Maharani tokens in their designated
space next to the Reward Track.

(:_E:l Randomly place the City Flags face up in their
designated starting spaces of the Maharaja Track {leave
the first two spaces on the left empily).

Place the Maharaja next to the Map.

ks FH@‘%F -

Each player must choose a color:

@ Place the Priest of your color in the starfing space on the
Map.

i—[—l}' Take a Player board and place it in front of you.

G[:} Take B Shrines of your color and place them on your
board in their designated space. All the other Shrines are
placed next fo the Map in the general supply.

@ Place all the 7 Statues of your color on your board in
their designated space.

&)
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Take 1 Action Disc.

Take 15 Coins and place them on your board in their

designated space.

@ Take 3 Prestige Points and place them on your board in
their designated space.

Put the components of the remaining colors back in the box.

Put the Special Rule tiles and the Final Scoring tiles back in
the box; they won't be used in the introductory games.
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The game is divided info rounds. Each round you
will perform two actions. Some actions allow you
to build statues and shrines on the map which
provide Prestige Points at the end of the game;
additionally, they may give you bonuses and
income, each round, if you have placed them in the
city the Maharaja is visiting.

Your total Prestige Points is secret to the other
players while your Coins are not.

You can build Statues only inside Cities and only
when the Priest is the City you chose.

Building a Statue in the City where the Maharaja
is, costs 12 Coins.

Building a Statue in all other Cities costs 10
Coins.

If tha rad playver builds a Statue m fhe ofy above,
fhay must pay 10 Cairs. If the Statue is builf in the cify
below, currantiy visited by fhe Maharafa, they must
pay 12 Comes inskead.

i .'-'fl'-'f )

When you build a Statue, you must place it on
one of the available Statue spaces. Each City
has 1 central Statue space and 6 external Statue
spaces. Two external spaces in each City have a
bonus illustrated inside: if you build a Statue there,
you immediately receive that bonus.

Extemal Space with Bonus

External
Space

External Space with Bonus

Statues in the central space are worth 3
Worship Points during the City Scoring phase.
Statues in the external spaces are worth 2
Worship Points (see page 10).

You can build Shrines inside Cities or inside
Villages.

Building a Shrine costs 1 Coin.

When you build a Shrine inside a City, place it
anywhere on the external circular Shrine area.
There is no limit to the number of Shrines built
inside a City.

Shrines inside a City are worth 1 Worship Point
during the City Scoring phase (see page 10).
When you build a Shrine inside a Village, place it
in cne of the available spaces (there can be only 2
Shrines in each Village).

There can be only 1 Shrine for each color inside
each Village. The Shrines inside the Villages are
used to move your Priest {see nexd page).

", InaZ2-playergame, theracanbeonly

| 1 Shrine in each Village, i.e. you cannof
A0 build a Shringin a Village whera therg's

e —;:" already one.

only if your Priest is currently inside that City.

You can freely move your Priest during your furn,

before, during or after performing your action.

You can freely move your Priest from one City to

another any number of times and in any direction,

following these rules:

~ The Prigst can only mowve along the illustrated
roads on the Map.

~ The Priest can only move through Villages wheare
there is at least one Shrine built (by any playar).

2 Ifyoumowve your Priast through a Village whara you
have built a Shrine, you can move it for frea.

2 IFyou move your Prigst through a Village whara you
haven't built a Shrine yet, you must pay 1 Caoin fo
each player who had built their Shrines in that
Village.

2 Mowing your Priest through a City, or through the
starting space, has no cost.

Therefore, in order fo move your Priest from one

City to another, you must check if there's a road

that connects them, directly or through other

Cities, and that has at least 1 Shrine in each of its

Villages.

Priests inside a City are worth 1 Wership Point

during the City Scoring phase (see page 10).

The rad Priast can mowa from fhe Cify below fo fhe
City abowa for free because there aro red Shirines in
fhe Villages of thaf road [fcan also move fo the Cify
on tha mght by payng 1 Com fo fhe yallow and blug
playars.

The green Priest can move from the Cify above to the
City below by paying 2 Coms fo the red player and 1
Caoin fo thayellow playar.

The yallow Priast can move from tha Cify an fha right
fo the Cify abowve (through the Cify balow) by payng 1
Cain to both the rad and blue playars.

Belore you sfarf
Before the first round, players make some
important decisions. Since these decisions involve
important strategic conseguences, make sure you

read the entire rulebook carefully before playing.

Randemly choose a player who will choose an
available Character tile from the display and place
it face up in its designated space of the Player
board.

In clockwise order, each player chooses an
available Character file from the display
and places it on their own Player board (for an
explanation of all Characiers, see Appendix on page
14).

Then, following the Characters' tile order, from
the lowest to the highest number, each player
must place 1 Shrine from the Player board inside
an available Village space for free. Remember
that there can only be 1 Shrine of your color in each
Village.

Confinue until each player has placed 4 Shrines
on the Map (4 Shrines remain available o each
playeron their Player boards).
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Each round is divided into 5 phases to be played
in this order:

{1 Maharaja Phase
f:_@ Planning Phase

@ Actions Phase

4 | City Scoring Phase
Q ity ng
(5 ) Endof Round Phase

Perform the following in this order:

. Place the Maharaja on the City indicated by the
first City Flag on the left of the Maharaja Track.

The Maharaja will be visiting this City until the next

round. There is no other way fo move the Maharaja.

Thefirst City Flag on the leff is the blue ane. Place the
Maharaja on the sama symibol on tha Map.

©Then move that City Flag on the first empty
space on the right of the Track.

il

This phase is played simultaneocusly by all
players. Players will secretly plan the actions they
may perform later, during the Actions phase. There
are 9 different actions illustrated on the Action
Disc.

Decide which actions you want to perform by
pointing at them with the arrows of your Action
Disc. You can decide to point at the same action
with both arrows if you plan fo perform the same
action twice. After you have planned your actions,
place your Action Disc face down in front of your
Player board; you cannot take it back and change
the direction of the arrows.

The Planning phase ends once all players have
placed their Disc face down.

Tha arrows ara painfing af the enlightenad acfians.

Fa -,
It might happen that you won'f be able fo
N]Bj | perform all the planned actions dua fo the
. other players' choices, so choose them

“—L carafully! ;

i Acfions Phasc

This phase is played following the order
indicated by the Character tiles in front of the
players, from the lowest to the highest number.
During your turn, flip your Action Disc face up
and perform both actions you have planned,
choosing their order. You are not obliged to
perform an action in case you dont have the
necessary amount of Coins. However, it is possible
to perform only part of the planned aclion (for
example, building one piece only instead of two).

Acfion Tokens -

Some external Statue spaces with bonuses and
some Characters will reward you with an Achion
token. When you receive one, place it on your
Player board in its designated space.

If you have an Action teken in your supply, you
can use it to perform an additional action of your
choosing. Put the Action token back in the general
supply and perform the action.

You can use only one Action foken per fum. You
can perform any action illusirated on the Achion
Disc, except for the "Changing Character” action.

The Actions phase ends once all players have
played their tum.

The Acfions -3E

There are 9 possible actions:

- Building 1 Statue with a discount

-"\ Place 1 Statue from your Player board
into an available Statue space, following

¥ the general building rules.
% Pay its price with a discount of 1 Coin.

= Building 1 Shrine with a discount

- ‘ Place 1 Shrine from your Player board
~WJ info an available Village space or into a
e City, following the general building
B e
Discount the price by 1 Coin, making
this action free.

't |

Place 1 Statue from your Player board
info an available Statue space and
place 1 Shrine from your Player board
' into an available Village space or into a
City, following the general building
rules. You can choose the order.

~ Building 2 Shrines
g  Place 1 Shrine from your Player
‘. ~, board into a City and 1 Shrine from

| your Player board into a City or an
. available Village space, following

— the general building rules. You
must build at least one of the two
Shrines into a City. You can choose
the order.

™,
Remember that you can mowa your
Priast before, during and ewen afiar
performing any action. For example:
- . whan performing the "Building 1 Stafue
i N Eikl and 7 Shrine” action, you can move your
* Priastinfo a City fo build a Stafue, then
move it to another City fo build @ Shring,

than mowa it again fo anothar Cify.

Take 3 Coins from the general
supply and place them in their
designated space on your Player
board.

~ Taking 2 Shrines

e

Take 2 Shrines of your color from
the general supply and place them

in their designated space on your
Player board.

~ Paying 2 Coins inexchange for 2 Prestige Points

@?@E@ Pay 3 Coins to the general supply

and receive 2 Prestige Points from
the general supply. Place them in
their designated space on your
Player board.




2 Changing Character

Put your Character tile back in the
display. Then, take any other
Character tile from the display or

from another player.
If you take it from another player, that player will
immediately take a new Character file from the
display {they may choose the one youjust returned).

,a-*“{\ You can use your staring Character's
£ ﬁ special abilitybefore changing itand you
'Q[i{;’) can use your new Characiers abilify in
b

thasame furn/

2 Changing the Maharaja Track

m 1| Move a City Flag of your
| choosing by exactly 3 spaces
Dt (o thelett.

If the City Flag should end up onto a space
occupied by another City Flag, slide the latter to
the right to make room for it. If necessary, slide all
overtaken City Flags to the right {without changing
their order). Should it end up on an empty space,
the overtaken City Flags won't slide. You can also
decide to move the first City Flag on the Maharaja
Track further to the left.

In the example above, the City Flag should move ko
an occupied space on fhe Maharaja Track: slide the
ovartaken filas to the right. All the ofher Cify Flags
must not bemowad.

In this example, fhe City Flag moves to an emply
space, tharafore the pink Flag doasnt slide.

During this phase, the Maharaja rewards players
based on their Worship Points in the currently
visited City. Calculate each player's total Worship
Points {WP) in this City, according to the following
values:

= Statue in the central space = 3WP

= Statue in any external space = 2 WP

< Shrine inside the City = 1WP

Each piece insida tha Cify pravides a YWorship value.
Mofa: some Character files have effects fhat are
relavant durng fhe City Scorng phasa [see Appandix
onpage 14).

After this calculation you will have the players’
Worship value ranking: the first player in the ranking
i= the one who has the most WPs, and so on. Tie
5 are broken by Character tiles; the player with the
lowest number wins the tie.

Red Player & W= i Yellow Playar 4 WPs

Grean Playar:5 WPs Blue Playar: 2 W=

With regards fo the example abowe, red is rankad
first, graen second, and s0-0n.

Players will gain a reward of Ceoins according fo
their WP ranking and the chart illustrated on the
board {depending on the number of players).
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Then, starting withthe player in first WP ranking
order, then down, each player with at least 1
WP will choose an available Reward file and
immediately apply its effect [for a clarification
of all Reward tiles, see Appendix on page 14). After
performing the effect, move the file you chose to
the first available empty space ofthe Reward Track,
directly above the top-most file.

In a 2-player game, only fthe firsf 3
Reward files can bechosen. Ina 2- player
game, only the first 4 Reward files can
ba chosen. In a 4-player game, only the
first 5 Roward tilas can be chosen. This
is illustrated by theicons fo the left of the
RewardTrack.

V.
If you don’t have any Worship Points during the
City Scoring (there isn't a piece of your color in the Cily
and you don't have any Characker that provide WPs),
you get a compensation reward of 3 Coins, but
you do not choose any Reward Tile.

Perform the following in order:

2 If there are empty spaces between City Flags
on the Maharaja Track, slide City Flags to the
right fo close the gaps.

You will do fhis only if the “Changing the Maharaja
Track™ action has been performed by moving one af
the City Flags an the far [eff, creafing a gap.

2 Slide all Reward tiles down.
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The available Reward flas change each round.

2 If already taken during the previous round, put
the Maharani tokens back on their designated
space next to the Reward Track [see Appendix




The end of the game is triggered when at least one
of the following conditions are met:

The seventh round has just been completed.

One, or more, players have built all of their
Statues. If this occurs, finish the round as
normal, then proceed directly to Final Scoring.

Final Scoring -

At the end of the game, players score additional
Prestige Points, based on what they have built.

First, return all Character tiles back to the supply;
their effects may not be used during Final Scoring.

Players receive Prestige Points (PP} as follows:
- N 3 PP for each Statue of your color
o anywhere on the Map.

@_ 1PP for every 5 Coins you have
in your supply (no rounding).

N 2PP for each City you have the
@;; most Worship Points in.

If there is a tie for having the most WP in a City, all
tied players receive 1PP.

The player with the most Prestige Points wins
the gamel Ties are broken in favor of the player
who built the most Statues. In case of a further
tie, the player with the most Coins between them
wins. In case of a further tie, those players share
the vichory.

You can see a final scaring example on page 13.
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Special Rule files can be used to change the basic

rules of the game. Final Scoring tiles can be used

to vary the way players score Prestige Points at
the end of the game. You can choose any number
of Special Rule tiles to use and/or only one Final
Scoring tile during the same game.

During the setup, choose or pick randomly one
or moré Special Rule tiles and/or a Final Scoring
tile and place them on their designated spaces
on the Map, replacing the similar icons if needed.

The special rules are applied during the entire game.

During the City Scoring phase, the
first player in the ranking will also
receive 1PP.

During the City Scoring phase,
Statues in extemnal spaces are
worth 1 WP,

Building a Statue in a City not
currently visited by the Maharaja
costs 12 Coins.

When you perform the "“Changing
Character” action, you can only

take Character files available in
thedisplay, not from other players.

At the end of the game, you will score additional
Prestige Points following the Final Scoring file
rules, ignoring the standard rules.

= -.__{‘“ 3 PP for each City where you
@— %b have the most WP (2 PP forall tied

players).
COR

e A 2 PP for each road where you

--,‘—-=q%’? have buit 1 Shrine in both
Villages (roads with 1 Village only
don't count).

1 PP for each City where you
have at least 1 Statue or 1 Shrine.

4“ 2PP for each where you
2;3 have built at least 2 Statues.

Lose 1 PP for each Shrine of
your color left in the general

supply.
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The final sconmng will take p{aﬂa aftar the game ends. In the sxample above, players will recaive 3 PP for each stafue

thay built and 1 PP avery & Coins [aff in fhair supply. Then, ey must calculate who is the player with the most WP in
aach {:ﬂr only S’rafl.m. Sfrmm and Prigsfs count. F'layars m][frna.lry add thair PP recaived dunng the game.

Thﬂ grean prayﬂr Jsﬁrs’r with 5 WP (one cenfral
Statue=3, one Shrine=1, ane Prigst=1) and
recaives 2 PP

Tha red playar rs first witft 6 WF {Two exfenal
Stafues=4, one Shrine=1, aong Presf=1} and
recaives 2 PP

Tha blue playver is first with 4 WP [one caniral
Statue=3, one Priesit=1) and recaives 2 PP

Thayellowplaver is firstwitf & WP {hwo exfemal
Statue=4, ona Shiine=1, ane Priesf=1}and
recaives 2 PP

The red and the green players ara first with 5 WP

womey | (ane cenfral Statue=3, fwo Shrinas=2 for the

% rad: one exfemnal Statua=2. threa Shrines=3 for
thegrean) and receive 1 PP aach

”_““\I The yellow player is first with 5 WP {one cenfral
( Sfa’rm =3, ang axfamal Stalue=2) and receives

_ The blue and the green players ang first with 4
-:.' | WP [onecenfral Stafue=3, ona Shrine=1for fha
YESY blus; two external Statuss=4 for fhagrean) and
racaive 1 PP each
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Charaefers -FE
Every Character has a special ability that is applied
in different phases of the game:

4 )

1x 1x: You can use this special ability
once per round, during your furm.

Continuous: You can always use this
special ability.

ability during the City Scoring phase.

@ Scoring: You can use this special
LS

(1) Noeffect.

(2:1 Take 1 Shrine of your color from the general
supply.

@ You can pay 2 Coins fo fake 1 PP or vice-versa;
you can do this up fo 3 fimes.

@ You can pay 1 PP in exchange for an Action
token.

@- Your Priest is worth +1 WE.

(6) Take1PP.

@ Each set of 2 Shrines you have built inside the
= City is worth +1WP.

@_ You have +1 WP (even if you have no pieces in the
— Ciy).

@- Your Priest moves for free; other players are not
- given Coins when you move your Priest.

ll]_'i:l Performn a "Changing the Maharaja Track ™ action.

(11} Eachtime you receive PP, add 1 additional PP.

(12) You can build Statues and Shrines in any City,
gven if your Priest is not there.

I:IEI Build a Shrine taking it directly from the general

~ supply. You can build it in any City even if your

Priest is not there.

14 Take1Action token.

15) Eachtime you build a Statue, pay 3 Coins less.

lj_ﬁ When you apply the effect of a Reward file,
- applyit twice.

Reward files 38

@ Take 3 Coins.

"% Take 3 Shrines of your color from the
& general supply.

#@ Take 1Prestige Point and 1 Coin.

‘. All other players must pay 2 Coins {if

< able) to the general supply. If they only
have 1 Coin, they must pay that Coin,
and receive no further penalty.

@ Take 2 Prestige Points.

3 e
You may pay 1 Coin in exchange for 1

ﬂ*ﬁ Prestige Point. You can do thisup to 3
times.

ﬁ Build 1 Shrine from your personal supply
for free. You can build it inside any City
even if your Priest is not there.

Take 1Maharani token and place it on a my

Character tile in the display (nof owned by

any other player). You can use that
Character's special ability until the end of the next
round, even if that Character tile is taken by another
player (the iokensfaysonit). Ifthe Character hasa Tx
ability, immediately remove the Maharani foken
when you use the ability. Otherwise, the Maharani
token is removed at the end of the round.

{Tf you choose this Reward tile while you have the
Character Hle 18, place 1 Maharani token on two
different Character files in the display.)

Brahmabot

: :
A solo mode for Mahargis

Maharaja can be played in a s0l0 mode. As a single
player, you can challenge an opponent automa
player, Brahmabot, with 3 levels of difficulty.

Brahmabot will perform actions, use Coins and
receive Prestige Points following special rules. It
will follow the indications given by one Action tile
available in a display, yet you don't know which
one. While two of these files are visible, one is
hidden; this way, you have only partial information
about its decisions.

-3€ by David Turegi & Simone Luciani :ﬁ

Setup a 2-player game, with the following
changes:

= Brahmabot will take 1 Player board, 7 Statues
and 20 Shrines (it begins the game with all Shrines
already available).

2 Shuffie all the Character files and create a face
down stack and place it next to the Map.
Brahmabot will take the first Character tile from
the stack. Draw 3 Character tiles and place them
face up fo create the display. Put them in a row,
so there is a "right” and a "left” end of the display.

Pick a Character tile by choosing it from the 3
tiles in the display, draw a newfile from the stack
and place it on the right end of the display.

Ewvan if vou pick tha Charactar filain the left or cantral
pasition of he display, hen draw a newana and add
ittothe display on fha farright.

2 Choose a level of difficulty (easy — medium -
hard).

2 Randomly select one of the Setup files.

Brahmabot will place 1 Shrine in the marked
Villages. If you're playing with the easy level,
place 4 Shrines on the green marked Villages
only; with the medium level, place 6 Shrines on
the green and blue marked Villages; with the
hard level, place 8 Shrines on all green, blue and
red marked Villages.

e ¥iith the easy level,
'@ S g | Brahmabof will placa
e (oA, -ﬂ; 15hrine in all Villagas
Y o VIS marked with a green
: circla.

o8

< Brahmabot will take Coins and Prestige Points
according to the level of difficulty.

Level Coins FF

Easy 0 2
Medium 2 3

Hard 4 4

.

2 Place your 4 starting Shrines as usual.

2 Shuffle the 12 Action tiles fo create a stack.
and place it next fo the Map face down.




The Maharaja phase is performed as usual.

During the Planning phase, draw the first 3 Action
tiles from the stack. Place two of them face up and
one face down in a row. Then, select your actions
on your Disc as usual.

Brafmabat will perform s actions followng ana of
tha 3 Action filas in the display.

The Aclions phase is performed asusual, following
the order indicated by the Characters’ numbers.

You can perform your actions nomally, with the
following changes.

When you perform a "Changing Character™ action,
the Character file you return is removed from the
game. After taking a new Character tile {you can
take it from Brahmabot or from the display), draw a
new Character file from the stack and place it on
theright end of the display. If you took Brahmabot's
Character, it will take the Character on the left of
the display.

If you have to pay Coins to Brahmabot {for moving
your Priest using its Shrines), just place them on its
Player board.

When it is Brahmabot's tumn, it decides which
Actiontile mustbe performed. Turn the first Action
tile from the stack and look at its lower section: the
“check” symbaol will indicate which of the three files
in the display must be performed. If the face down
tile must be performed, flip it face up.

"1 Brahmabot performs the actions
illustrated in the upper section of the tile.
(For a detailed description of the Action files,

see nexi page. )

|2 Brahmabot moves its Priest to the City
indicated on middle section of the tile. It
might be a specific City {City symbol) or the
City where the Meaharaja currently is
(Maharaja symbaol).

If Brahmabot's Priest cannot reach that City
from its current location (there are noroads with at
leastone Shrine in all their Villages), it will build the
Shrines it needs to move there, without paying
for them. It will choose the path that needs less
Shrines and it will move its Priest there. For each of
your Shrine it uses, you will receive 1 Cein from the
general supply {Brahmabot's Priest moves for free).

Then, Brahmabot's tum ends.

L)

Elrarrnatnnf st move ifs vallow Priasf fo fhe lower
Cify on the l[aff, which is nof connected fo fhe Cily
whara ifs Priest iz. The basf possible pafh fo connect
fherm is the aneilustrafad, where Brahmabot negds fo
build only 1 Shrne in the dapicted Village. Brahmabot
will build the Shiine thara Far frea and it will mova ifs
Prigst. Than, its furm will end

If that City is already connected, Brahmabot
will move its Priest to that City. If there are more
than one possible path, it will select the one with
the least number of your Shrines (youreceive Coins
from the supply accordingly).

Only after Brahmabot has moved its Priest to an
already connected City, it will perform one of the
fiollowing:

If it owns & or more Coins, it will spend & Coins

and build a Statue in its Priest's location.

Otherwize, if it owns b or less Coins, it will build
a Shrine in its Priest's location for free and
receive 1 Coin.

Then, Brahmabot's tum ends.
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Brahmatbof must maove ifs yellow Priast o e lower

City on the mghf, which is already connecfed by

different pafhs. B. will choose, among the path

illusfrated above, e one depicted with a confinuous

[ because it has only fwo of your Shrines. You will

receive 2 Cains. IF B owns 6 Coins, if will pay them to

build a Statuein the lower Cityan the right. Cthanaisa,

B. will receive 1 Comand build a Shrina.

The City Scoring phase is performed as usual,
with the following changes:

If you are the first player in the ranking (you
have the most WP}, you will receive 12 Coins as
usual; Brahmabot will receive 1 Prestige Point
nstead of Coins.

If Brahmabot is the first player in the ranking, it
will receive 4 Prestige Points instead of Coins;
you will receive 6 Coins as usual (if you have at
least 1 WP).

Brahmabot never takes Reward files.

If you have to take a Reward tile, you can choose it
only from the first two tiles from the lowest part of
the Reward Track. Apply its effect, then remove it
from the game.

If you're not taking a Reward tile {(because you have
no WP during the Cily Sconing), remove the first tile
in the lowest part of the Reward Track from the
game.

During the End of Round phase, remove the
performed Action tile from the game and shuffle
the rest fogether back in the stack (including the
two files remained in the display).
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Erah‘rlabﬂt will neveruss ifs Character's

NE | special ability! Brahmabot's Character
tiles areused onlyfor the furn order.

——

Building econecrns ——— -
& ,

Brahmabot never pays to build Statues and
Shrines as its main action (those illustrated onthe
upper section of the Action tiles), nor does it pay
to move its Priest. Only at the end of its Priest's
movement [if it moved without building Shrines), it
can build an additional Statue paying & Coins.
When Brahmabot builds a Statue, it will build it
following this priority order:

& Inthe central space, if available;

2 Inthetopexternal space with bonus, if available
{the bonus is not applied foBrahmabot);

4 In the bottom external space with bonus, if
available {the bonus is not applied o Brahmabot ),

2 Any other space.

Brahmabot has all its Shrines already available on
its Player board from the beginning of the game. In
case it needs to build a new Shrine but has already
placed all of the available ones, i# must move
one of the already built Shrines fo the new space
instead. The Shrine will be taken from the City on
the far right of the Maharaja Track where it has one

Build a Statue in the City currently
visited by the Maharaja.

Build a Shrine in the City currently
visited by the Maharaja.

Build a Statue in the City on the far left
_., of the Maharaja Track.

left on the Maharaja Track with the
central space still available.

%. Build a Statue in the first City from the
@~

. Build a Statue in the first City from the

y: @f” left on the Maharaja Track in which

w48 * RBrahmabot is second in the ranking and
with the smallest difference in WP
between you and it.




. Move a City Flag by 4 spaces to the
| left. The City Flag to be moved is the
one corresponding to the City in which
Brahmabot is first in ranking and with
the biggest difference in WP between
i you and it. In case of a tie between
' more Cities, move the first from the left
on the Maharaja Track.

Final Semfng

At the end of the game, you will receive Prestige
Points as usual, following the basic rules or
according to the Final Scoring file currently used.

Brahmabaot always receives:

= 2 Prestige Points for each City where it has
the most Worship Points.

2 1 Prestige Point if it ends the game with at
least 1 Coin {regardless of the Final Scoring file).

= 3 Prestige Points for each Statue of ifs color

.

S
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Receive the illustrated number of
Coins.
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Brahmabot removes its Character tile

from the game and fakes your on the Map.

Character tile. Then, you pick one of iy , : . i

the available Character tiles from the = Additional PP given by the Final Scoring tile

display. Draw a new tile from the stack used.

and place it on the right of the display.  If you have more Prestige Points than Brahmabot,
YOu win.

=
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