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In the citadel of a town called 

Spandau, which was so fortified 

that all other towns in the area 

depended on its protection during 

the Thirty Years' War, a young 

lieutenant of the Prussian army 

was making the final preparations 

for the upcoming spectacle.  

On the occasion of the birthday of 

the Empress of Russia, a fireworks 

display was to be set off the next 

day in Parke Glienicke near 

Potsdam. 

The Russian empress was a child of 

Charlottenburg, which as the 

center of a small town, situated 

between Spandau and Berlin, had 

developed in recent years into a fine 

suburb of high society.  

The opposite was true in Berlin, 

where new factories sprouted 

outside the city walls, where 

immigrants sought employment as 

laborers or day laborers. 

The fireworks on the Havelsee near 

Glienicke brought the lieutenant 

much honor and recognition through 

the splendor of the fireworks 

colors. 

But heroes from the people also 

received attention at that time. 

Like a simple girl from Potsdam, 

disguised as a man joined the army, 

fatally shot when she tried to 

carry a comrade away from the 

firing line. By her courage she 

inspired contemporaries and artists. 

The young lieutenant would later 

pioneer modern electrical 

engineering and found one of the 

world's largest technology 

corporations.  
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Introduction 
In "Spandau 1780", players direct influential personalities and actively shape 

the development of the region around historic Spandau. 

 

The goal of each player is to fill his cabinet of wonders with all kinds of rare 

works of art and thus compete with the other players. 

 

The player who has collected the most genuine works of art at the end of the 

game wins. 

 

In the game there are several ways to get works of art: On the one hand, 

artworks are regularly auctioned off to the highest bidder player, and on the 

other hand, artworks can be captured by participating in campaigns. 

In general, different goals have to be weighed against each other: 

 

Expansion of influence in the region. 

 Gain playing cards and plant fields 

Harvest and sale  

 Harvest and sell goods for works of art 

Building up your own industry  

 Industry increases income and unlocks higher cards 

Support of the army 

 Gain rewards by supporting military campaigns 

Influence in the palace 

 Enables flexible rewards 

Secures and examines works of art  

 Protects own collection and exposes forgeries 

 

The success of any strategy often depends on the actions of other players. 

If a player invests in his economy early, he will have more coins later. 

However, if all players invest in building up their economy at the beginning, it 

may be worthwhile to buy very cheap works of art at an early stage. 

At the end of the game, only the real works of art count. 
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Game material 

 

Game plan Pieces 

 

5x30x 

120x 

  

5x30  

6x  

 

 

 

 

 

 
 

 

Player tableau 50x 

Coins  

 

Game board 

Warehouse 

66x 

Cards 

 

City 

Country 

River 

   

 8x 

Collection 

4x 

Maps 

Campaign 

 

 

Game board 

Palace 

2x 28x 

Artwork 

 

 

Game board 

Card tray 

28x 

Authentic 

 

28x 

Forgery   
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Procedure 
This page summarizes the entire process of a game. 

 

Once at the beginning, the game setup takes place: 

 The game plan and the game boards are laid out 

 The cards are prepared and shuffled 

Once at the beginning, the starting line-up takes place: 

 The starting player is determined 

 The player tableaus are chosen in turn 

 The first influence markers are placed 

Now rounds of play follow until one of the end conditions is met. 

 Each round consists of Common Actions and Player Actions: 

  Together takes place the harvest 

  Together is the auction 

  One after the other, all players perform each action 

    Action: Palace 

    Action: Army 

    Action: Artist 

    Action: Play cards 

    Action: Draw cards 

    Action: Expand influence 

    Action: Exchange artwork 

Immediately upon reaching an end condition, the game ends. 

Last but not least, the winner of the game is determined.  
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Basics 
 The game plan 

 On the game plan, players place influence pieces (expand influence). 

 

In each region there are three fields for setting influence. Adjacent regions 

are considered neighboring. Zehlendorf (1) and Schmargendorf (2) are adjacent, 

but Zehlendorf (1) and Lankwitz (3) are not. 

If a player has two or three influence pieces in a region, he can mark it as his 

with one of his pieces. 

 Each field has one of the following terrains: 

  Field  (Yellow)  

   Country (Green) 

   River (Blue) 

   City  (Red)  
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The Cards 

During the game, players can play cards. 

Each card gives a player advantage, which are represented by symbols on the 

top of the card. 

As a prerequisite for playing a card, symbols are displayed on the left edge. 

If coins or goods are specified in the conditions, they must not only be present as 

an advantage, but also paid once or taken from the stock. 

The following symbols exist: 

 

Coin yield 

 

Technical progress, prerequisite for 

advanced cards 

 

Influence in the palace 

 

Military strength 

 

Artist 

 

In addition, goods or coins can be a prerequisite or advantage of a card.  

If goods are a prerequisite for playing a card, they are taken from the 

warehouse. 

If coins are a prerequisite for playing a card, they must be paid directly. 

If a good is an advantage of a card, this symbol also counts for the harvest. 

 

Silk 

 

Wine 

 

Tobacco 

 

Potato 

 

Livestock 

 

Wheat 
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The warehouse 

 

The warehouse is a large stockpile, which displays all the yields of all players, 

as well as the current market price. Each player places a token in the 

warehouse for each good he owns. 

The price indicator of each good moves from right to left. If the price indicator 

is on the third space from the right, the current price is three coins. During the 

harvest, stocks and prices increase. (see Harvest) 

Sale of merchandise 

Sale of merchandise is only for payment of an auctioned work of art. Each type 

of goods must be sold individually. After the sale, the price decreases by one per 

sold trade goods. 

Example: A player sells grain twice and receives six coins. 

Quantity 

goods 

Warehouse display Received 

coins 

3 

 

 

1 
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The player tableau 

 Each player plays with a player tableau. On this are shown: 

 

1. advantages, which the player can use every round. 

2. a character portrait 

3. influence tokens grouped according to terrain of the game board. 

a. At the beginning of the game all influence tokens are on the 

player tableau. 

b. The terrain forms extend over three columns. These are called 

levels. The cost of placing an influence tile is based on its level. 

c. Placed influence tokens of the terrain form ‘field’ indicate the 

goods, which increase the stock in the warehouse during the 

harvest. 

4. pictogram for the actions of each round 

5. it is recommended to move played cards so far under the player's 

tableau that only the advantages of the played cards are visible. This 

makes it easier to determine the sum of the respective symbols of the 

advantages. 

6. each player must always offer exactly one piece of art for exchange. 

When choosing the player tableau, each player can decide whether he prefers 

to play with the front or the back.  
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The works of art 

There are a total of eight types of artworks, each with four artworks. 

For example, there are four different paintings: 

 

For every work of art there is also a fake. Therefore, each card of a work of 

art is duplicated. 

In order to separate real from fake artwork, two cards are always put 

together in a card sleeve: 

Genuine work of art Fake work of art 

   

 

During the Player Action Artist, a player may check the authenticity of works 

of art, provided he meets the requirements for doing so. The player can also 

keep the results of his check to himself. 

For each artist symbol he may check one work of art, the check costs one coin. 

This goes to the bank. The following may be checked: 

• Own artwork 

• artwork of other players offered for exchange 

• the work of art to be auctioned next 

If a work of art is publicly known to be a forgery, it is immediately removed 

from the game. If a work of art is publicly known to be genuine, the associated 

forgery, if any, is removed from the game. If an artwork offered for exchange 

is removed, the affected player must immediately offer another artwork for 

exchange.  
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The campaigns 

There are four campaigns in the game. These are represented by four 

superimposed cards  

If a campaign is completed (see Player Action Army), 

the card is removed from the game and the next campaign is 

Campaign is considered active.  

If the last campaign is completed, the game ends  

(See End Conditions).  

 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

On each campaign card there are the following groups of symbols: 

1 The progress of the current campaign. Each participating player has 

a token here. In the player action army, the player can advance his 

token if he meets the requirements. As soon as a player reaches the 

last square, the campaign is over. Each player who participated in 

the campaign receives a piece of art. In addition, there are other 

rewards. 

2 The reward for the player who finished the campaign is displayed 

here. 

3 The player in second place receives the benefits of the symbols shown 

here. 

4 The player in third place receives the benefits of the symbols shown 

here. 

 

In case of a tie, the higher influence in the Palace decides. If the score is also 

the same, the current player order decides. 
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The palace 
The Palace game board displays a player's current influence at the court. In 

addition, two random collections are requested. 

 

In the Palace player action, all tiles on shields are removed first. Then each 

player advances the token of his color. Then the player can decide whether to 

exert his influence in the palace.  

If the player's influence is asserted in the palace, another of the player's 

tokens is placed on the corresponding shield. The token used to count is placed 

back on the starting square. 

  
As long as the token is on a shield, that is, until the player action Palace in the 

next round, the player can use the advantage depicted on the shield. So, the 

advantages can be useful, 

• To play cards 

• To receive goods or coins during the harvest 

• For a progress in the campaign 

• For an artist, that is, an additional examination of a work of art 

Collection 

Furthermore, two random collections are requested. If a player can show one 

of these collections of his own artwork during his turn, he immediately 

receives an extra artwork as a reward. The corresponding collection comes 

out of the game and a new collection (if available) is revealed. 
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Game setup 
Place the game board in the center of the table. Initially, there are no influence 

markers on the game board. 

The warehouse, the palace and the card tray should also be centrally located. 

the coins should also be easily accessible. 

The works of art 

The artwork is put into a sleeve with an additional card for each artwork. This 

additional card indicates whether the artwork is real or fake. See also 

chapter Basics: The artworks. 

Make the pairs of cards so that there is one original and one fake for each 

artwork. Then shuffle all the artworks. 

The cards City/Country/River are also shuffled respectively and also go on the 

designated area of the card tray. 

The warehouse 

 

No player owns trade goods yet. Therefore, only the current prices are marked. 

To do this, place a yellow price indicator on each of the starting prices shown 

above. See also chapter Basics: The Warehouse 
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The palace 

 Each player places a tile of his color on the lowest square in the palace. Two 

random collections are revealed. 

 

The campaigns 

The four campaigns are placed on top of each other in order of difficulty, They 

are sorted by number of squares. 
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The player tableaus 

Determines a starting player. In clockwise order, the players then each choose 

a player tableau. The first influence tokens are then placed in exactly reverse 

order at the start of the game. 

Each player can now choose whether to play with the front or the back of the 

player's tableau. 

After that, each player covers all his yield fields on the player tableau with 

his influence markers. 

 

 

 

Private collection 

 Each player draws a random collection. As soon as a player can show all the 

pictured artworks, he receives another artwork as a reward.  

 

 

It is irrelevant here whether the works of art shown are genuine works of art.  
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Starting lineup 
Influence 

Each player draws two cards of each: city, country and river (six cards in total). 

These may also be viewed. 

For each player less than five, a black influence piece is placed on a Berlin city 

tile. So, for four players, one, for three, two, and for two, all three. 

Now each player in turn places one influence token each. The order is the 

reverse of the order in which the player tableaus were chosen. Each player 

must first occupy a city tile. After that, the normal rules for placing apply.  

If no player can or wants to place more influence tiles, the game begins. Players 

may therefore also keep cards. 

Example: 

 

 
If a player has two or three influence pieces in a region, he can mark it as 

controlled with one of his (large) pieces. 

The number of regions controlled determines the number of cards that can be 

played. 

Artworks 

Each player receives two real and three fake artworks on hand as the base of 

his collection. Then shuffle all the remaining ones. Thus, at the beginning, each 

player owns two real artworks without knowing which ones they are.  

Now each player can look at his artwork. One artwork from these five is placed 

on the character portrait of the player's tableau by each player and thus 

offered for exchange. 

In addition, the next artwork to be auctioned is revealed. 
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The harvest 
Each round begins with this phase of the game. All players increase the stock 

of their goods in the warehouse by the yield fields visible on their player 

tableau. This is done in order. One token is placed for each good. If the warehouse 

is full, the goods expire or spoil. 

 

 

 

 

 

 

 

 

 

 

 

Silk 

 

Wine 

 

Tobacco 

 

Potatoes 

 

Cereals 

 

Cattle 

 

  

the yellow price indicator runs from right to left. The coin symbols mark the 

minimum price of the goods. 

The harvest influences the price 

Before harvest 

 
After harvest 

 
If the price indicator of the goods is reached during a player's harvest, the price 

indicator shifts accordingly and the goods become cheaper. If there is no space, 

the goods are lost. Player order is important here. 

The prices rise 

If all players have stored their yield, the prices increase. All yellow price 

indicators are moved one space to the left (if possible). 

However, if there is already at least one token of a player there, the price does 

not change. 
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Coin yield 

In addition, players now receive as many coins as the sum of the symbols on the 

player board and played. 

Example: two coin symbols yield two coins. 

 

 

 

Palace and harvest 

If a player is on a goods symbol in the palace, he receives a good from the royal 

gardens. 

 

 

 

Palace and coin yield 

If a player is on a coin payout in the palace, he also receives it. 
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The auction

 

The starting player of the last round either places a starting bid or drops out 

of the auction. 

Now the other players are asked in clockwise order. Everyone can either drop 

out or must outbid the current bid. In case no one bids, the artwork comes out of 

the game. 

In any case, at the end of the auction a new work of art is laid out, which will 

be auctioned off in the next round. 

A player must be able to pay his bid, otherwise it is invalid. The costs can be paid 

as follows: 

Payment 

• Directly with coins 

• By discarding cards at each 
o Three coins for a city card 

o Two coins for a river card 

o One coin for a country card 

• Through the sale of goods from the Warehouse 

The winner of the auction places the artwork in front of him and is the starting 

player for this round.  
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Palace, army and artists 
Palace 

if the players token is on a shield (the active player has used his influence in 

the palace since his last turn), this token is removed. 

Now the new influence is added to the current level: 

 

 

 

 

 

Here, a player can reach at most the fifth level. So that surplus influence does 

not expire, the player can claim influence and start over with the surplus 

levels. 

Level 4 Level 1 + 5 Claimed Influence 
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Army 

The active player advances his token on the active campaign according to the 

sum of his military symbols. See also Basics: The Army. 

Example: The player has two army symbols and advances two spaces. 

 

 

 

 

When the end of the campaign is reached, it is immediately evaluated and the 

next campaign becomes active. Excess military is not transferred. 

Palace and army 

If the active player is on the army shield in the palace, he receives the support 

of the royal army this turn. 
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Evaluation of the campaign 

The three rewards of the campaign are credited to the players according to 

the order of their participation. 

Each player who participated in the campaign receives a piece of art. In 

addition, there are other rewards. 

1 At the top right of the map, the reward for the player who finished 

the campaign is displayed. 

2 The player in second place gets the advantages of the symbols shown 

in the center right. 

3 The player in third place receives the benefits of the symbols shown 

below on the right. 

If there is a tie, the current influence at the king's court decides. 

If there is still a tie, the current player order decides. 

If there are only two players, the third reward is ignored. 

If a player receives influence at the court as a reward, the player's token is 

immediately increased by that number, if possible. 

  Example: 
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Artist 

For each artist symbol the player may check one piece of art. 

 

 

 

During the Player Action Artist, a player may check the authenticity of works 

of art, provided he meets the requirements for doing so. The player can also 

keep the results of the check for himself. 

He may check one work of art per artist symbol, and the check costs one coin. 

This coin goes to the bank. The following may be checked: 

• Own artwork 

• artwork of other players offered for exchange 

• the work of art to be auctioned next 

Artwork is genuine Artwork is forged 

  

 

Forgery unmasked 

If a work of art is publicly known to be a forgery, it is immediately removed 

from the game. If a work of art is publicly known to be genuine, the associated 

forgery, if any, is removed from the game. If an artwork offered for exchange 

is removed, the affected player must immediately offer another artwork for 

exchange. 

The king's artist can also be used for the check, see Palace and Artist  
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Play cards 
Each player can have only a certain number of active cards in the game. 

Namely, one card for each region on the map where the player has at least two 

influence stones. These regions are considered controlled by the player. 

  

 

 

If the number of controlled regions has changed, the player may have to replace 

a played card of his choice in order to play a new one. The old card goes into the 

appropriate discard pile. 

The Active player may play any cards from his hand. To play a card, the Active 

Player must meet the conditions on the left edge of the card at the time it is 

played. 

See also Basics: The Cards. 

After a card is played, the benefits shown at the top of the card are immediately 

active for the player and can be used to play additional cards. 

Cards that have already been played are not removed, even if the conditions are 

no longer met.  
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Draw cards 

If the draw pile is empty, the cards in the discard pile are shuffled and form the 

new draw pile. If both piles are empty, no cards are drawn. 

The active player draws one matching card for each of the exposed card symbols 

on his player board. 

Example 1: 

 

 
 

 

 

Example 2: 
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Extend influence 
First, Berlin grows: The starting player places for each player fewer than five 

additional black influence pieces for Berlin. For four players this means one, 

for three players two, and for two players three. To grow, Berlin can move the 

influence of any player, if possible, according to the general rules. 

The active player places the cards face down directly on the discard pile to 

place new influence pieces in regions. All cards not yet played can be used. 

When placing new influence, the following rules must be observed: 

• The cost increases by one card per column. The type of card does not 

matter. A city card is worth the same as a river card when expanding 

influence.. 

Example: Three fields cost four cards (1+1+2) 

    
 

On the game plan there are the following rules to consider: 

Influence may only be placed on fields in regions which either already have 

influence of their own, or which are adjacent to a region with influence of their 

own.  

The terrain shape on the game board must match the terrain shape of the field. 

A second city tile can only be placed if all influence tiles of the first column 

have been placed. Likewise, the third city field can only be placed if all 

influence stones of the second column have been placed. 

Second city allowed Third city allowed 
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Move influence of other players 

Against payment of coins, the active player can move influence of other players 

from a region with own influence.  

However, for this to happen, a region with the same terrain type adjacent to the 

other player's influence must be free. Thus, the terrain type does not change for 

the other player. 

The other player receives one, two, three and four coins each for field, land, 

river and city. 

 

Terrain     Coins to the other player 

  Field   (yellow)   

   Country (green)  

   River (blue)   

   City  (red)    

Beispiel:  

Red moves Blue players wood token And has to pay two coins 

  

Exchange artwork 
At the end of the turn, the active player must exchange his artwork, which he 

offers for exchange, with another player's artwork, which is also offered for 

exchange. The new artwork obtained in this way is added to the collection. 

After that, the player must again offer a piece of art for exchange. This can, 

but does not have to be the newly received artwork.  
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 End conditions 
The following conditions end the game immediately: 

• A player owns twelve or more pieces of art 

• The last campaign was finished 

• All regions were completely occupied with influence 

• A player has laid all the influence 

• The last work of art was auctioned 

• Berlin can no longer grow 

At the end of the game, all the artworks in the possession of the players are 

checked for authenticity.  

The game is won by the player who has collected the most real works of art in 

his cabinet of wonders. 

 

If there is a tie, the player with the most different artworks wins. 

 

 

 

 

 

 

 


