


In a city where the leaders are more concerned with their villas and palatial
living then the affairs on the streets, their neglect from above is your opportunity
Jor success from below. Welcome to Trieste!
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PLAYING THE CARDS

Cards are only played during the Play Phase of the turn,
during which a single card from each player's hand is played

face-down, and then revealed during the Payment Phase.

The cost of the card is in the upper left corner on most cards,
and treasure cards have no cost to play them. When a card is
revealed in the Payment Phase, the card must immediately be
paid for by discarding treasure cards from the player's hand

with a total value greater than or equal to the cost.

The effect of the revealed card, as described in the card's text
box, is resolved during the Effect Phase. Once resolved,

the revealed card is placed in that player's discard pile.

1.
5 Revealed Thieves that are captured are placed in the captured
' pile, and their effects are not resolved. Revealed treasure
3. . .
cards go to the shared treasure discard pile.
4. Level
S. Effect

SETTING JP THE. GAME.

. The three faction decks are formed by first setting aside
all Hero cards (these are used in advanced games), and
then combining all remaining cards of a specific faction
(Thief, Merchant, or City Watch), and shuffling each
deck. Set aside the Victory Condition cards.

. Set aside six Copper treasure cards, then the treasure
deck is formed by combining all remaining Copper,
Silver, Gold, and Diamond cards, and shuffling.

. Each player chooses one of the three faction decks ('Thief,
Merchant, or City Watch) at random. Each faction must be
represented by a player.

-
»
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. To form their starting hand, each player draws two cards
from their faction deck, then adds two of the set aside

Copper treasure cards.
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STATIC RULES

No Spare Change: Whenever a cost must be covered by treasure
cards in hand, no change can be made or treasure cards exchanged.

Costs must be met or exceeded in order to be fulfilled.

Any time an effect calls for a deck to be searched, that deck’s

owner must shuffle the deck after the search is completed.

Whenever the treasure deck is depleted, shuffle the treasure

discard pile to form a new treasure deck.

Whenever a player's deck is depleted, that player can no
longer draw cards from their deck. Note that character cards

from the discard pile can still be returned in the End Phase.

Whenever a Thief character card's effect is successfully resolved
(the character is not captured or otherwise negated), the Thief
player gains Infamy, represented by Infamy Victory Condition
cards, equal to the level of that Thief character. Note that

this does not occur when Thief action cards are resolved.

HEROES:
RDOVANCED SETUP

Once every player has been assigned a deck/faction, before the
game begins, the players, in secret, each select one of their faction’s
available Hero cards. These chosen Heroes are kept secret from the
other players, face-down by each deck, until revealed. Players may
reveal their Hero card at the beginning of any phase before
they take an action for that phase, even if other players have taken
action that phase, unless the Hero card specifically states otherwise.
The effects of Hero cards do not occur if the Hero is not revealed.
Once a Hero has been revealed, it stays revealed unless an effect

flips it face-down once more. Hero cards are unaffected by all

cards unless they specifically state they interact with Hero cards.
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SEQUENCE. OF PLAY

Gameplay proceeds in a series of turns. Each turn has five
phases. When all five are completed, a new turn begins,
and they are repeated. During each phase, all players take the

appropriate action(s) in the following order:

12 ey Warck, . S Qg

l: DRAW PHASE

In order, each player draws 2 cards. This could be 2 cards
from the treasure deck, 2 cards from their faction deck, or 1
card from both decks. Players may draw their first card before

deciding from which deck to draw the second.

2: PLAY PHASE

In order, each player places a card from their hand face-down,
or announces that they will not be playing a card this turn.
Character or action cards may be played for their printed effect,
and Copper or Silver treasure cards may be played to draw
additional treasure cards equal to the value of the played treasure.
Note that Gold and Diamond treasures cannot be played in this
way. Played cards do not resolve until the Using Effects phase.
Players may choose not to play a card, and save all cards in hand.
Players will typically do this when they cannot afford to pay

for any card's effect.

ICTO
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3: PAYMENT PHASE

In order, each player reveals their face-down card and immediately
pays for the card by discarding treasure cards which are of equal
or greater value than the card's cost. Discarded treasure cards
are placed in the communal treasure discard pile, not in the
player's discard pile. If a player cannot pay the cost, they must

reveal their hand and the revealed card's effect is negated.

4: EFFECT PHASE

In order, each player resolves the effect of their face-up
revealed card. After the revealed card has been resolved, it is

placed in that player's discard pile. Revealed Thieves that are
captured are placed in the captured pile by the Law & Order
victory condition, and any effects are negated. Revealed
Copper and Silver treasure cards go to the treasure discard

pile, and that player draws a number of treasure cards equal
to the discarded treasure's value. A revealed Copper allows
that player to draw one card from the treasure deck, and a

revealed Silver allows for two draws from the treasure deck.

5: END PHASE

In order, each player checks to see if they meet their faction's Victory
Condition. Note that if two players both meet their Victory

Conditions in the same turn, the player that goes first in order (City
Watch, Merchant, then Thief ) is the victor. Additionally, each player
may pay the cost of any level 1-3 character cards in their discard pile

to return those cards to their hand.
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How 10 WIN

Each of the three factions has a unique Victory Condition.
A check for Victory Conditions are only made during each
player's End Phase, rather than the game ending immediately

upon a Victory Condition being met.

When a player has achieved their Victory Conditions during
their End Phase, the game ends immediately, and that player

is the victor.

6 © 2013 Matthew Ma and C;igé; Victory Point Games



TRIESTE

EXAMPLE. OF PLAY

In a game of Trieste, Cynthia is playing as the City Watch,
Mark is playing as the Merchant, and Theodore is playing as the
Thief. We join the three players mid-way through the game.

At the start of a new tur'_gaws a card from the
top of her City Watch deck, and decides to draw from the
top of the treasure deck for her second card. Confident
in his goal,wen draws a card from the top of the
treasure deck, and then a secon ooses to
draw a card from his Thief deck, considers his options,

then draws a second Thief card from the top of his deck.

Cynthia, Mark, and Theodore each select a card from their

respective hands, and place them face down on the table before them

Once they have all been selecte G e veals her played
City Watch card - a Patrol Officer. Hoping Theodore will

reveal a level 1 or lower Thief card so that it can be captured
by the Patrol Officer, Cynthia pays the cost of 1 for her
Patrol Officer by discarding a Copper card from her hand to

the communal treasure discard pile in the center of the table.

wen flips over his played card - Business as Usual. Mark's
card has 0 cost associated with it, so he does not need to discard

any treasure cards from his hand to play it.
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MIS his card last, flipping over a Street Urchin
character card. The Street Urchin card also has a cost of 0,

and so no treasure cards need to be discarded to play it.

UMZ Officer card takes effect first - she checks to

make sure that Theodore's Street Urchin is level 1 or lower,
and seeing that it is, Cynthia captures Theodore's Streer
Urchin, taking it from the table and placing it next to her Law

& Order Victory Condition card, where it counts towards the 7
captured Thief characters she needs to win the game. The Patrol
Officer card is then discarded next to her City Watch deck.

'en carries out the effect of his Business as Usual action
card. He draws two treasure cards from the treasure deck,
and looks at them without revealing them to his opponents.
From the two, he selects to keep a Gold treasure card and

places it in his hand, and discards the other treasure card, a

Copper, to the communal treasure discard pile.

Unfortunately fm Street Urchin card was already
captured by Cynthias Patrol Officer. When a Thief character
is captured, its effect is negated, and so nothing occurs during

this Thief portion of the Effect Phase.
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In the End Phase, victory conditions are checked for each
playe B ds up the number of Thief characters she

has captured, including the Streez Urchin she captured earlier
this turn. She finds she has less than the required number of 7.

ks to sce if he can afford the Untold Riches Victory
Condition. He adds up the total value of all treasure cards and
finds he has 9, including a nice boost from the Gold treasure card
he drew earlier this turn by playing Business as Usual. He does

not have enough to win this turn, but is getting close to victory.

In previous turm managed to collect a certain
amount of Infamy, represented by a small stack of Infamy cards
in front of him, but when his Street Urchin was captured this
turn he was unable to generate any more Fafamy. When he

reaches a total of 9 Innfamy cards he will be crowned King of

Thieves and the victor, but has not collected that total just yet.

Since no one has met their victory conditions, each player ]

is allowed to buy back any character card level one or

higher that was discarded this turn; the buy back cost is
equal to the standard cost of the card. Play continues with a

new turn's Draw Phase.
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QUuICK  REFERENCE. (FUIDE

During each phase, all players take the appropriate action(s) in the following order:

1: City Watch, 2 Meschamg 3iIhicf

PHASES OF THE TURN:

1: DRAW PHASE

Draw 2 cards. Each card can be cither from your faction deck or the treasure deck.

2: PLAY PHASE
Choose a card from your hand and play it face down. You can play a character,

action, or treasure card (Copper or Silver only).

3: PAYMENT PHASE
Reveal the face-down card and discard treasure cards equal to the cost of the

character or action card played. If you cannot pay the cost, reveal your hand.

4: EFFECT PHASE

Resolve the effect of your character or action card and discard it. If instead
you played a Copper/Silver, draw treasure cards equal to the played card's
value (Copper = 1, Silver = 2).

5: END PHASE
Check to see if you meet your Victory Condition. If not, you may buy back
any level 14 character cards in your discard pile by paying their cost and

returning the card(s) to your hand.



