Rulebook A game by Andreas Steding

for 2 players, ages 10 and up

In the 16th century, a small fishing village was founded in
Northern Germany. There seemed nothing special about it,
except its close proximity to the old Hanseatic city of Hamburg.
So people started calling it “all too near”—a name that,
according to legend, became Altona. But as Altona grew
rapidly, a fierce rivalry emerged, with the two cities constantly
trying to outdo each other by expanding their commercial
fleets, producing goods, and engaging in strategic lawsuits.

By the time Altona was integrated into Hamburg in 1937,

the two cities shared a long, intertwined history, with their
respective fortunes often poised to change the other’s course.
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In Rival Cities, each player controls the fate of one of these neighboring cities,
trying to gain an unbeatable advantage in one of the 4 areas of success (prestige,
lawsuits, ships, or alliances). Whoever manages to do so wins immediately. This
makes for an intense and suspenseful back and forth, in which the key to success
lies in mastering the art of deflection as well as the ability to read your rival’s
intentions and the opportunities on the game board.
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Decide who is going to play Hamburg (red) and who
Altona (blue). Then, place the game board between
both players in such a way that each city’s name on
the prestige track is pointing towards its player. The
red side of the prestige track belongs to Hamburg

and the blue side to Altona.

2 Fit the off-season overview
at the edge of the game board
where the bell is located.
Then place the bell token onto
that bell.

3 Take the 15 basic action cards.

If this is your first time playing, [o-Sibe-BYC-8

flip their back side up and arrange them in ascending order from 1 to 15.
Then, starting to the right of the
off-season overview and
going clockwise, place
these 15 face-down cards
around the board in
ascending order————— =
Make sure that each of the
15 free light edge
spaces receives one

of these cards

(leaving the dark
yellow edge

spaces empty for now).
Afterwards, flip all

15 cards face up.

If you know the game already,
shuffle the 15 basic action cards
and randomly place one face up Dark yellow i

at each light edge space. edge space Light edge spaces




game board (@).

4 Shuffle the 24 special action cards
and place them as

a face-down action stack

onto their space on the

Then, draw 4 and @

place one face
up at each of the

4 dark yellow edge |14
spaces (@). in7
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Leave some room

. =
beside the i
off-season overview
for a special e
action card N e

discard pile (@), ® |
which will form

during the game.
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Then, draw 4 cards from the ship stack and place one face up onto each of the

Shuffle the 21 ship cards. Place 10 face down as a ship stack onto their space

on the game board (@). Return the remaining 11 face down to the game

N

box as they are not used in this game.

4 ship spaces (@).

i

Shuffle the 8 alliance cards, draw 4, and place one face up onto each
of the 4 alliance spaces (@).

Return the remaining 4 to the game box as they are not used in this game.

7 Fa

Shuffle the 10 lawsuit cards. Place 7 face down as a lawsuit stack
onto their space on the game board ( g ).

Return the remaining 3 face down to the game box as they are not used in

this game. Then, draw 3 cards from the lawsuit stack and place one face up
onto each of the 3 lawsuit spaces ( h ).
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Place a lawsuit piece beneath each of the 3 lawsuit cards
in such a way that the numbers (printed on the game
board) can be seen through the pieces’ holes.

of each lawsuit piece.

Place the game overview onto the empty wooden area on
the game board. This overview outlines the sequence of
play and the end conditions.

Place the
ink jar
onto the ink space §.
next to the off-season
overview and the
prestige marker onto
the neutral space in the
center of the prestige track.

Next to the game board, form a common
supply for the 48 products, 12 letters,
12 factories, and 12 star tokens.
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Each player takes 1 factory from the supply and places it, pliers
side up, in front of them.

—
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Determine a starting player at random. This player takes
1 beer and 1 product of their choice from the supply and places .+m

—
w

them as their personal stock in front of them.
Afterwards, the other player takes 2 beer and 1 product of their

choice from the supply and places them in their own stock.
(If you are not sure which product to choose, we recommend “"'m
taking a furniture as it is the most valuable.)

Once these preparations are complete, the starting player takes their first turn.




Playing the game

In Rival Cities, you and your rival take alternating turns. On your turn, you advance the
ink jar clockwise along the ink spaces of the game board. Depending on the ink space on
which you stop, you perform certain actions. Whenever a player moves the ink jar past
the bell, the game is paused and an off-season is carried out. Afterwards, the interrupted
player continues their turn.

The game ends after the off-season in which at least one of the end conditions has been
met (at the latest after the 7t" off-season). Then, the player with the most stars wins.

However, most of the time, the game ends before this with a player achieving an
instant win. This can happen in 4 ways:

e The player has 3 more ship cards than their rival.

¢ The player wins their 3™ lawsuit card.

e The player has all 4 alliance cards.

¢ The prestige marker reaches the player’s city name at their end of the prestige track.

Taking your turn

On your turn, you must first advance the ink jarin a “Paying” and “gaining”:
clockwise direction along the ink spaces of the game board. = Whenever the rules

You must advance it at least to the next ink space, but may say that you must pay
advance it as far as you like if you can afford to. products or letters, it
means you must return
them from your stock to
the supply. Whenever the
rules have you gaining
products or letters, take
them from the supply and
place them in your stock.

If you advance the ink jar one or two ink spaces, you

don’t have to pay anything. From the third space onward,
however, you must pay for the movement: The third space
costs one product, the fourth space also costs one product,
and each additional space beyond the fourth costs two
products. Which products you pay is up to you, but you
can’t move onto an ink space if you can’t pay for it.

% C?’CS)T ;@ @ ADDE’?ICOI;AL: -2

Example: If you advance the ink jar (@)
to ink space @ or @, you don’t have
to pay anything. If you want to advance
it to ink space @, however, you must
pay a total of 6 products of your choice:
1 product for space @ + 1 product for
space @ + 2 products for space @ +
2 products for space @




After advancing the ink jar to an ink space and paying any costs for doing so, choose
one of the following 4 options to carry out on that ink space:

Option A:

Perform the actions of the action card by that ink space (see
below for performing actions). After you’ve used the card, it
remains where it is.

or

Option B:

Play 1 special action card from your hand,
perform its actions, and then discard it face
up onto the special action card discard pile.

or

Option C:

Pay 1 letter to carry out both Option A and Option B, in either order.
(However, you must finish one option before starting the other one and
thus cannot mix up their actions.) Also, you must pay the letter before
using either card (and cannot, for example, do so after receiving it
through one of them).

or

Option D:
If the action card next to the ink jar is a special action card, you
may pick it up and put it concealed in your hand. (So instead of € >
using it now, you keep it for a later turn — see Option B.)
The empty edge space next to the ink jar remains empty for
now. Basic action cards cannot be picked up this way.

After you've carried out one of these options, your rival takes their turn.

The actions on the action cards

Each action card shows one or more actions.

If it is a split action card (recognizable by the tear),
choose one of its halves.

Otherwise, you may perform all of the actions \‘ ;
shown on the card in any order. Actions you I )
cannot or do not want to perform are forfeited.




Action: Production

Gain the depicted products.

PRODUCTION: PRODUCTION: PrODUCTION: PRODUCTION:

2' =2 beer B - 1 cloth 1i:z= 1 leather i!tg ..
) .

l:.1. m 181:311

In addition, you may use as many of your active factories as you like to produce more
products of that type: For each factory that you flip to its inactive side now, gain
1 additional product of that type.

=1 furniture

Note: Your factories stay with you for the game. However, a factory
is only active if its pliers are facing up. When its cross is facing up,
it is inactive. To use an inactive factory again, you must reactivate it [I&
first. (This happens automatically in the off-season and can be done |
via certain special action cards and lawsuit cards.)

Gain the depicted products.

Examples:
GIFT: GIFT:

GIFT:
1@ =1 product of zw =2 products of 2
your choice your choice

Action: Donation

Pay the depicted products to gain the depicted number of star tokens from the supply.
You can do so as many times during this action as the central arrow indicates.

Examples:
DoNATION: DonNaTION: DoNATION:
Pay any 2 products to gain Pay 1 leather to gain Pay 2 furniture to gain
1 star token. 1 star token (up to twice). 3 star tokens.

Keep your star tokens in front of you. Their value will be known at the end of the
game, because they are only counted if the game doesn’t end with an instant win.
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Action: Product swap

Jlm a. 1@ Do this up to twice: Exchange any one product from your stock

for any one product from the supply.
Action: Gain a letter
1 2 Gain as many letters as shown.
(Letters are not products but are sometimes required as a cost
for certain actions.)

Also, letters can be used in the following way: Whenever you like, |

you can pay one letter to exchange any one product from your '1{‘
stock for any one product from the supply. (As a reminder, this is || ,,1'{‘ ‘J
noted on the back of each letter.)

Action: Draw a special action card

Draw one special action card from the action stack and put it concealed in
your hand.

Action: Build a factory

Pay any 2 products to take one factory from the supply and
place it, pliers side up, in front of you.

i .:}A_:;v'\ up, in front of you.

Action: Earn prestige
Move the prestige marker on the prestige track : L )
1 space towards your city’s name. ;
Note that the icons along the edge of the track —b-
only take effect in the off-season, giving income to the player - 1
-o—

on whose side of the track the prestige marker is located then
(see page 13).

The dark stars printed on the spaces of the track
are not relevant until the end of the game and are only
counted if the game doesn’t end with an instant win.

Instant win: If the prestige marker reaches the space =L fltona, g
with your city’s name, you win the game immediately. H
9




Action: Form an alliance

Take one alliance card either from the game board or from in front
of your rival and place it in front of you.

(70 STEAL 1T If you take it from the game board, do so free of charge.

FROM YOUR

RIVAL, PAY 1]+ ) <+ If you take it from your rival, you must pay
1 letter to the supply.

Each alliance card gives you a permanent benefit . e ."“‘ e ;;Ej
(see overview on page 16). WHENEVBR 70U GAINANY | { DURIG 4

unmn.fnoh OR GIET ACTION, Gam +1 J

Note that in each off-season, you have to pay upkeep
for each alliance card you want to keep. Otherwise you must
return it to the game board (see page 13).

Instant win: If you have all 4 alliance cards, you win the game immediately.

Action: Purchase a ship

Choose one of the face-up ship cards
on the game board and pay the costs
\ shown in its top left corner.

Then, place the ship face up in front of
you.

If it has a different type of effect, make sure that you
do not forget about it in the relevant situations.

After purchasing the ship, reveal the top card from the
ship stack and place it face up onto the now empty ship space
on the game board. If the ship stack has run out,

ship spaces are not refilled any more.

Any ships you purchase stay with you for the rest of the game.

The dark stars in the top right corner of ship cards are not relevant until the end of the
game and are only counted if the game doesn’t end with an instant win.

You can look up details of each ship card’s effect in the overview on page 16, using its
ID in the bottom right.

Instant win: If you have 3 more ship cards than your rival, you win the game
immediately.
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Action: Advance a lawsuit

Choose one of the 3 face-up lawsuit

cards on the game board and pay

the legal costs shown in its top left:
After paying the legal costs, you receive the bonus
shown to their right, which may include gaining
items from the supply and performing certain

actions. The following action is always included in
that bonus:

Sway the lawsuit in your favor by moving its {
o lawsuit marker 1 space towards your city’s name. m i
If the marker is on space 4 of your side, any : 4

additional movement towards your side is ignored.

‘ "1 ADVANCING TH1s Lawsiire:

Afterwards, attend to the dark box to the right of the bonus.
There you can see how many additional times you may pay
the legal costs right now to perform the o action (and e

only that one) that many times again. CING THIS LAWSUL |
(For the lawsuit on lawsuit space @, you can do this up to P 1@0 1 ¢ Ia“ Q ]

once, for the one on @, you can do this up to twice).

WINNING THIS LawsSuiT:

Note that you can ignore the bottom part
of the lawsuit card for now. It will only take
effect when the lawsuit is resolved later on.

Example: With their A@ action, the player of
Altona decides to advance the lawsuit on lawsuit
space (| O They pay the legal costs of 1 /eather (.
to gain 1 furniture and one action
Accordingly, they move the lawsuit marker

from the red 1 to space 0 . In addition, they could
then do the following up to twice: pay 1 leather to
move the lawsuit marker 1 additional space towards
their blue side . However, they decide to forgo
this opportunity.

.1.. m _-1___i4a>°

‘ WINNING THIS LAWSUIT; @
é
S w8

l
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Action: Court ruling

RESOLVE Look at the foremost lawsuit (the one on lawsuit space @). If the lawsuit
\‘(\D marker there is on space 2, 3, or 4 of your side, you may resolve this
_— lawsuit (see step 5 “Resolve the foremost lawsuit” on pages 13 and 14).

m;;ﬁfé‘;“ Alternatively, you may swap the positions of two face-up adjacent lawsuit
OR

i cards on the game board, along with their lawsuit pieces and markers
2 apjomning  (@djacent means you cannot swap the ® with the @). Make sure that
LAWSUITS the lawsuit markers don’t slip out of position while doing so.

Action: Reactivate a factory

Flip one of your inactive factories so that its pliers side faces up again.

Action: Piracy

PIracy: Take one PIraCY: Take up to 3 products of
Sreap oy Product of Yous your choice from you rival’s
YouR rivar:  Your choice RIVAL GAINS: stock and place them in your
from your stock. In return, your rival

1@ rival’s stock THEN STEAL FROM THEM: mgy immediately perform the
and place it in 1__ 3 “Earn prestige” action (see
your stock. page 9).

Off-season

If you advance the ink jar past the bell, first finish moving it
(by advancing it to the ink space you want to use). As usual,
pay any costs for that movement. However, before you
choose an option, the game is paused and the off-season is
carried out. To mark this, take the bell token and place it in
front of you.

Note: At the bottom of the off-season
overview, there is a regular action card.
You can move the ink jar to that card’s ink
space just like any other action card. However,
since this always requires you to move the

ink jar past the bell, you can only perform

its action after the off-season has been
completed.
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Carry out the off-season by following these 8 steps in order (which are also shown on the
off-season overview):

. —
1) For each alliance card in front of you, choose either to pay its f
upkeep cost shown in its top left corner beside the bell icon I

o

B . i

or return it to any free alliance space on the game board.

2) The player who has more ship cards may perform the “Earn prestige” action (see
page 9). In the case of a tie, nothing happens.

3) If you have any ship cards that have an income effect (card IDs 6 to 10), gain that
income.

4) The player whose side of the prestige track - 2ell lcon B ' Example: Since
the prestige marker is on gains: - '_/__ | the prestige
* the income depicted on the marker’s space m .| marker is on the
AND A= fourth space of
e each income depicted on the spaces ,,,comeL‘@ - : Altona’s side, the
between the marker and the bell icon. NE ___ | player of Altona
@ + | gains 1 leather,
N i 1 cloth, and
]@ s . 1 beer.
o]

5) Resolve the foremost lawsuit:
Look at the lawsuit piece and marker at lawsuit space ®:

e |f the marker is on space 0, return the card from lawsuit space ® ;;
to the game box. 1

o If the marker is on space 1 of either side, the player of that side
gains one star token from the supply. Then, return the card from ¥ W o
lawsuit space @ to the game box.

e |If the marker is on space 2, 3, or 4 of either side, the player of
that side wins the lawsuit. That player takes the lawsuit card from 3 « v
lawsuit space @, places it face up in front of them, and gains the

INNING THIS LAWSUIT:
and/or performing certain actions.
The dark stars in the bottom right corner are only relevant if L] 3?:3 *

the game doesn’t end with an instant win.

bonus at its bottom:
That bonus usually includes gaining items from the supply L{

Instant win: If you win your third lawsuit, you win the game immediately.
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After the foremost lawsuit has been resolved, refill the now empty lawsuit space @
as follows:

Move the lawsuit piece at lawsuit
space ® temporarily to the side.

I\/Iove the lawsuit card from TR &

- FE W 0 5 _,. SRS JODT | A
lawsuit space (1) (including its L5 _@Tg_.:ﬁ L _‘__iﬁ Y
lawsuit piece and its marker) [ g k@ o

onto space ®

Move the lawsuit card from lawsuit space @ (including its lawsuit piece and its
marker) onto space @
Make sure that the lawsuit markers don’t slip out of position while doing so.

Reveal the top card from the e
lawsuit stack and place it face up
onto lawsuit space @

Below the new card, place the
lawsuit piece you previously ]
moved aside and place its —
lawsuit marker onto space 0.

L ™

If the lawsuit stack has run out, empty lawsuit spaces are not refilled any more and
any idle lawsuit pieces and lawsuit markers are returned to the game box.

6) Discard any special action cards from the 4 dark yellow edge spaces face up onto the
special action card discard pile. Then, draw 4 cards from the action stack and place
one of them face up at each of the 4 dark yellow edge spaces.

7) Reactivate all your inactive factories by flipping their pliers side face up.

8) Finally, check whether at least one of the following end conditions has been met:
* There are no ship cards left on the game board.
e There are no lawsuit cards left on the game board.
e There are no factories left in the supply.
e There are no star markers left in the supply.

If at least one is true, the game ends and you determine the winner by means of the
star scoring (see the next page).

Otherwise, the player with the bell token returns it to its spot on the game board.
They then continue their turn by choosing one of the usual options of the ink space
where they had placed the ink jar before the off-season began.
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End of the game

END CONDITIONS:

zim‘;m;m_: ! ! ArL 10 SHIPS HAVE
If the game doesn’t end due to a player pulling Selinssall 4 e
__ [ oe______J

ALL 7 LAWSUITS HAVE

off an instant win, it ends with step 8 of the You v voun 3= | L& § Ak Eoes
off-season in which at least one of the listed end P W
conditions has been met. | Youmave a4 AJ HAVE BEEN TAKEN.

%
i

In the latter case, the winner is determined by

{Tnn@u:\cu!& i Arpi2 s-rmmm?NS
means of the following star scoring:

HAVE BEEN TAKEN,
CITY'S NAME.

e Add up the dark stars on the cards —b»r-\ g e g

in front of you. 19 P @Q '1P

WINNING THIS LAWSTIT

e |f the prestige marker is on your
side of the track, also add the

dark stars on its space.

¢ Finally, add to your total the O Q
star tokens in front of you. Q

Whoever has the higher total wins the game. In the
case of a tie, whoever has the bell token wins.

Important notes regarding the limitations of items

e There is no limit to the number of special action cards
that you may keep in your hand.

If the action stack should run out, shuffle the special
action card discard pile and place it as the new face-
down action stack.

e There is no limit to the items you may have in your stock
or in front of you.

e Whenever you would gain a product from the supply that
is not there any more, take it instead from the stock of
your rival if your rival has more products of that type in
their stock than you do. If this is not the case, you must
forgo that product.

The same is true for letters.

e |f the supply of star tokens has run out, you cannot gain
them any more. The same is true for factories.
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Overview of the benefits of alliance cards:

OsLo, LonpoN, NovGoROD: Whenever you perform a Production or Gift action during which you gain
at least one product of the depicted type, gain one additional product of that type.

Note that this only applies to actions that are specifically captioned with “Production:” or “Gift:”.

AMSTERDAM: Whenever you perform a Donation action, gain one additional star token.

GDANSK: Whenever you use a split action card, you may perform the actions on both of its halves, in
either order.

BRUXELLES: Whenever you perform an “Earn prestige” action, you may pay one furniture to repeat the
action immediately. However, you can’t use this benefit again for the repeated action.

LE HAVRE: Whenever you perform an “Advance a lawsuit” action, you may pay one product of your
choice to repeat the action immediately. However, you can’t use this benefit again for the repeated
action.

KI@BENHAVN: Whenever you perform a “Draw a special action card” action, you may pay one beer to
repeat the action immediately. However, you can’t use this benefit again for the repeated action.

Overview of the effects of ship cards:

1: When you buy this ship, perform the “Earn prestige” action twice (see page 9). If you have the
alliance card Bruxelles, you can apply its benefit to each of these actions once. If you have ship card
16, you can also apply its effect to each of these actions once.

2: When you buy this ship, perform the “Advance a lawsuit” action up to twice (see page 11). If you
have the alliance card Le Havre, you can apply its benefit to each of these actions once.

3: When you buy this ship, perform the “Draw a special action card” action twice (see page 9). If you
have the alliance card Kjgbenhavn, you can apply its benefit to each of these actions once.

4 and 5: When you buy this ship, gain the depicted number of letters.

6 to 10: Gain the depicted income in step 4 of each off-season.

11 to 14: Whenever you perform any Production action, gain one additional
product of the depicted type, regardless of what type of product the
action produces.

15: Whenever you win a lawsuit, gain 2 star tokens.

16: Whenever you perform an “Earn prestige” action, you may
pay 2 beer to repeat the action immediately. However, you
can’t use this benefit again for the repeated action.

17: Whenever you advance the ink jar, you may advance it
one ink space farther than usual without charge.

18: You don’t have to pay a letter to carry out Option C.

19: Each ship that you purchase after this one costs 1 product
less than usual.

20: This ship provides 5 dark stars.

21: This ship provides as many dark stars as you have ship
cards in front of you (including this one).
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