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A game for everyone who enjoyed
the ploughing strategy in Agricola
How the Designer explains his game
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Preface

What follows should give you an overall impression of the rt
“At the Gates of Loyang.” It also serves as a guide for experiB#igegummary card..
players in explaining the game. '

When it comes to game preparation and rules queries, pleasPagierf Prosperity
the rulebook, as written by Ralph Bruhn (who has done a great job
sorting and organising the rules)

IS “In the text boxes (in red) | give my own opinion, for advanced or keen players,
of certain rules. | explain how the rule evolved into what it is, as opposed to
other possibilities. When explaining the rules these boxes may be omitted.”

| hope you have as much fun with the game as | have had over the
course of its development.

] ke,
Uwe Rosenberg October ZOOQScormg MATKE.

Aim of the game
Each player has a T-shaped gameboard with a Shop and a P3 T e Game ROU NG

Prosperity. The player who has progressed furthest on the Path of .
Prosperity, by earning the most money, wins. 1EBDD>JBDFPD DOLRKAPDILKD B">@EDC

Harvest Phase (Phase 1)
The Shop ">S@EDPMI>VBOPQ>HBPDBU>@QIVDLKBDS|
FOPFKDEFPD >0Q P&KD>AAFQFLKDB>@E
Each player has a Shop on his gameboard, but the Shop is nothjs stack, onto which a new vegetable may be sown using the sar
owned by any player. The player can buy vegetables from this Sh@QELAD>PDVLROD%LIBDABIA b

that he cannot currently get any other way. The Shop is stocked%gﬂb LRP@>KDRPBDPVLROD%LIBDABIADQLI

vegetables at the start of the game — as shown in the picture. Tl r@é@DABIAD FPPBIJMQV PQEBDPI>PQDPOLR
six kinds of vegetables in the game.

] ] ‘TEFPPE>OSBPQDJB@E>KF@PT>PDFKPMEF
by Splotter Spellen). I liked this mechanic so much | put a variation

PlOUhIn the Home fleld D>JBP P#FOPQIVDFKPh QPQEBDP$>QBPPL CH)

EactbMI>VBODE>PDLKBD %LIJBDABIAD>KAD LBBIPEOD QEEP @ROOBK@VDFEKDQEF

game. During the setup players buy, in turn order, either a pumpl’}iﬁ, | b li both his Reaul
a wheat or a turnip from his Shop, which will be used as seed fJ jPlayer eams money by selling to both his Regular customers

%LIBDABIA D%BDPLTPDQEFPDPBBAD?V(E B> HCH B PRS U B PFpREATBEEOL BRE

ABIADFPPDQEBKDAIIBADTFQED BlakeE@se C OEBODSBDBQ>?IBPBDLCDQEFPDQVMB |

vegetables out of the general supply.) _Card phase (Phase 2)

_ Each player draws two new action cards. The newly drawn action:

z'glza)r%eac;\)/’ullih\%eobgego S 0OPDTFOEDBFOEBOD cards arg pl&(ﬁd. O?f their own spaces on the.bEgdBcD BDFP D& i

ABIAD>KAD D >PEDLOPD D PQROKFMPAB Agn;@UT Oéklég égﬁégﬁﬁsgfg%%éﬁggjg?ﬁﬁgléﬁﬁ

the actions of “Buying” and “Sowing”, as used in the main game, right fhgerstan the rales, bt ishéeded for deciding the start piayer, i
] ] ; : ] : ] his later,)

the setup. There is no inherent advantage in starting with any parti ula?!! this :

vegetable. | have tried to design the game so that all three setups an‘ Acti olri. Phase (Phase 3)

Players earn money using their vegetables and cards.
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Small extra rule. There are a number of possible actions for each player, all of
L
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which may be damere than once and in any order.
QbPJLPQD DMI>VBOPP@>KDPE>SBPQEBPP>JBDPQ>0OQFKDBDSBDBQ>?IBPDLKDQEB!

“Is this because the game would be boring if all players had the same setup? 4LLQKLQB
No. In reality it's because there aren’t enough counters for every player to start 1EBD >PEP@LFKPPTBOBDFKP@FO@RI>QF
with the same vegetable (such as wheat for example).* end of the nineteenth century, when they were replaced with the “Yu




Actions in more detail than they appear on the player aid.

Winning the Game

— TheSowandBuyactions are the same they were in the setupThe winner is the player who had advanced furtherest on the Patt
1IEBOBD>DCLRODLQEBODQVMBPDL CDpELSRLIRGRSERR 6 & i RmBE ¥the fdyer Rithth Ml

have places for six vegetables, but cannot hold many differepigfagdsif this is also tied then the winner is the player with most

of vegetables. Some have spaces for three vegetables of ang g
1EBOBD>0BD>IPLD D>KAD DPM>@BDA

— &CDVLRD>OBDPELOQBPLCHBIJLKBVDYV

! BQ>?IBPDLKDEFPDABIAPD>KADFKDE
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to the Shop on your board, if there is space for them. Each

vegetable has it's own area in the Shop.

‘ACQBODB>@EDMI>VBOPDPBQRM DQEBDO
PM>@BDB>@EDCLOD?B>KPD>KADIBBHDF
>PE b 4EF@EDPFPDQEBDPBIIFKDPODMOF@B
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At aMarket stall a player caxchange vegetablesThe

“TEBPAOPQDPQFB?0OB>HBOPEFDEIFDE
The second tiebreaker shows which player has the best pot
game had continued for more rounds. This is why only vege
EFPPDABIAPD>KAPOQLOBELRPBP@LR
Shop.

CLOD>b?B>KDLOD>PIBBH D">OIVDFKDPQEBDD>
Up to this point was an overview of the game rules

TheCLIILTFKDD>OBDABQ>FIBADABP@OFM(

number of bowls show if you need to trade one or two vegetgip@smers, the Two-pack action, a method of distributing the actio
to get the vegetable you want. Each market stall can make tBgg@s and the Start player token.

different types of trade.

discarded.
The players earn money througRelgeilarandCasual

Helpersare action cards with text. They are used once the

customers Regular customers provide long term business i
opportunities (the same pair of vegetables must be delivered&@&f At the end of the game the player

OLRKADCLODCLRODOLRKAP D >PR>I@
>SPR>ID@RPQLJBOPE>PP>DPPELMMFKEEPEYBIEPQEOBBDSBDBQ>?IBP D

TheTwo-packaction gives the players the option of getting t]
new action cards. If a player wants to keep both cards then

must be played on top of each other.

The price of this action depends on the cards in play. The T

is the only action that can only bensedach Action phase.

Concluding the Action phase

At the end of the Action phase the player stores his vegetablesarma

Regular Customers

moves his prosperity counter forward.

oans

Any player may take out a Loan at any time,

Q>HFKDD D >PEDCOINMDOERD?>KH D)L>K

oes
RS EPASEH PR Bfé’ﬁ’@@@;ia LK@B PD">@

“Its unusual for a Loan to be non-repayable over
the game, even if you want to. A Loan in Loyang is
more expensive for an advanced player, since he rtay: o
ILPBD>PPM>@BDP@LPQFKDD P TEBUOB>E
ILPBD>DPM>@BD@LPQFKDD D D)L>KDFP,
the game. Later you shouldn’t need them. If you were

able to pay it back early on in the game then you must have gotte
cheaply. The only motivation to repay it would be to save interest.

Wenn UKREDIT

dit autnimms;,

needed in this game, so why make it more complicated than it has

— A player’s Storehouse may only store one vegetable over t

round. A player who has more than one vegetable left must Bigheg a satisfaction marker on each Regular

sell the rest to the Shop, discard them or expand his Storeh6US&Rer when it comes into play. It begins blue

P >PEPVLRD@>KPMBOJ>KBKQIVD F K @t® B0 BESQoE®ihe garhlBaplapep it @ > M > @ F OV |
one vegetable to four vegetgllethe start of the next round to supply the customer with the vegetables he
all the vegetables in a player’s Storehouse — along with the wewlg, the marker is turned over to its red side.
E>OSBPQBADSBDBQ>?IBPPkD>0BDBOMI>EERDEOBNRBKDINVNDESGNMMBOBODAROFKDH

so?
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bought each turn costs 1 Cash regard-less of what is
printed on that space. The cost of buying any additional
spaces is the price shown on that space.

“This rule means that money earned early in the game is worth mote

money earned later. At the start, buying an extra space on this path

DTEBOB>PDI>QBODFQP@LRIAD@LPQD f

=N @LPOPP DFPPFIMLOQ>KQ P>PDFQDPBK@L

turn, making the most of their cheaper move, as opposed to saving
money to the end of the game before moving.”

:U\J

Regular customer comes into play.) If the marker
FPP>IOB>AVDOBADPPFABDRMBDTEBKDEBbD
customers order then he must pay the customer

D >PEPFKP@LIJMBKP>QFLK B 1EFPDALB]
often)

“The game is designed so that players can choose when not to dell
Regular customer: Aggressive play, would be to take the customer
though you can’t deliver, in order to secure it for next turn. Defensi
would be to choose not to deliver to a Regular customer because
?BQQBODAB>IBDLCCBOBAD?VD>D >PR>ID

The Path of Prosperity goes from one to3v@ftp 1 Q R S b R\§WgPIRY$Es can be helped in learning the game by giving them &

secret Regular customer in their hand from the start of the game.
This may be played in place of an action card during the Action pt
(see distributing action cartis) makes it easier for the new player
to plan ahead.

n

a

“Without this rule a new player may go for several rounds without
even have to take several Loans. With this rule each player has an
COLJPQEBPPQ>0Q P%BDPHKLTPDPTE>QPQ

which other vegetables he will need to get. He can then play his Re
customer once he has planted the vegetables he needs and is reac




Casual Customers

TheDbJLKBVDOB@BFSBADCLODB>@ED >P
ABMBKAPDLKDQEBBPKRJ?BODLCH >PR>

customers a player has in his play area: If he has
more Regular customers, he gets the amount

MOFKQBADLKDQEBD >PR>ID@RPQLJBOO%%%E%%E{%B!Dﬁgi?

>JLRKQBDLKDQEBD >PR>ID@RPQLIJBOD

&CPEBDPE>PBPJLOBD >PRIP@RPQJLJIB

D >PE P&CPEBPE>PPQEBPP>JBHKR
he gets the amount as printed.

Distributing Action Cards

Players can buy the Two-pack described above during the Action
%PDEFPDAOPQDQTLD>

ggléggagk can be played individua
“l1EBP@>0APDAO>TKBDFKDPQEBD >OADME>

the Two-pack. The reason being that the players select these card
given randomly. This is so that a player can use them straight awa

? B

“A player with more Regular customers has higher demands place

When he meets these demands he should be rewarded.

UWE

AMI>VBODTFQEDJ>KVD >PR>ID@RPQLJBO
making the game easier for him. This type of player should earn le.

of his stratedy.
T,

How each player gets these cards is best shown using an examp
P QR PIRYE, BB S AL s hhhd TR AFALE Sete’tfieard
S. . . .

using just card from this handand exactlycard from the

]

The Two-pack

“Courtyard” D1EBD LROQV>0ADPPQ>0QPDBJIM
 KDEFPPQROKD>DPMI>VBODP@>KDBFQEBO
LOPMRQPLKBDP@>0OADFKQLDQEBD LROQ\

This is the only action that can be done at most once during tk&cﬁdﬁK @BPQEBD LROQV>O0ADPQ>0QPDBJI
phase. This action gives a player the opportunity to get two additodat ODBDAOPQBHMI>VBODI>OHBO BDIRPQH

@>0APPFKD>DOLRKA D2KIFHBDPQEBD

OAFPEHH RPOBRBAROPERP O BER @ A PMdE

are usually free) the Two-pack must be paid for, and can’t be playeghrd to go with a card in his hand, or adding another card to th

separately. If you choose to keep both of these cards, they
played on top of each other. A player can choose which car
on top. You can choose to keep both, one or none of
these cards.

mustbe LROQV>0A D&KPQEFPDBU>JMIBDEBD (
displaygdROQV>0A D

l& 1EBDQEFOADMI>VBODP@ELLPBPDLKBD G

COLJDEFPPE>KA DIEBPLQEBOD@>0AP

He then decides where to play these two new cards in his play
area.

-ﬂ- -I>VBODP DP>CQBOPILLHFKDP>QDTE>QF
QLD>AADP>KLQEBODP@>0ADQLDQEBD LF

The second player now makes his card selections and discard
IBCQLSBOD@>0OAPBPFKQLDPQEBD LROQ\

é , K@BDLKIVBDLKBDbMI>VBODFPBIBCQ DE
LROQV>0A D%BBDKLTDE>PDQLDPBIB@

“If a player likes two of his starting hand of cards, he shouldn’t be

them too easily. He should be forced to think about which card he

BSBOVLKBD?VDMI>@FKDBDFQBDFKDPQEBD L
someone else before his next turn comes around.

Helper cards are the only cards that can be discarded easily. All o
have to be completed before they are discarded.”

“A player cannot use the bottom card of this stack unless he disca
card. You have to think carefully about how to stack these cards. R

ds theR@BP @ >OAPPIBCQLSBOPCOLIDQEBD LR
emempef ADME>PB D1EFPD!FP@>0ADMFIBDFPE
ther GAtithe stat DLCPQEBDKBUQD >OADME>PB

The price of the Two-pack is calculated as follows:

The price is equal to the number of Helpers you have or the n
markets stalls you have. Use the larger amount. It is possible t
%BIMBOPDLODAFP@>0ADJ>0OHBQDPQ>

“1EBPAFP@>0APD>0BPKLQOPPERCABADF
QEBVD>IOB>AVDOBGB@QBADFCDQEBVD?
round so that experienced players can get the same Helper every
if it is offered.”

“The price of the Two-pack can be manipulated. This makes the Qime'm‘fé’ﬁmethod for two players

interesting for the players. This design forces a player to think abo

>SPR>IDP@RPQLJBOPPFKPMI>VPQE>QDP>0
IBPPBDCOLJDCRQROBD >PR>IDP@RPQLJBO
price of the Two-pdck.

before it is played. It puts pressure on the player to keep a balancg
keeping cards unplayed for too long and having useless cards in g
Regular customers must be compensated if a player fails to delivey.

it eaeBi6AEdeach players turn he may choose to draw an additional ca

bet
la:gr?@QIédJDQEBDAB@HDQLDMI>@BDFKDQEBD
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“The players should have just as large a selection of action cards fq
from as in the four player game. In “Loyang” players often try to ge
%BIMBODPCLOD>PDPJ>KVPQROKPD>PDQEB
Helper cards). For this strategy to work you need a large selection

Not only cards from the Two-pack must be paid fdrC8inEel D K

round. ”

are the most valuable action cards, they emah addition Cash

- both in the Two-Pack and in the card phase.



h DMI>VBOPJIJRPQOP@>0BCRIIVD@LKPFAB
@>0ADCOLIPDQEBPAOPQPOLTPPLPQE>QP

The Start Player Token
OLRKA Db >OAPPCOLIJDQEBDPB@LKADOLT

At the start of the game decide randomly who gets the to take a_card he would otherwise lose, or he might choose none fr

AOPQDP>KADPB@LKADPMI>VBODI>OHBO sd2ord RPiIRPIE b 2de Bib Qeﬂly(l:/l’ﬁ‘l rt,qul(fi}Iy
TELDPBIB@QPPEFPP>@RFELKD @>0APDFKDQEBD>0A )

receives the large start player marker. The player who
chose his carslscond lastgets the second player
maker. The player with the large start player marker
begins the Action phase, followed by the player with
the smaller second player marker. In a three player
game the player with no token is third.

Curious about the game?

AT THEGATES OEOYANG

The new big game from Uwe Rosenberg!
Test it at the Hall Games booth 9-64

“l1EFPDORIBDT>PD>AABADARBDQLDQEBD 34
round. The tokens used to rotate clockwise. This rule adds new def
game as they are now competed for. A player can choose whether
PB@ROBDEFPDC>SLROFQBD>@QFLKD @ >(
become the start player for the next round.”

L

The English Version!

The rules for four player games

The rules for a four player game are a little different. The player with
the large start player marker chooses a player without a marker to be
his partner for the Action phase. This then forces a partnership between
the player with the second player marker and the player who wasn't

HALL 9 >peE

@ELPBK DlEBDAOPQDM>OQKBOPEFMDQEBKD@LJMIBQBDQEBFODBO
only with each other. The other partnership may also complete theirs OTH
atthe sametime ® BOQ>FKP%BIMBOD@>OAPDPE>SBPQBUQPDPQE>QDPIBKC 64

another player This refers to your cuparther for this round.

“This rule speeds up the game. The partnerships play parallel to eg
IS without watching the actions of the other partnership. This adds md
BU@FQBJBKOPFKP@LIMBQFKDPCLOPQER
partner for the turn, or to being the second player to stop someone

ch other,

re
PAOPQOMI>VBODI>OHBODPPLDVILRP@>KD@ELLF
spoiling

your fun with Helper cards.”

The Solitaire Variant

‘“TheDbQEOBBDJ>FKPD>JBPD&DE>SBDE>PDM
FKPb@LJIJLK D, KBDFPPDQE>QPQEBbMI>VBA
Loyang also all have a solitaire version, in which players are trying
highest score. The solitaire version of Loyang is a good way of lear
mechanics and strategies of the game, especially for the Action ph

R?IFPEBAP?BQTBBKD 19} DE>SBD>DILQD
PDE>OSBPQHPSBDBQ>?IBP b DOF@LI> D)Bb%>S
to beat their

ning the

ase.”

L

The difference between multi

player games and solitaire | want to say a special thank you to my proof-readers and play-te:

gamesisinthecardmechanics_° /I>IMEDP OREK b KAOB>PD,ABKA>E| P'RIF:
The solitaire player buys his 1FJLD)LFPQ D*F@E>BID4FoKBO DP0QBC>K

@>0APPRPFKDDb>b DPUD PDOFA P1EBD Rosenberg.

@>0APPFKPQEBDPAO £ > ( >COBB b

the cards in the second row cost

LKBD >PEDP>KADPQEBP@>OAPDFKDQEBD 3 )
Author: Uwe Rosenberg °> 6

'I% EF 8 A b>K A.Dr? tho QERQL b >PE D Editing: Ralph Bruhn und Uwe Rosenberg
€ Solitaire game 1S highly lllustration and Graphic design: Klemens Franz / atelier198

strategic as the majority of these 3D game pieces: Andreas Resch
cards will remain on this grid,
allowing you to plan for them
for future rounds.
CQBODPDB>@ED > OADPME>PBPQEBD@>0OAPDPIBCQDFKPQEBDPB@LKADOLTD>0OBDMI

IFP@>0OAPMFIB PQEBP@>0OAPDFKDPQEBPAOPQDPOLTPOBIJ>FKDTEBOBDPQEBVHD>0B
still on the board then slide up, and replacements are drawn from the
AB@QHDPQLPAIIPQEBDPKBTIVDPBIMQFBADPMLQP D1IEBDKBTDPDOFADFPDKLTDOB>AVI
next turn. © 2009 Hall Games
www.hallgames.de

Ralph Bruhn

Herderstr. 36
D-53332 Bornheim

Germany

English Translation by Jeff and Daniela Greening

The economy of this variant is harsher as the player must now pay for
the cards he draws.



